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FULL METAL FANTASY ROLEPLAYING

A NOTE TO OUR FANS, OLD AND NEW

Soon after our humble beginnings over a decade ago, Privateer
Press introduced the roleplaying community to the Iron
Kingdoms through the Witchifire Trilogy. This epic three-part
adventure thrust players into a world where steam and sorcery
are found alongside blades and blasting powder in what we
affectionately called Full Metal Fantasy.

RPG was born in that grand adventure, and with it we

The Iron Kingdoms

created a lasting legacy we later expanded with our flagship
miniatures games WARMACHINE and HORDES. While those
games have continued to expand and explore the vast setting
of the Iron Kingdoms, we never stopped wanting to return
to the personal and individual exploration the original RPG
offered adventurers.

This book is the culmination of over ten years of developing
the rich cultures, diverse peoples, and vivid world that make
up the Iron Kingdoms. Just as WARMACHINE and HORDES
owe much of their foundation to the Iron Kingdoms RPG, so
now does the new edition of the RPG owe its foundation to
the huge amount of effort we have lovingly poured into the
miniatures games. Not only has our journey through the Iron
Kingdoms in WARMACHINE and HORDES increased the
scope and understanding of the setting, the award-winning
game mechanics of those systems also provided a strong
foundation for how the new Iron Kingdoms RPG plays.
Veterans of WARMACHINE and HORDES will recognize
many of the core concepts of combat and challenge resolution,
while new players will find these ideas easy to grasp vet full
of strategic possibility.

At its core, the Iron Kingdoms RPG is about heroic individuals
doing suitably heroic deeds. The feat point system gives plavers
the chance to perform feats of strength and skill worthy of song
and story. Players earn feat points by being heroic, so everyone
is encouraged to play to his character’s utmost potential. The
Iron Kingdoms is home to a wealth of interesting heroes and
villains. While designing the character creation portion of this
book, we quickly realized a single class choice could never
represent the myriad character possibilities that fill the pages of
our books. The innovative career system introduced here allows
players to mix and match various careers and archetypes to
capture their character perfectly. From Warcaster Pirate to Gun
Mage Aristocrat, the dual career system provides the flexibility
to cover a huge range of possible characters.

Whether you cut your teeth on the Witchfire Trilogy, took up
arms in the battles of WARMACHINE and HORDES, or are
a new recruit, welcome to a new era of adventure in the Iron
Kingdoms!

WHAT IS A ROLEPLAYING GAME?

A roleplaying game is a collaborative storytelling experience
that is not only fun and rewarding but also memorable and
enjovable again upon future reflection. It takes place in the
imagination of the players, where a set of rules provides the

framework for resolving conflict. Players take on the roles of

characters in the game, with one player acting as the Game
Master. The Game Master crafts a story for the other players
to experience. He narrates the action, plays all the characters
not controlled by another plaver, and describes what players
see as the game unfolds. As the story unfolds, the players act
in unexpected ways to create a fun, engaging, and memorable

experience for evervone involved.

The characters the players control are not merely inhabitants
of the Iron Kingdoms. They are also heroes and adventurers
with the skills to survive—and possibly to help shape the
world around them. They
remarkable things.

are exceptional people who do

The character is a player’s alter ego in the game. Players create
their own characters and decide how they will develop through
play. Players react to the events of the game by directing the
actions of their characters. When determining if a character’s
actions are successful, they roll dice and refer to the stats and
abilities of the character.

Though the game chiefly takes place in the minds of its
participants, there are times (most often combat encounters)
when the action of the game moves to the table top, where
characters and their adversaries are represented by 32 mm
scale models. The rules for combat in this book are written to
utilize miniatures for combat in this way, and a large variety of

miniatures are available from Privateer Press for this purpose.

Unlike board or card games, there is no winner or loser at the
ving game. Instead, the purpose of the game
reat story. Whether they

or perish, vour characters will play a

end of a rolepla

is to enjoy the experience and tell a gr

succeed or fail, prosper

central role in multiple adventure

WHAT YOU NEED TO PLAY

You only need a few things before vou can begin adventuring

in the Iron Kingdoms. In addition to this book, you need a
small group of people. One person needs to take on the Game
Master duties, and then vou need players to control the heroes
of the story. A typical game will include one Game Master and
between two and six plavers, with the ideal group size being

four or five plavers.

Each plaver needs a character sheet for tracking the abilities,

skills, and advancement of his character. You can track this
information any way vou prefer, but we've included a character
sheet at the end of this book (p. 349) for vou to photocopy and
use. To maximize vour enjoyment of combat encounters, you
will want a 32 mm scale model to represent each character, a
tape measure or ruler marked in inches to measure movement
and attack ranges, and a few six-sided dice. Six will be plenty to
cover all your needs.

The Game Master will need a table or plaving surface where
he can set up or draw the playing field, and it's a good idea
to have a handful of tokens to help vou keep track of things
during the game.




HOW LONG THE GAME WILL LAST

The beauty of a roleplaying game is that it lasts as long as you

ant it to. It all depends on the story the Game Master wishes
tell. A typical game session usually lasts two to four hours,
=nd most gaming groups meet regularly (usually once a week).

_ampaigns can be as short as one or two game sessions, but it is

¢ uncommon for a larger, more complex, campaigns to last a
-ar or more! The game is limited only by the imagination of its
- avers and Game Master.

THIS BOOK AND OTHERS TO COME

This book is the core rulebook of the game. It serves as an
~troduction to the Iron Kingdoms and presents all the rules
~=cessary to play the game. Chapter One details the history of
setting, from ancient history and cosmology to the more
cent political events shaping the central nations. Chapter Two
“==cribes modern life in the Iron Kingdoms and what it is like
‘ve there. Chapter Three covers all the rules for characters:
- to create them, what the)' can do, and how they advance
== time. Chapter Four presents the core rules of the game.
T-i= is where you will find directions for resolving combat
-2 determining the success or failure of skills. Chapter Five
== into the arcane arts and lists the spells available to all
-—<llcasting careers. Chapter Six offers descriptions and prices
veapons, armor, and equipment, and details rules on how to
-4 and use mechanika (the fusion of magic and technology)
= well as how to prepare and utilize alchemy. Finally, Chapter
= ==z provides guidance to the Game Master on how to develop
-2 run a game of Full Metal Fantasy Roleplaying. At the end
2 book you will find player resources like
=racter sheets, templates, and an index.

~= book is just the beginning of your
=nture in the Iron Kingdoms. More books
= supplements will come in the future that
Jelve deeper into the major kingdoms
stern Immoren, present new rules for
cks and warbeasts, explore the non-
—z2n civilizations inhabiting the forests
—ountains, and describe the ancient
ztions that predate mankind. All
-~z the way the rules will expand
wew equipment, careers, and
e= to help you vary your
=2 experience.

GAME TERMS

The following game terms appear throughout this book.
Become familiar with them now for ease of reference.

» Game session — A game session is when you sit down
with your friends to play the Iron Kingdoms Full Metal
Fantasy Roleplaying Game. It is a real world event, not an
in-game duration of time. For example, getting together
with friends for a night of play is a single game session.

Game Master- The Game Master is the individual
running the game, narrating the story, and setting
the scenes. Before playing the Iron Kingdoms Full Metal
Fantasy Roleplaying Game, a potential Game Master should
familiarize himself with the setting by reading through
this book, paying particular attention to the chapter “Full
Metal Fantasy Game Mastering” (p. 327).

Player character (PC) — A player character is a character
controlled by a player. Contrast with non-player character.

Non-player character (NPC) — Non-player characters are
the background cast of the game and are controlled by
the Game Master. NPCs include all monsters, antagonists,
and allies with which the player characters interact.
Contrast with player character (previous).

* Enemy — An enemy is any character (PC and/or NPC)
doing something in opposition to the acting character.
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'WELCOME TO THE IRON KINGDOMS

WELCOME TO THE IRON KINGDOMS

Welcome to a land where magic and machinery intermingle
and nations engage in conflict rooted in ancient grudges while
exploiting innovations from an ongoing industrial revolution. The
Iron Kingdoms lie in the heart of western Immoren, with thriving
cities separated by dark wilderness regions that are home to feral
beasts, savage tribes, and dangerous cults. To survive you'll need
brains, brawn, and perhaps a loaded pistol or two.

Divided by culture and geography, the people of these nations
are diverse, with attitudes and beliefs shaped by thousands
of years of rich and bloody history. Not so long ago the region
was subjugated by the Orgoth, terrible invaders from across
the seas who plunged Immoren into a dark age of servitude.
Gaining freedom required making use of arcane might and
technological invention. The Iron Kingdoms now fight each
other to control their own destinies.

The extensive cities grow by the vear as people in rural regions
abandon the toil of their ancestors to better themselves in
soot-choked urban centers. The advent of steam power has
revolutionized every walk of life. Smoke-belching factories
pollute the air and dump alchemical waste into gutters, and
many make their living under harsh and cramped conditions.
Violence often seems the easiest solution to many problems.
Yet within these cities exist endless possibilities for the clever
or courageous. New trades and crafts have emerged, offering
steam engines, clockwork machines, factory-forged goods, and
fiendish weapons for those with the coin to afford them.

Mechanika, the combination of arcane power with engineering,
has resulted in sweeping changes. One of the first and most
dramatic mechanikal innovations were the mighty engines of
war called colossals by which the people of western Immoren
defeated the Orgoth. Those machines were replaced by smaller
but more intelligent and agile automatons called steamjacks,
used extensively for labor. Steamjacks haul goods from ships
and trains, lift impossible loads for construction, and are
employed on the fringes of civilization to chop wood or till
fields. When armed for war, these machines are called warjacks,
and some carry the most advanced weapons ever created.

The supernatural is a tangible and usually hostile thing in
western Immoren. The dead rise from graveyards at the behest
of necromancers to beset the living. The gods are real and to be
feared as much as praised, and their priests can invoke both
curses and blessings. Some say the Gift of Magic is more of a
curse than a blessing. It arises spontaneously in children or
young adults who become sorcerers and who cannot always
control the forces they instinctively channel. They have at times
been persecuted as witches, condemned by priests of both the
Menite and Morrowan religions that hold sway over spiritual
matters. Yet arcanists who master their talents and belong to
respected orders become vital members of their communities.
The militaries of every nation are eager to utilize such talents,
especially those rare few with the warcaster ability allowing
them to commune with the artificial minds of warjacks.

Though the Iron Kingdoms are dominated by humanity, other
races also live within their borders. Trollkin, ogrun, and gobbers

have adapted to urban life and can become well-respected
bodvguards, soldiers, alchemists, and mechaniks. The dwarves
of Rhul maintain their own nation but freely trade with the
human kingdoms and are a common sight in the human lands.
The occasional losan or Nyss elf may be encountered as an
exotic rarity, their agendas an enigma.

The southernmost of the Iron Kingdoms is Cygnar, which
emerged from the Corvis Treaties as the wealthiest nation,
noted for its industrious cities and lands rich in resources yet
also beset by enemies on all sides. Cygnar boasts some of the
greatest minds in the history of the region. While famed for
tuchnolugical innovation, this nation is also a bastion for the
dominant Church of Morrow.

Occupying a huge expanse of frozen northern land is the Empire
of Khador. Its citizens are tough, weathered, and proud of their
mutual solidarity. Khador has embraced industry as heartily as
warfare, and its people work to exploit what resources lhe_\-' can
scrape from these difficult lands. Khadorans have their own
great inventors, and it is from this region that Immoren gained
the steam engine and the railroad.

The western kingdom of Ord has its own distinct culture and
has earned the respect of its neighbors for its strong navy and
stalwart soldiers, but it has also endured great poverty. It is a
realm of foggy bogs, wet marshes, and rocky farmland. The
Ordic people find diversion in song, gambling, and ale rather
than dwelling on life’s inequities. Ord occupies a unique niche
as a neutral nation that has become a haven to all manner of
mercenaries and privateers.

Centrally located, the former nation of Llael is now occupied by
Khador and contested by Menite zealots. A beleaguered Llaelese
Resistance fights on, but many Llaelese see this cause as futile.
The chaos of this region has made life difficult while creating
lucrative opportunities for mercenaries, spies, missionaries,
and anyone skilled at arms, engineering, or smuggling.

The Protectorate of Menoth is the newest Iron Kingdom. This
theocracy emerged from the Cvgnaran Civil War over a century
ago as a result of a religious schism. While once beholden to
Cygnaran law, the Protectorate declared independence and
committed to a violent crusade against those refusing to pray
to Menoth, the Creator of Man. Its priests enforce a strict
interpretation of their religion to keep the population in line.

The nonhuman nations of Rhul and los lie adjacent to the lands
of men, while to the west across the Meredius is the Nightmare
Empire of Cryx, an island realm ruled by the Dragonfather,
Toruk. Extensive wilds like the Gnarls, the Thornwood, the
Bloodstone Marches, and the Wyrmwall Mountains present

myriad savage hazards.

Those who would prosper in the Iron Kingdoms must be well
armed and band together with others possessing the grit
and fortitude to strike out in search of adventure. There are

countless paths to fame and fortune—but just as many to death

and ruin. Which fate is in store for vou?
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Far more of history has been forgotten and turned
into the past to comprehend the present.

PREHISTORY
AND COSMOLOGY

1 cultures of western Immoren have deeply rooted histories
cretching back into prehistory.
-zends derive from tales passed by word of mouth for untold
—:llennia before the written word.

us cultures began to document history, records did not

The oldest histories and

Even once the region’s

avs survive intervening centuries and so much of the
~cient past remains obscured.

== is doubly true for the legends from the times before

Idest civilizations. This includes myths passed down
ugh the generations about the creation of the world, the
~zins of the gods, and the cosmology within which these

-:athomable entities exist and perform their functions. Over

—= theologians have attempted to add to these ancient myths
» understanding gained from trusted prophets or others

claim to have had special communion with divinities.

c<oite these efforts, the gods remain elusive and enigmatic
==, only rarely communicating their will and preferring to
through signs and portents or cryptic dreams. No one
= 2= the existence of divine beings; rather, even those who
e their lives to studying such matters confront the fact

reir understanding will forever be incomplete.

CREATION AND THE PRIMAL GODS
MENOTH AND THE DEVOURER WURM

e lands of western Immoren dominated by humanity,

<t widely believed story about the origins of the world is

fenoth the Lawgiver arose from the formless chaos that
c=d Creation. He shaped Caen and its sun as an extension

nperative to bring lasting order.

-z arisen self-made, Menoth adopted a form that pleased

that was later echoed among his greatest creation:
In artand sculpture Menoth is depicted as a towering
figure, his sublime visage concealed from mortal eyes
This god strode Caen
mal days, and mankind arose from Menoth’s shadow

t them from his naked wrath.

upon the still-forming waters of the world as they

from the land. Menoth imposed his rigid order upon

-ing of the seasons and the cycles of life and death. In his
‘umanity arose and began to gather into tribes.

vas not the only powerful entity to emerge from the
chaos, as from this darkness came the Devourer

e — -_—.-_-_"‘\'—'."— “"
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to dust than was ever recorded, but we must delve

—The Writings of Asc. Angellia

Wurm, also called the Beast of All Shapes, a bestial and
forever changing monstrosity that would quickly become
Menoth's greatest foe. Where Menoth gave rise to humanity, a
race capable of higher thought, the Devourer Wurm spawned
an endless variety of ravenous beasts and the horrors of the
wilderness. All predators and dangerous beasts are thought
to have arisen from and be connected to the Wurm, and since
the dawn of time they have beset the offspring of Menoth and
the works of civilization. The Wurm was filled with an endless
hunger and sought only to eat and kill, to destroy and rend
what had been created. Menoth knew the Wurm at once for his
enemy and they would clash again and again in an u nending
battle that has occupied both of these primal powers
since the

hunt, a
dawn of creation.

THE WURM
AND THE NIGHT SKY

In ancient myths it was from the night sky that the
Wurm first emerged, and this bestial god is strongly
associated with certain celestial objects. This includes
the Eye of the Wurm, now thought to be a remote planet
also circling the sun, and Caen’s three moons. Calder,
the largest, is sometimes referred to as the "lord moon,”
while Laris, the second largest, is often called the
“baleful moon.” The third and smallest is Artis, which
is described as a timid and shy maiden forever running
from the Beast of All Shapes. Each of these moons has
other associations, some of them more romantic, but
through much of human history they have been seen as
ominous figures connected to omens of natural disaster
and ruin, particularly during key conjunctions. Followers
of the Wurm have long revered the moons and conduct
ritual feasts at times tied to Calder’s cycle in particular,
celebrating when it was both full and empty.

The first brutal and titanic clashes between Menoth and the
Wurm took place across the surface of Caen, shattering the land
and tearing great trenches in the deep oceans. Where one was
thrown by the other, great chasms opened to divert the course
of rivers, while the earth puckered with wounds that became
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volcanic eruptions of lava. The hammered and broken land
gave rise to jagged mountains and deep valleys.

Eventually this chase led Menoth and the Wurm away from
the physical world to Urcaen, a spiritual mirror of Caen. This
would become the afterlife realm where the souls of those
born and eventually slain on Caen would travel. In Urcaen
the power of the gods was magnified, as this place proved to
be the wellspring of the formless energy the divinities draw
upon to shape reality. Urcaen is a region between the world and
the formless chaos from which Menoth and the Wurm arose,
given a semblance of form by proximity to and in reflection of
the material world. Like Caen, Urcaen would be shaped by the
clash between Menoth and the Wurm and this battle continues
there still, with no sign of ever ending,.

Thus occupied by these battles, Menoth had no time to shelter
or guide humanity, and the scattered tribes were left to their
own devices in the wild places. Some say mankind was cruelly
neglected for a long era, left to live short and brutal lives while
trying to survive countless horrors. Menites believe this time
was a necessary crucible that strengthened mankind and
allowed its tribes to find inner strength.

PERVASIVE EVIDENCE
OF MENOTH

Contact between the inhabitants of western Immoren
with other far-flung cultures has strengthened the belief
that Menoth is indeed a primal god and Creator of Man,
even among the scientific-minded. The first contact
with foreign humans occurred with the arrival of hostile
invaders called the Orgoth, who landed on Immorese
shores having originated from a previously unknown
continent to the west of Immoren. More recently,
Immorese ships have made contact with a different
culture thriving on the closer and more accessible
southern continent of Zu. In both cases, anecdotal
evidence suggests these vastly different human societies
describe their creator as a towering masked figure, even
if referring to him by a different name. Even the Orgoth
are thought to have abandoned worship of the Creator in
favor of more insidious powers.

Much of humanity forgot their Creator and many turned to
worship the Wurm. All great predatory beasts and animals
are seen as incarnations of the Wurm’s primal hunger, and the
tribes serving the Wurm glorified these intermediaries. They
worshiped the wolf, the bear, the eagle, the serpent, and carved
totems in their gathering places and gave them offerings. Some
went so far as to profane the Creator’s work by feasting upon
the flesh of their own kind.

DHUNIA

Trollkin, ogrun, and gobbers have their own creation myths
passed down through the generations. These races do not
dispute that Menoth once walked Caen, gave rise to humanity,
and is involved in an eternal clash with the Devourer Wurm.
However, Dhunians insist their goddess is the first and most
primal of the gods and is not simply the creator of the Dhunian
races, but mother of all life. In these legends, Dhunia and Caen
are synonymous, with the world described as the physical body
of the goddess. The feminine forms carved of stone to represent
Dhunia are abstractions of her aspect as a goddess of fertility
and do not represent her actual being. Dhunia is inextricably
bound up in the cycles of the seasons, which represent the
natural process of death and rebirth.

These faiths believe that in the primeval days Dhunia and the
Wurm were the only divine powers. To Dhunia was credited the
rise of plants, nurturing rains, species that feed upon leaf and
branch, the turning of the seasons, and the cycle whereby fresh
births renewed life by replacing those slain by age, disease, or
violence. The Wurm was credited with the predatory species
that preyed on other creatures to survive, as well as the storms,
earthquakes, floods, volcanic eruptions, and anything in nature
that was abrupt and catastrophic.

The Dhunian races trace their origins to the often violent
mingling of these two primal powers. The Wurm is said to be
engaged in ongoing and repeated ravaging of Dhunia, the proof
of which exists in the aftermath of every destructive storm and
flood. In the earliest days, the Dhunian species were born of this
coupling and it is for this reason that these races have qualities
of both their divine mother and father—able to be savage and
violent yet noble and honorable. In various times these races
have been closer to one or the other of their divine parents,
devoting their worship to either the Wurm or Dhunia.

The conflict between Dhunia and the Wurm is the basis for
Dhunian legends about the origins of Menoth, whom they do
not believe was self-created. In these legends, Dhunia wished a
reprieve from the Wurm and so fostered a great hunter from the
greatest of her children, which became Menoth, who was set
upon the task of hunting the Devourer. The goddess bestowed
on him the power, virility, and strength to fight the Wurm. As
he hunted across Caen, humanity arose where he passed and
proved to be a race consumed by the same desire to subjugate
the wilderness. Menoth eventually chased the Wurm off Caen
and into a shadowy realm born of the Wurm'’s nightmarish
dreams, a place humans call Urcaen.

Menites consider this tale heretical and this has exacerbated
violent confrontations between these faiths. Yet whatever the
differences of opinions between these mvths, Menoth, Dhunia
and the Devourer Wurm are widely acknowledged as the first
and primal gods. In this long dark era, tribes of these early
races employed primitive weapons, clothing, and shelter and
endured a variety of perils from the wilds, including ravenous
beasts, natural disasters, and warfare from other tribes.

Neither Menite nor Dhunian myths give explanations for other

gods, such as the pantheons worshiped by the elves of Ios or
the dwarves of Rhul. The origins of these deities seem rooted in
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ORBOROS,
THE WORLD SERPENT

While most of humanity has long had an uncomfortable
and hostile relationship with the entity called the
Devourer Wurm and ignored Dhunia, a single ancient
secret society has spent time and effort to understand
the natural world’s cosmology. The blackclads of the
Circle Orboros draw supernatural power from the
chaos embodied by the Devourer Wurm. They describe
the natural world in a way not entirely dissimilar
from Dhunian shamans, but together with a complex
ohilosophy and systematic approach of their own. The
olackclads believe both the Wurm and Dhunia are simply
manifestations of a single primal and all-pervasive entity
they call Orboros. By the philosophy of this group,
Czen and therefore Dhunia represents the tangible
onysicality of Orboros, while the conscious will and the
most violent impulses of Orboros are embodied in the
Devourer Wurm. The Circle does not worship Orboros
out are often mistaken as priests or prophets of the
'evourer. The druids make use of this misconception to
manipulate Devourer worshipers. By dint of their powers
znd esoteric mysticism, the blackclads exist outside
ety and are hated by Menites and mistrusted by most
other religions.
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Urcaen. Dhunians insist all life on Caen is connected to Dhunia
and the Wurm, so the species created by other gods must be
connected to these primal gods.

URCAEN, REINCARNATION,
AND THE AFTERLIFE

From even the most ancient times, priests and shamans of the
primal gods recognized that living flesh is connected to more
ineffable spirit. Everything that lives has spiritual essence,
although the simplest plants and creatures have similarly
simple spirits. Intelligent races, those capable of complex
thoughts, language, self-awareness, and the ability to craft
tools, have more potent essence called souls. Souls are nearly
indestructible and immortal, although they can suffer and
change. After death, the spirit separates from flesh and passes
into another state of existence. The mystery of the afterlife is
inextricably tied to religion and the affairs of the gods.

Holy men have long been aware of the spiritual realm existing
paradoxically both near and far removed from Caen, which
they named Urcaen. It is here that most humans believe their
souls travel after death. The consensus is that most of Urcaen is
dangerous and foreboding, a spiritual mirror to the wilderness
between cities on Caen. The only hope for an afterlife beyond
wandering lost amid this spiritual wilderness is to spend one’s
life in pious devotion. After death, those who were pious are
guided to the sheltered domain of their god.

The wildsbeyond a god’s domainis Hell. This isan unpredictable
and terrifying expanse where souls are harried by monstrous
beasts before being scooped into the maw of the Wurm and
digested for an interminable era before being expelled as
withered husks. Fear of death is entirely natural, and so is the
desire to find religion as death nears. Whether hasty prayers at
the final hour are enough for salvation is unknown; priests say
the only sure course is a life better spent.
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On learning that much of humanity had forgotten their Creator,
Menoth became wrathful and returned his attention to Caen to
reprimand the neglectful mortals. In the face of this fearsome
manifestation, many human tribes abandoned their false
gods and hastily sought to regain Menoth'’s, while others fled
deeper into the wilderness and refused to give up their flawed
beliefs. Menoth promised to shelter his followers after death in
a domain called the City of Man where the Wurm could not
reach them-nothing but endless torment would await those
° who turned from him. The War of Souls would eventually be
.y (. i joined by other faiths, but began amid the struggle between
® . F Menoth and the Wurm.

Ossyris Scyrah Lurynsar

CREATION MYTHS OF OTHER

(,o) 1 DIVINE PANTHEONS
ﬂo‘ﬁ A THE DIVINE COURT AND THE VELD

The elves that now reside in the reclusive kingdom of los
had their origins in eastern Immoren, where these people

N,

Nyssor £ had a particularly close relationship with their gods. Elven
legends do not contradict the creation myths of Menites or
Dhunians but instead stand apart. The close relationship

¥
>
§

between the elves and their creators allowed elven civilization

to quickly flourish. While elves did not predate humanity,

DHUNIAN REINCARNATION elven civilization spread across eastern Immoren and reached

Dhunians do not depict their afterlife in similarly bleak terms great heights before humans had mastered basic agriculture
as humanity, believing in a cycle of reincarnation. 'l'l‘u:'}' do not or masonry.

deny Urcaen exists or that many souls travel there after death,

but their souls are instead embraced by Dhunia. Rather than The oldest legends of the elves do not speak of the world’s

creation but rather of the Divine Court of Lyoss which came

crossing over into the afterlife, their spiritual essence rejoins
into being in a spiritual realm called the Veld, believed by

the Mother and can arise again as new life. It is from this vast

collective reservoir that all life is reincarnated: The most refined human theologians to be an isolated area of Urcaen. Amid the

and strongest spiritual essence becomes the souls of intelligent Veld, the palace Lyoss was erected to house these gods and their

races like trollkin, ogrun, and gobbers. Most Dhunians expect created servants. Eight in number, these gods are associated

to live multiple lifetimes, their souls strengthened by past with cycles of the passage of time. The origin of these gods
experiences even if they are forgotten. has been attributed to a mingling between the sun and other
celestial bodies like the moons. The elven gods worked together

Not all Dhunian races or the greater natural beasts reincarnate to ensure the security of their realm and to build a lasting
. R s 5 € " kL 7.} o ’ I 5 - ’ 7 . " i

in this way, as some follow the Wurm into Urcaen. Certain domain amid the wilds. They arrived at a hierarchy based on
predatory creatures as well as worshipers of the Wurm or their respective powers and capabilities.

any foolish enough to spend their lives blinded by senseless

violence and gluttony share this fate. In Urcaen these spirits are ~ First among them and leader of the gods was Lacyr, the

maddened by the ravenous howls of the Wurm to join the bestial Narcissar of Ages. At her side was the Incissar of Hours,

god in mindless hunts on an endless cycle of turmoil. Those who Ossyris—described as both consort and co-ruler. That these

worship the Devourer are glad to join the Wurm after death, gods waged war on the primal beasts beyond their domain is

seeing these hunts as a reward rather than a punishment. demonstrated by the titles taken by the gods. Ossyris was also

the Sovereign of Conflict and the General of Lyoss. Next in the

BEGINNING OF THE WAR OF SOULS divine hierarchy were Avisla and Nyrro, she the Nis-Arsyr of

Amid Menoth’s battle with the Wurm, the god became aware of Night as well as the Watcher of the Gates of Lyoss, he the Arsyr
the influx of souls to Urcaen from the humans he had created of Day, Seneschal, and Lorekeeper. Vigilance was their charge,
in the dawn of the world. Those of the fallen who remembered alternating day and night. Last were the four gods of the
their Creator joined Menoth in his battles, strengthening his seasons: Scyrah, Nis-Issyr of Spring and Healer of the Divine
efforts by what small degree they were able. In the aggregate Court; Lurynsar, Issyr of Summer, Arms Master of Lyoss and
their souls strengthened his cause and were seen as worthy of Chief of Scouts; Lyliss, Nis-Scyir of Autumn, Court Assassin,
protection. So too did Menoth realize those who had forsaken and Mistress of Poisons; and Nyssor, the Scyir of Winter and
him and turned to the Wurm would be joined to his ancient Grand Crafter.

enemy. This is seen as the beginning of the War of Souls, a great It was Lurynsar, whose responsibility it was to scout far afield

5 rical conflict that continues to occupy the gods ¢ 2 : < ¥ s ;
cosmological conflict lh]“ ? ntlnucr}‘tn ;ELUH the gods and the from the Veld, who observed mortal souls spilling into the
i rtal souls of all who have walked Caen. . : ser sl Socatna:
immortal souls of 2 ¢ remote wilds. Reporting this discovery to Lacyr, the Narcissar

sk,




ELVEN REINCARNATION AND AFTERLIFE

Even as Lacyr sought to improve upon the mortals she discovered crawling the face of Caen, so too she implemented a different = -
cycle for the souls of her race to experience after death. The elves believe their fate in the afterlife to have been a complex-
arrangement involving reincarnation followed by a final rest in Lyoss.

Every elven soul that came to the gates of Lyoss in the Veld would be confronted by Ayisla, the Nis-Arsyr of Night, who would 1
weigh their worth. Souls thought not yet ready to dwell among the gods were sent back to Caen and reborn. Others deemed
sufficiently rich with experiences would pass the gates and enter the palace city of the gods, there to spend eternity experiencing 4

spiritual refinement.

'_ When an elven child is born, he or she might give rise to a new soul by the miracle of life, or alternately receive a reincarnated
" soul sent by Ayisla. Some claimed to be able to perceive these “older souls” looking into the eyes of a child and seeing the
weight of his past. Such old souls were thought to be particularly wise, intelligent, and charismatic. These children have not
been born since the Rivening. Instead, some elves have been born without souls, perhaps empty receptacles for old souls that

have been lost.

- Ages followed the origins of these souls back to Caen. There
- witnessed the barbarity of mortal existence. Seeing the trials
tribulations undertaken by these short-lived creatures
vas amazed at how their difficulties strengthened their
~=irable spiritual essence, which in turn strengthened the gods
hom they were linked. She became aware of the ecology of
:1s and saw how her court could benefit from the creation of
ace bound to their worship.

-nlegendsinsist that their creation was arefinement whereby
crude and bestial shapes of other mortals were exceeded by
~=ir own forms as Lacyr committed to the exhausting birth of
~= elven race. Scyrah was midwife to this genesis, and so too
i each of the gods play their part, linking the lives of their
~wation to the cycles of the seasons and the passage of night

=~ day by the sequence of hours.

elves that were birthed of Lacyr’s labor would possess
--eater longevity, enlightenment, and other gifts that previous
-s lacked. The elves spread quickly across eastern Immoren
=2 proved their superiority to the other creatures that sought

ive there. When Lacyr was assured her creation was of
- quality she sought, she made herself known to them and

sided the wisdom of the Divine Court, offering arcane
-rets necessary so they could surpass all rivals.

KHARG DROGUN AND
THE GREAT FATHERS

dwarves of Rhul have their own
myth. The
r flesh is descended directly of their §

reation dwarves believe
ds, who are their actual and literal
zenitors, the Great Fathers. They came
being in a place called Kharg Drogun,
nich translates as “The Land Beneath.” Human theologians
~sider this simply another way to describe Urcaen, similar
the Veld.

The origins of the Great Fathers rests with a living mountain
and god named Ghor, the greatest and tallest mountain of
Kharg Drogun, which towered higher than any peak on Caen.
This god-mountain was of tremendous power and deep-
rooted malevolence. By his size and scope he was impervious
to everything that walked or flew or swam. Yet Ghor was
alone and sought distraction from those who could marvel
at and appreciate his majestv. He searched within his bulk
and drew forth thirteen of the finest crystals of his essence
and carved these into shapes that pleased him, intended as
useful slaves. Ghor bound them in shackles and taught the
stone-born creatures that they must obey or be swallowed and
ground into shapelessness.

The thirteen slaves created by Ghor had been created with
clever hands, sharp eves, and knew all that could be known
of the shaping of stone and metal. Ghor desired they should
build a great monument to his immortal glory. What Ghor did
not realize was that they were not mindless slaves, but each
had within him a spark of divinity. Almost at once the thirteen

began to dream of freedom.

The names of the thirteen slaves that would become the Great
Fathers are: Dhurg, Dohl, Dovur, Ghrd, Godor, Hrord, Jhord,
Lodhul, Odom, Orm, Sigmur, Udo, and Uldar. Each would in
time prove mastery over certain tasks and establish his own
destiny. In the earliest days they were defined only by the
oppression of Ghor and the shackles that bound them.

While tasked to construct the great monument, the thirteen
discovered a true love for working stone and metal and a
perfectionism that would allow nothing less than their best
work, despite the hatred they bore their master. They toiled
for years crafting the most glorious tribute they could imagine
to immortalize the mountain-god. But when they presented
it to Ghor, the cruel mountain mocked their achievement
and unleashed a heaving earthquake to crack the earth and
swallow their work. Ghor demanded that they commence
again, and do better.
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Knowing Ghor’s complaints were baseless, the thirteen cleared
the foundation and began to build anew, toiling this time for
decades to create a work which was unquestionably superior.
By the end of their labors they had come to love their new
creation. Even this was not good enough for the tyrant Ghor,
who pulverized their work to sand and dust and demanded they
build again. The thirteen despaired. More than enslavement,
they could not bear watching their work destroved.

It was Orm, who would one day become patron of masonry and
building, who called his brothers together and devised the plan
to destrov Ghor and thereby set themselves free. They would
appeal to the mountain-god’s vanity and find a way to build
something he could not bear to destroy. Godor, who would
become patron of orators, was enlisted to propose to Ghor a
tower so high it would touch the sky of the Land Beneath—the
only difficulty being such an engineering feat would require
materials extracted from Ghor's own body.

Ghor was enthralled with the idea and consented to contribute
to the work. Dohl, who would become patron of mining, led the
efforts of the thirteen, proving his talent with pick and shovel
and his deep knowledge of stone. Ghrd, who would become
patron of wealth, showed an affinity for following veins of
precious ore and discovering pockets of crystals. The thirteen
set about the task with all their pride and ingenuity, performing
feats of engineering far advanced of anvthing witnessed before.

Meanwhile the thirteen mined a labyrinth of caves within
Ghor, extracting the best stone and the richest veins of metal.
Lodhul, who would become patron of feasts, distracted Ghor
by hosting great gatherings of supplicants while his brothers
weakened the mountain-god from within, preparing the
mountain to collapse. As Ghor became hollow and weaker, the
tower grew taller.

Countless seasons passed as the thirteen committed to this
task, and the tower became the promised marvel, climbing to
scrape the sky. The mountain-god was transfixed and basked
in the adoration of petitioners who came to lavish praise on its
construction, which he accepted as his due. Jhord and Odom,
patrons of espionage and secrets, listened and learned all they
could of Ghor's deepest secrets, as well as the world beyond
their prison.

At last the thirteen reached the end of their work. As soon as
they laid the last stone on the last spire, they set their plan in
motion. They shattered the columns beneath the mountain
beginning the rumbling collapse of Ghor. The thunderous din
could be heard across Kharg Drogun as Ghor’s immortal life
was extinguished in an ever-widening cloud of dust and stone
as the cave-riddled mountain fell inward. When the rumbling
finished, the greatest mountain of Kharg Drogun collapsed
to become gentle hills, near which stood the monument that
would outlast it. This was the Tower Ghorfel, symbol of the
Great Fathers and heart of the domain of the Rhulic gods.

As soon as Ghor fell, great monsters from the periphery
of Kharg Drogun intruded, seeking to seize the lands for
themselves. Great Father Dovur forged weapons with which
to confront them, while Uldar forged armor to protect his

brothers. After girding themselves, Dhurg, Hrord, and Udo
respectively took up axes, blades, and hammers to wage war
and secure their borders.

After having fought to earn an era of peace, Great Father Dohl—
who had been mining below the ruins of Ghor—discovered an
endless chasm. Making his brothers aware of this, and feeling
overcome by curiosity, the Great Fathers travelled through and
emerged on Caen, the land of the living. On witnessing the
proliferation of life they were inspired to leave their mark on
the world as well as to find companionship to end their lonely
fraternal existence.

Even as they had been birthed from stone, they sought to find
their equals in the earth, and so gathered the rich and fertile
clay along the Ayers River where it flowed into what would
become Lake Armsdeep among the Glass Peaks and from
this loam they shaped the Claywives. These would become
the matriarchs of the Rhulic people, as from the Great Fathers
and the Claywives were sired the first dwarves in the ancient
legendary davs of the world’s beginning,.

For a time the Great Fathers and Claywives lived among the
first dwarven clans, which took their names from their divine
progenitors. The Great Fathers passed down the knowledge
and lore they had acquired both during their enslavement and
after. Most importantly the Great Fathers delivered the Edicts
by which their lives should be governed. This includes the
following core aspects of dwarven culture:

* The Edict of Authority, which outlines the family hierarchy
around the clan

* The Edict of Building, establishing the importance of
crafting and construction

* The Edict of Duels, describing the right to resolve disputes
through physical confrontation

e The Edict of Feuds, with laws for larger conflicts between
entire clans

* The Edict of Oaths, which defines the importance of sworn
promises

» The Edict of Ownership, giving each dwarf the right to own
that which he has created, traded for, been freely given, or
won by lawful duel or feud

* The Edict of Unity, binding the dwarves to unite against
external threats

From these first fundamental Edicts grew the Codex, which
would become the written record and body of law for the
Rhulic people, and the only unbroken record that has persisted
from these ancient times into the modern day. The Codex and
its Edicts would become not only the foundation for Rhulic
society, but also the holy text by which the wisdom of the Great
Fathers was preserved.

The Great Fathers knew thev must return to Kharg Drogun,
which they had left unprotected. The Claywives left with
them and so the progenitors of the dwarves descended into
the caverns below the earth to return to the Land Beneath,
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~ever again stepping foot on Caen. Their legacy was assured
the thriving and prospering dwarven clans, beginning with

~e thirteen most directly associated with each of the Great

zthers, as well as a proliferation of lesser clans that broke

from these first families to establish dynasties among
~e Glass Peaks.

“ne Great Fathers were remembered by the people they had
<red, in services and prayers. Every soul was promised a place
= Kharg Drogun after death, where they would join the Great
:rs at Tower Ghorfel and eternally refine themselves and
“heir avocations.

TRIBAL ERA

.ith the exception of Rhul, all of the peoples of Immoren, west
=4 east, include in their legends a period of tribal existence

~=core the onset of true civilization. This period includes many
= ths and legends depicting direct interaction with the gods.

= believed the tribal period of the elves was quite different
=n that experienced by either humanity or trollkin. Elves
zed into small city-states that periodically warred upon

== another but possessed many advantages and an advanced
~~Zerstanding of mathematics, phi]osoph)’, and the arcane.
"= elves also had a short tribal period before the intervention

to the rise of their civilization. Theirs was the first great

zation built on Immoren, and also the first to fall.

~lic priests of the Great Fathers insist their massive Codex—
==t a vast library including both ancient tomes as well as
cern legal decisions—includes written record tracing back
=2 origins of the first clans and the words of the Great
=rs. No outsider has been given access to the most ancient
=2 texts to confirm this boast. The information contained
“~zse tomes is narrowly focused on events within the Glass
<= and is of limited use to the more far-flung neighboring
res sharing the continent.

THE GIFTS OF MENOTH

-~ zes believe humanity may have continued in barbarity

ritelv if not for the Gifts of Menoth. How long humanity
<=4 in perpetual turmoil before Menoth put aside his
with the Wurm is unknowable, but is thought to be

== thousands of years. While Menoth’s wrath at having
- forgotten was fierce, his rage diminished on witnessing

3 indignities of life among the human tribes. Those
cezged his forgiveness he treated with mercy and

lence. He consented to bestow on them gifts forming
sndation for Menite civilization: the Flame, the Wall, the
and the Law.

~lame embodies many principles in the Menite faith,
ing faith and the legacy of the temple to preserve and

ous doctrine, but it also represents the use of fire to
:ck the darkness as well as to forge weapons and survive

ters. The Wall represents knowledge of masonry
cering whereby the first permanent townships

ons were erected as shelter and also to divide

= lands from the wilderness. The Sheaf is knowledge of

seeds, irrigate, and harvest grain to support larger populations.

It also represents the use of herds of cattle animals which would
in time give rise to horses used as steeds and oxen to pull heavy
loads, allowing Menite civilizations to prosper against rivals.
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The Law is deemed the greatest of Menoth's gifts, representing
the compact between Menoth and humanity as well as the
agreements by which mankind settled into castes and combined
settled tribes to create the first cities. Legends that predate
writing do not define specific laws emploved by the earliest
and now forgotten civilizations. The eldest compact between
Menoth and mankind defined how righteous rulers were to be
legitimized and sanctified by the priest caste. To the priests fell
the responsibility of conducting burial rites to speed souls of
the dead to Menoth's side in Urcaen, there to join the Creator in
his War of Souls.

ANCIENT HISTORY

The elves were the first to possess the written word and have
the longest-reaching records, although their history is now a
broken and shattered legacy with many gaps related to the
collapse of their first empire into ruin and devastation. The
dwarves of Rhul boast the only unbroken and continuous
civilization—the establishment of Ghord as a home for their
Codex took place more than two thousand vears before the time
of Cinot, who would begin the era of recorded history among
the human Menites.

ONSET OF CIVILIZATION
THE EMPIRE OF LYOSS

For virtually all of human recorded history, eastern and western
Immoren have been divided. Little was known by humanity of
eastern Immoren. All that remains are the partially preserved
records carried to los by the surviving refugees of Lyoss, the
first great civilization of the age. They have rarely shared tales
of their ancient past with outsiders.

In those ancient times, after the elves spread and multiplied
for generations across northeastern Immoren, the Divine
Court made themselves known and set them on the path of
unification. The gods took an active hand in shaping their
ways. Among the first task required of the leaders of the tribes
was the construction of numerous great fanes—the temples of
the elves—to facilitate communion with the gods. Connecting
these gave rise to the Empire of Lyoss.

While the unification of the scattered tribes was a time of
war and strife, it taught the Lyossans the arts of battle that
served them well against external threats in the centuries
to follow. Surrounded on all sides by aggressive and more
primitive tribes of various species, including ruthless and
vicious savages called skorne, Lyoss committed to expanding,
patrolling its borders, and building vast cities. The continent
itself was different in that age, without the vast sweeping
desert that fills its center today. This region was crossed by
myriad rivers dividing fertile farmlands.

The golden era of this empire would rise and pass into memory
before the first great cities of mankind. The oldest towers of
Nyshyl, its capital, were already old and starting to crumble
before the first stones were laid for the Rhulic city of Ghord. The
empire might well have encompassed all of Immoren in time, if

not for a disaster of its own devising,.

THE GIANTS OF BEMOTH

Thereis evidence of another ancient civilization of eastern
Immoren, one often overlooked due to its obscurity.
The elves of Lyoss had contact with a reclusive race of
giants that occupied several settlements in northeastern
Immoren, adjacent to and within the Suneater
Mountains. The giants stand over twenty feet tall, and
are said to be possessed of both tremendous strength as
well as extreme longevity and other supernatural traits.
Even at the height of their culture in ancient times they
were never numerous, and now fewer than a hundred live
in their last mountain city, Bemoth. Over the centuries
some few of these giants ventured west, and their
passage inspired a number of legends. The most well
known is that of Kohlasa, a giant who came to the human
city of Corvis during the Orgoth Occupation, converted
to the faith of Morrow, and is credited with numerous
heroic acts.

THE FEUD OF AGES AND THE
FOUNDING OF GHORD

In the Glass Peaks of western Immoren, the dwarven clans
descended from the Great Fathers fell into a conflict that
escalated into a terrible conflagration. The words of the Great
Fathers had not been forgotten, vet the Edicts of the Codex
became twisted and used to justify feuds of a scope beyond all
reason as clans beset clans and sought one another’s extinction.
Young clans felt oppressed by elder and more powerful ones
and banded together to seize prestigious holdings. These then
fought one another over dividing the spoils. This war was the
Feud of Ages, the only major internal war in Rhulic history, a
period viewed with shame.

Starting in 8500 BR, The Feud of Ages is believed to have
lasted three hundred years, although the conflicts during this
time were intermittent and irregular, occupving both small
and larger battles as clans switched sides, allegiances, and
both seized and abandoned significant claims. Control of the
mountain passes and other routes of trade and travel such as
the great rivers of the Glass Peaks and access to the inland sea
of Lake Armsdeep were primary sources of contention.

The end of the Feud of Ages is closely tied to the founding of
the great city of Ghord in 8200 BR, now capital of Rhul, the
most ancient of great cities in western Immoren. Several of
the foundational buildings of Ghord were already sacred,
connected to the Great Fathers and Claywives. The thirteen
clans that still bore the names of the Great Fathers and deemed
most closely descended from them came to Ghord in the spirit
of their progenitors to unite and join their estates and holdings.
The most violent and vindictive of the younger warring clans
who would not bow were cast out. The fate of these exiled clans
is not well documented; some likely settled on the fringes of the




. 10000 BR

c. 8500-8200 BR
. 7500 BR

<. 6500-6000 BR

. 4250 BR

c. 4000 BR

- 3900 BR

c. 3500 BR
- 2800 BR
. 2200 BR

c. 2170 BR
c. 2050 BR

TIMELINE OF HISTORICAL ERAS
PREHISTORIC ERA

Elven tribes unite as Empire of Lyoss in
eastern Immoren

Feud of Ages among dwarves, Ghord settled

Rhul established, led by the Stone Lords and
Moot of Hundred Houses

Canon of the True Law found in Icthier, Cinot
leads first Menite civilization

Construction begins on Bridge of Worlds in
Lyoss

Cataclysm as Bridge of Worlds explodes:
Lyoss destroyed and Icthier abandoned

Ios established by refugees of Lyoss led by
the hallytyr

WARLORD ERA

Morrdh founded
Valent Thrace establishes Calacia

Priest-King Golivant drives the Molgur from
the Wyrmwall

Priest-King Khardovic founds Khard

Calacia becomes Caspia

THOUSAND CITIES ERA

1330-1894 BR

1850-1612 BR
I500-1421 BR

1370-1073 BR
£ 1000 BR

Lives of the Twins, Morrow and Thamar, who
ascend as divinities

Midar and Thuria established

Morrdh disintegrates and Khardic Empire
established

Tordor and Rynyr established

Toruk driven from the mainland by his dragon
brood; Cryx founded

Divine Court leaves Ios to return to the Veld

ORGOTH OCCUPATION ERA

Orgoth blackships begin landing in western
Immoren to begin conquest

Orgoth exercise absolute power over human
kingdoms in western Immoren

Thamar imparts the Gift of Magic to humanity
The Rivening drives most Iosan priests insane

Human sorcery begins; Sebastian Kerwin

joins Circle of the Oath

Scyrah returns to Shyrr alone of the gods

1AR

26 AR

86-160 AR

191-201 AR

the Orgoth

Firearms invented by Order of the Golden
Crucible

Leryn, Rorschik, and Korsk liberated and join
Caspia in Iron Alliance

First colossals built; Orgoth initiate the

Scourge; Orgoth defeated

IRON KINGDOMS ERA

202 AR

241 AR
247-267 AR

283 AR
293-313 AR

390 AR

482-484 AR

510-511 AR

546 AR
579 AR

581 AR
584-588 AR
594 AR

603 AR

604-605 AR

606-607 AR
608 AR

Corvis Treaties define borders of Cygnar,
Khador, Llael, and Ord

Invention of steamjacks

First and Second Trollkin Wars; Colossal War;
invention of warjacks

Discovery of Cyriss

Church of Morrow becomes state religion of
Cygnar; Border Wars

Destruction of Everblight;

Everblight defeated

Issyrah by

Cygnaran Civil War gives rise to Protectorate
of Menoth

First Thornwood War between Khador and

Cygnar

MODERN ERA

Serfdom abolished in Khador

Cygnar's King Vinter Raelthorne IV creates

the Inquisition
Ios closes borders to outsiders

Scharde Invasions between Cryx and Cygnar

Lion’s Coup in Cygnar: Vinter IV overthrown B .

and replaced by King Leto

Vinter IV attacks Corvis leading a skorne
army

Llaelese War, ends with Khador in control of l
western Llael £

Caspia-Sul War; death of Hierarch Voyle

Present year

-
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region and eventually rejoined Rhul, but others went elsewhere
either to establish communities as yet undiscovered, or to
perish in obscurity.

The thirteen Stone Clans restored the Codex and created the
government of what would become Rhul, with Ghord as its
center. The leaders of each of these clans became the Stone
Lords, and together governed and arbitrated disputes among
the clans until 7500 BR when the Stone Lords consented to the
founding of the Moot of the Hundred Houses, whereby the
hundred greatest clans of Rhul would together oversee the
laws and arbitration of Rhul, recording all disputes and their
resolutions in the growing Codex. While duels and clan feuds
on a smaller scale were an ordinary aspect of Rhulic politics,
all such strife was carefully governed by the laws of the Moot
and its stern judges, and never again was the general welfare of
Rhul placed at risk.

Unlike some races, the dwarves did not multiply in great
numbers or seek to spread beyond the Glass Peaks, and
so while their civilization slowly expanded, it remained
isolated from the barbaric tribes beyond the mountains, The
passes providing entrance to Rhul were heavily fortified
and garrisoned, giving Rhul uniquely formidable borders
and allowing them to easily repel smaller and less ordered
groups that might threaten them. While contact and trade
was established between the Rhulic Moot and delegates of the
Empire of Lyoss, interaction between them was limited and
wary. As Lyoss continued to expand, the Rhulfolk prepared
for the inevitability of war.

ICTHIER AND CINOT

There are scholars who believe that Menoth’s chosen tribes
established now forgotten civilizations, but there has been
little evidence. If any such empires existed, they were
swallowed by the sands to the east of the area now recognized
as western Immoren. What is known is that the largest tribe
of Menites undertook a pilgrimage west, following their
priests on a journey where their passage was challenged by
the godless until at last they reached the shores of Meredius.
Here they founded the first great city of mankind, Icthier. At
this holy site the words of the sacred Canon of the True Law
were made manifest on stone as the first writings, inscribed by
the hand of Menoth.

[t was the study of these words that brought the knowledge of
reading and writing to humanity, one of Menoth's greatest gifts.
While first inscribed in stone, the words of the True Law would
eventually be copied and translated countless times. It remains
the sacred text of the Menite faith, although there are conflicting
iterations and many of the original stone inscriptions have
crumbled to dust over the passage of time. Historians that have
carefully examined these and other copies of ancient writings
from these early days believe Icthier was settled around 6500
BR, which marks the first recorded Menite civilization.

Passages in the True Law speak of kings that will arise chosen
by the will of Menoth and whose holiness allow them to
serve as conduits for the divine. These priest-kings are the
most revered leaders in the Menite faith, each capable of
manifesting awe-inspiring miracles in the name of the Creator

of Man. Cinot was the first great priest-king of Icthier. He was
said to be able to turn ash to grain and salt into nectar. It was
through him that Menoth delivered the gift of the Sheaf to his
people, and by his teachings Icthier flourished and allowed
its growing numbers to be fed. He implemented aqueducts
and irrigation, and organized the laborers of the city into
quarrying stone with which to build both homes and walls. By
his guiding hand the Menites were exalted above the warring
tribes surrounding them.

As early civilization grew, so did the needs of the priesthood to
organize. Cinot set the first hierarchy of the Menite faith and its
clergy in place. His priests led the warriors of the faith in battle
against both the godless savages that surrounded Icthier but
also against the beasts of the wild. Cinot lived for four centuries
guiding his people, his longevity another of the Creator’s
miracles. After he was gone the region continued to serve as a
cradle of civilization. By 5500 BR a warrior of the faith named
Belcor and a sage-priest named Geth led an exodus northward,
seeking to spread civilization.

THE DRAGONFATHER

Dragons existin the old legends as fiendishly powerful monsters
once thought to be embodiments of the Devourer Wurm. They
were imperishable terrors that passed overhead on shadowy
wings and breathed fire on any that offended them. As scholars
learn more of dragons they have become less certain of their
nature, for they have little in common with anything else that
walks or flies or swims.

All dragons originate from one progenitor: Toruk, called the
Dragonfather. For the last sixteen centuries this creature has
been worshiped as a god by those dwelling in the island empire
west of Immoren. Those who worship the Dragonfather claim
he has always been a part of the world, although he never
participated in the frenzy of fertility and generation that gave
rise to life on Caen. Toruk and the other dragons may not be
alive, by ordinary reckoning—they do not breed or propagate
as other species do, but possess immortality rooted in a
heartstone, an indestructible crystal called an athanc. Toruk’s
worshipers believe that at some point in ages past Toruk became
tired of his solitary existence and created a brood to serve him.
He divided his athanc and from each splinter a new dragon
came into being, each uniquely terrible.

This act did not proceed as intended, for the dragons were
too similar to their maker. Each possessed inhuman pride
and thought itself superior to all others. They refused to bow
to their father and rebelled. Toruk was mightier than them
individually, but together they were formidable. After a titanic
struggle amid the skies of Caen, the dragons scattered. From
that point forward, Toruk sought to hunt them down and gather
the pieces of his essence, to undo his mistake.

The other dragons in their scattered lairs kept watch for
their father and remained ready to flee from him. In the
meanwhile they took out their aggression on lesser creatures

that crawled upon the world. Many dragons earned their own
sagas and legends as they laired atop inaccessible mountain
peaks or other remote locations. Names such as Ashnephos,
Blighterghast, Charsaug, Everblight, Halfaug, and Scaefang




The human dating system used throughout western
Immoren divides history into two distinct epochs
czfined by the struggle against the Orgoth. Older dates

i2d as BR (Before Rebellion) while more recent dates
count forward and are listed as AR (After Rebellion).

Certzin other cultures use a different standard for

‘ounding of Ghord, and so they consider the current

r to be 8808 G. Dates before the founding of Ghord

2 designated with an X. Iosan dates are based on the

> i

=~2 zppropriate location in the date. The year 608 AR is

"~ 4574 by Iosan reckoning. Rhulic and Iosan dates are
~21t used in this chapter.

— = nearly as much fear and dread in their legends as that
-_k the Dragonfather. On the few occasions a dragon has

S ed, often at great cost by vast armies, they have

= the ability to reform flesh and scale from their athanc
- <= azain. The only permanent extinction of dragons has
1 one has fallen to the claws of Toruk or another
. Gaulvang, Nektor, Pyromalfic, and Shazkz are

gons that are no more.

THE MOLGUR
= the fields of civilization spreading from Icthier,
sz == for dominance and survival occupied bands of

zrun, goblins, and the tribes of humanity that had
== their Creator. The one uniting aspect shared by the
mibes was a reverence for the Devourer Wurm, embodied

~tless totemic forms. Shamans of these barbaric tribes

ted the Wurm through bloody sacrifices, invoking their
czcles, deemed unholy by the Menites.

==pf these groups involved cannibalism, self-mutilation,
dletting, conducted either upon one another or

1 they could gather in strength and raid fringe
and large the Menite communities had the

ipline and the capacity to organize armed defense
nace of the Molgur steadily grew, particularly as the
~ 2= began to gather in numbers. Though the Molgur
===2 lLittle organization, and battles between competing

= common, they shared an identity drawn from the
== and their rites.

derswould prey on even well defended rival villages
townships. The Molgur learned to communicate
another, creating a mnngrul tongue unique to

-awn from disparate dialects of a thousand

mulated the writings of the Menites, carving into
ude runic alphabet. Shamans discovered that these

< empowered their mystical rites. Barter and news

were spread from one Molgur tribe to another, with runners
sent to challenge rivals or call a gathering for battle.

Records from the Menites of these early days speak of attacks
by the Molgur in terrified language, describing them as “half
man, half beast” Certain humans who have embraced the
Wurm demonstrate the ability to transform, growing in size
and strength while filled with a murderous madness. In modern
times such savages still exist, in a tribe called the Tharn,
which are most certainly direct descendants of the Molgur.
The sight and sound of these blood-maddened warriors with
their pounding drums and great howls was horrifying and
blasphemous to the settled peoples. The Molgur poured from
the wilderness and delighted in murder, feasting on the fallen,
willing to destroy anvthing in their path.

THE CATACLYSM IN THE EAST

While the Menites spread their civilization and the Molgur
began to band together, a great work was underway in the east
which would forever change Immoren. Within the Empire of
Lyoss, a message spread from the great fanes that the gods
sought to walk among them. The greatest priests communed
with the Divine Court and discerned their desire to create
the Bridge of Worlds, a great structure which would facilitate
crossing between the Veld and Caen.

The gods had discovered that in the passing of millennia there
had been a thickening of the barriers between the afterlife
and the world of the living. While mortal souls were light and
insubstantial enough to pass through the membrane separating
the worlds, the gods could only do so by exerting tremendous
energies, making it very difficult for them to bestow blessings
on their mortal followers. The Bridge of Worlds would allow the
gods to pass to Caen whenever they wished. Its construction
would be shared between mortal and divine, with half of the
bridge built in the Veld, and the other half extending into the
sky from Nyshyl, the capital of the empire.

Directed by the gods, the people of Lyoss began this
undertaking circa 4250 BR. Arcane secrets were passed to them
through the priesthood, including techniques by which force
of will could be directed and magnified to lift and manipulate
massive pieces of stone and metal. Through miracles of
both engineering and the arcane, construction of the Bridge
of Worlds began. It was not required that the Lyossans
understand every principle of the work, but only that they
follow the instructions of the gods. Great arcane generators
were erected beneath the superstructure of the towering
bridge, which would be the largest and most impressive
engineering accomplishment ever attempted by mortal hands.
While the bridge was being erected, a lattice of metal sigils was
inlaid across the streets of the capital, extending for miles into
the surrounding lines, an arcane foundation that distributed

energy from the cyclopean structure.

Bolstered by their tremendous longevity and inspired by divine
visions, multiple generations came to maturity and joined their
parents and grandparents in contributing to the ongoing labor.
losan records recovered from Lyoss suggest the bridge reached
completion by 4000 BR. As the date of completion neared,
the people of Lyoss were filled with eager anticipation and
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CALENDAR USE

In the present era a single widely adopted calendar exists
across the human and dwarven settled regions, having
originated in Rhul before being adopted by the Morrowan
and Menite faiths and kingdoms. Ios maintains a different
calendar but any Iosan spending time outside that nation's
borders learns to use the commonly employed one. The
names of the months are different among each of these
cultures, with Morrowan month names being the most
widely employed throughout the Iron Kingdoms. Menite
names are used in the Protectorate of Menoth and all-Menite
communities, and the Rhulic month names are only used in
Rhul and other all-Rhulic communities.

. The standard calendar is comprised of thirteen months, each
month broken into four weeks of seven days. This results
in every month having 28 days, and a 364-day, 52-week
year with a seasonal transition every ninety-one days (13
weeks). A slight astronomical flaw in the calendar requires a
periodic adjustment every three years, addressed by adding
an extra unmarked day after the last day of one year and
before the first day of the new year, which also corresponds
with the winter solstice. Called Odomsday by Rhulfolk, this
adjustment is more commonly known in human lands as
“The Longest Night,” in reference to a celebratory festival
thrown during this period. Since this day exists outside the
calendar, some hold that the consequences for choices made
during this festival do not matter and should not be judged.

The following thirteen months of the year are listed with
names used by Morrowans (Menites, and Rhulfolk):

: 1st Month Glaceus (Glaceus, Dovern)

. 2nd Month

Casteus (Casteus, Uldern)

3rd Month Trineus (Trineus, Dolern)

prepared for a great festival to celebrate the arrival of the gods.
The streets of Nyshyl were filled with pilgrims, the already
crowded city filled to twice its normal capacity, with teeming
throngs concentrated near the base of the bridge, where the
hopeful intended to greet the gods.

Unfortunately the hopes of the Lyossan people could not
forestall the Cataclysm. What went wrong is a mystery as
much to the ancients as the scholars in the present, and even
the gods themselves must not know, since otherwise it seems
unfathomable they would have gone forward with their plans.
The fact that the Divine Court was neither omniscient nor
omnipotent was proven in the time to come. Not knowing
the doom awaiting them, the Lyossans activated the great
mechanisms of the Bridge of Worlds. For a moment all seemed
well, as the eight gods of the Divine Court entered the world of
Caen. At just that moment, the bridge exploded in a torrent of
vast and sweeping power.

4th Month Tempen (Tempes, Ormul) — Vernal Equinox

after 1st week

5th Month Cinten (Cinoten, Odul)

6th Month Rowen (Prautes, Gordu)

7th Month Solesh (Septesh, Lodar) — Summer Solstice

after 2nd week

8th Month Octesh (Octesh, Durgar)

9th Month Katesh (Sulesh, Odomar)

10th Month  Goloven (Golovus, Godesh) — Autumnal

Equinox after 3rd week

11th Month  Doloven (Martus, Sigmon)

12th Month  Khadoven (Khadovus, Rordon)

13th Month ~ Ashtoven (Ashtovus, Winter

Solstice after last week

Jhoron) —

In western Immoren the days of the week are not named,
but traditionally the weeks of the month have a name. The
Morrowan week names are Vendarl (1st week), Malleus
(2nd week), Donard (3rd week), and Gorim (4th week). The
Menite week names are Ozeall, Luctine, Donard, and Vilmon.
Documents using older formal notation specify dates by
listing the day of the week within a month, although this has
fallen out of favor in preference for simply denoting the day
of the month. For example, the antiquated format: *Malleus
5th, Cinten” is equivalent to the more modern: “the 12th
of Cinten” or "Cinten the 12th;” Malleus is the 2nd week of
the month, so the 5th day of that week falls on the 12th day
of the month. Modern scholars have determined this system
is unnecessarily convoluted. Three letter abbreviations for
month and week names are commonly employed.

The explosive force was so great Immoren itself cracked and
sundered. Along what was once the vibrant Hyless River
opened the Abyss, a chasm so deep it reached the hot arteries
of the world where molten stone flows like blood. Nyshyl, once
a glorious capital, was instantly obliterated, together with the
millions of Lyossans who had gathered. Where it stood was
nothing but a gaping chasm, a wound in the world. The gods
endured, but they found the world consumed by devastation.

Unnatural blue-white fires spread in the wake of this explosion,
flames that burned indefinitely without apparent fuel and could
not be extinguished. The very stones burned like cordwood.
Weather patterns across Immoren changed irrevocably, and
what was once a small desert far to the southwest of Nyshyl
became a vast waste. Along the Abyss, freakish energies
combined with seismic upheaval to birth the Stormlands, a
region of unrelenting lightning and rain that still persists
thousands of vears later.
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~= Empire of Lyoss ceased to exist, delivered into annihilation.
= destruction went far beyond the capital, causing death
:=2 carnage across all the major cities of the empire. Those
- ~zbiting the fringes starved or were set upon by predators
asts, including fresh horrors arisen in the wake of the

e devastation. The empire might have been erased without

e survivor if not for the intervention of the weakened
= still puissant gods of the Divine Court. The eight gods used

- powers to shelter as many thousands of refugees as they
=1d. Together they fled into the west where they would find
:er amid the isolated vale they named los.

rds pointing to the Cataclysm can be found in ancient
~==an legends. In the annals of the ancient sage Angrund it
== called the “Time of the Burning Sky.” A tremendous bright

¢ in the east presaged the destruction, when the night sky
ne like day, but with a baleful intensity that soon faded
was replaced by howling winds and storms. The earth
ned to swallow entire towns on the eastern fringes while

-=in of fire lasting sixty days and sixty nights blasted the

=on, creating what would subsequently be known as the

d=tone Marches. Lakes dried up, livestock became barren,

.= dangerous creatures fled before the wild weather, wreaking

“=oc wherever they passed. The Menites scattered and most

=d up the coast to the fertile region near the Black River

~== would soon be named Calacia. The city of Ancient Icthier,

-~ citv of men, was abandoned and would not be reclaimed
- snousands of years.

'HE RISE OF MORRDH

—=time around 4800 BR, eight centuries before the Time
Burning bky, a strong civilization began to take root
alley amid the heavily forested region now called the

~wood. It is thought the first leaders of Morrdh were an
==oot sect of the Menite exodus
= =r. There are fragmentary passages that hint of a schism

led by Geth seven centuries

2d to the founders of Morrdh turning from their Menite
ngs, although inheriting many of the gifts of civilization
Jed by Cinot.

= == known of the culture and religious beliefs of Morrdh,
-cugh in legends it is a kingdom associated with darkness
rruption. Whether
unding or festered later,
--3h managed to drive back the Molgur tribes and secure
- own legacy.

the taint of Morrdh existed from
the warriors of the Valley of

~<ople of Morrdh explored occult rituals that would never
czen condoned by the Menite priesthood. Warfare with
lzur gave rise to an aggressive and violent civilization,
ith convoluted and brutal internal politics based on the
on between rival warlords. The Kingdom of Morrdh
=ot united until 3500 BR, after the warlords of ten smaller
ms came to an uneasy accord. This allowed the fledgling
m to prosper against neighboring tribes.

:rthed records suggest dark pacts and conspiracies at the
f Morrdhic domination. Long before humanity mastered
rcane, the Lords of Morrdh were rumored to possess
ole powers, including the ability to make corpses rise from
- graves and take up weapons to become tireless guardians.

Midar describe

Descriptions of battles by the neighboring
serpentine monsters descending from the sky on bat-like wings
in answer to the call of Morrdhic generals. Other monsters

erupted from below the earth to swallow enemies whole. Some
of this has been dismissed as superstition, but all stories imply
that the leaders of Morrdh had access to lore mankind was
not meant to know. The tainted gains made by Morrdh as a
civilization would foster evils within the Thornwood that still
plague the present.

THE WARLORD ERA

The Warlord Era was the time when the Menite warrior-priests
and priest-kings had their greatest and most sweeping battles
against barbarism. It was a time of savagery and bloodshed
which marked the founding of new city-states and paved the
way for the proliferation of fiefdoms and pockets of armed
settlements which would define life in western Immoren for
thousands of years.

Even the smallest village needed to erect walls against the
horrors that came from beyond the torch light, and prayers to
Menoth were seen as providing the only clear path between
life and death. In this era, the priest-kings of Calacia and
Khard tamed the wild with the rule of law and the judgment
of steel. By their example, the True Law of civilization became
a weapon wielded against the barbaric throngs in service to
the Devourer Wurm.

CALACIA, GOLIVANT,
AND THE SHIELD OF THRACE

Between the Molgur who dominated the wild mountains to the
west and the inhospitable wastes of the Bloodstone Marches
to the east arose a thriving Menite community. Following the
example of Cinot and those who came after, they quickly set
to tilling the fertile land and created dozens of settlements,
outposts, and temples.

These communities were united under the warrior-priest Valent
of Thrace around 2800 BR. Drawing workers by the hundreds
and hauling lumber from the nearby forests and stones from
freshly dug quarries, they created the Hold of Calacia, a great
fortress that would in time become a thriving city. A great line
of walls and fortifications was erected at his behest to stand
against the Molgur—the Shield of Thrace. The protected people

of Calacia thrived and multiplied.

The C
they had mastered the forging of iron and, in small quantities,

Calacians demonstrated as much ingenuity as faith, as

the precious steel by which the blades of the priests” chosen
strength. The
innovated the recurved longbow, a far deadlier weapon

warriors carried the Creator's Calacians
than the short hunting bows used until this time. So armed,
encased in metal armor, the_\-' pmvud their suporiorit'\' against
the spears, short blades, axes, and hides of the Molgur tribes.
Even more important was their discipline and tactics, as well
as the support of leading Menite priests who spoke prayers to

set the followers of the Wurm ablaze.

In 2230 BR, the man who would eventually become Priest-King
Colivant was born. On his maturity he rose to prominence,
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proving blessed of the Lawgiver and by his rule the kingdom
of Calacia began to repay the Molgur for a thousand vears
of bloody conflict. The effectiveness of his forays west of the
Shield of Thrace to track down Molgur tribes and burn their
villages did not go unnoticed, and in time the Molgur stirred
to retaliate.

A champion rose among the Molgur tribes, a great trollkin
chieftain named Horfar Grimmr, who gathered a vast horde
with the cause of breaking through the Menite walls to burn
Calacia to the ground. Grimmr was determined to show the
valley-fed and teeming humans the might of the Molgur, and
brought together the strength of their varied tribes. Bringing
dozens of kriels of his own people, Grimmr also marched
alongside ogrun, bogrin, and barbaric humans. Each of these
races brought their own skills in combat as well as their
courage, united by their worship of the Wurm and the desire to
see Calacia destroyed.

A great battle took place at the Shield of Thrace with the fate of
western Immoren in the balance. The Molgur crashed into the
walls in waves, heedless of their losses, while archers on the
walls rained arrows into their ranks and poured hot oil down
upon them. The Molgur ignored their losses and threw carved
logs up against the walls to climb them as ladders to fight on
the battlements, and for a time succeeded in overwhelming
the defenders.

Golivant led the army of Calacia to confront the foe and
brought with him the very fire of Menoth and an imperishable

e =~ - -

will. Golivant and Grimmr ft‘\ug]ﬂ several times, and in these
battles the Menites eventually gained the upper hand. Golivant
led his people in pushing the Molgur back and regained the
battlements. Horfar Grimmr was captured and presented to the
remaining barbarians in a grisly spectacle as he was tortured
and executed. While Grimmr continued to shout defiance until
his dying breath, the Molgur lost their will to fight and scattered
into the mountains. Golivant was not inclined to allow them to
lick their wounds and so set forth with his armies on a ten year
campaign to end the Molgur.

Remnants of the savage tribes scattered, most going north to
settle in the far frozen mountains, while others went west to
hide among the Scharde Islands. The barbaric peoples who
worshiped the Wurm would continue to plague civilized
settlements for thousands of vears, but never again as a
unified people.

After Golivant’s death, his son was slain by rivals and Calacia
fragmented as factions sought control of the river valleys.
However, in 2051 BR Golivant’s grandson succeeded in uniting
the region once more. He renamed the capital Caspia, and under
his direction massive fortifications and walls were erected, all
consecrated to Menoth. In subsequent generations it became
known as the City of Walls.




THE FALL OF THE MOLGUR
AND THE DHUNIAN RACES

The shattering of the Molgur was necessary for the rise

of human civilization, but it had an impact on the other =}
races that had joined in that tribal alliance. While humans &
could convert to Menoth, the ogrun, trollkin, gobbers, and
oogrin were not given that choice. Members of these races
were often slaughtered indiscriminately or driven out. In

the wake of extensive persecution by Menite crusades,
these races dwindled and turned inward to their surviving
communities in remote and inhospitable places.

One of the largest impacts of the fall of the Molgur was
the widespread abandonment of worship of the Wurm
zmong these races. Though they knew the Wurm to be
their divine father, this entity had become tainted by
ceath and destruction. This led to the increase of Dhunian
worship as these persecuted races turned to their divine
mother, who offered fertility to replace the slain.

«HARDOVIC AND THE NORTH

= as Golivant lay dying, a fierce warrior-priest named
sfovic was attempting to unite his people in the north.
- = successors had come into this region to spread the word
10th, and their lessons took root among the mighty
rds who warred with one another across the plains
t the three great lakes. They adopted a written alphabet
~ = the local tongues that would become known as Khurzic,
= would in time give rise to the most prominent of the
~=rn languages. A warrior-sect of northern Menites fiercely
:~Zed the knowledge they had inherited, having translated
: of the True Law into Khurzic. Khardovic was the most
—:ment warlord of these people.

sZovic is described as a giant of a man, fierce and proud
= “znatically pious. Khardovic felt the calling to unite this

v blood and iron—it is said the crossroads in those days
— Zecorated with pikes suspending the heads of countless of
-=mies, those deemed too wild or irredeemable to convert.

~olivant in the south, Khardovic was filled with the pious
-ulsion to rid his homelands of Wurm-worshiping savages.

“Zovic’s campaign against those he saw to be in league
:ne Wurm was brutal and efficient, going directly to
mans and confronting them. Slaughtering shamans
rm proved highly effective, as many of the survivors
v converted to the Menite faith. Priests followed
mhardovic to bring the gentler teachings of the True
the remnants of the defeated tribes. By the time of his
~hardovic had converted over a million savages to the
=ver, spreading Menite worship across the great north

© would one day be Khador. Some mountain tribes
~=d beyond his reach, but he ensured the Menite faith
: across the lowlands.

The people who inherited the legacy of Khardovic persist to
this day, and all who call themselves Khards believe they
have some connection to the chosen people who had gathered
around Khardovic. Nearly every noble family in modern
Khador claims descent from the vast family tree of Khardovic.
These crusades also spread the Khurzic language and gave rise
to lasting settlements. While the north would be caught up in
turmoil and warfare throughout the next era, its leaders built
walls around their towns, with impressive Menite temples at
their centers.

Some claim these wild northern lands never fully embraced
Menite teachings, adopting them from fear instead of belief.
It is true that the totems endured, as did many superstitions
in the remote reaches. The far northern Rustov, Vindol, and
Vorgoi peoples never abandoned their beliefs, albeit in some
cases old rites were changed and disguised. Elsewhere the
fruits of civilization were enjoyed by brutal tyrants who sought
to protect the holdings they seized through conquest. Little
regard was given to the suffering of the peasants who toiled
the fields, labored in mines and quarries, and who worked like
slaves to erect temples and fortresses.

THE THOUSAND CITIES ERA

The spread of the Menite faith and the defeat of the Molgur
allowed for the rapid spread of civilization across the plains,
hills, forests, and coasts of western Immoren. Every fertile
plot of ground or marginally defensible hillock was seized by
ambitious lords. This ushered in an era no less torn by strife, but
bringing many advancements. The settled peoples of this era
had the luxury of ample food and shelter, as well as trade with
neighbors, at least when they weren't at war, The battles of this
era were not those between civilization and the wilderness but
instead between rival city-states.

The spread of shipping and commerce also gave rise to new
professions as well as dangers, with influential merchants as
well as pirates and bandits preying on the citizens of the day. In
the growing towns and cities, varied strata of society emerged,
giving rise to those who could dedicate their lives to crafts other
than farming or war. Across western Immoren a thousand petty
fiefdoms and strongholds sprung up, each a fortified township
led by a ruler who sought to unite the surrounding settlements
and both protect and exploit them. By tradition, these rulers
sought the blessings of Menite priests to legitimize their claims.

Soon conquest and diplomacy saw the weaker fiefdoms
crushed or uniting paving the way for fewer but stronger
kingdoms, each vying for domination. By the end of this era
less than a dozen strong nations had cowed and consolidated
most of the rest.

For all the changes that marked this era, it is remembered most
for the rise of the Twins: a brother and sister from Caspia who
would exceed mortal limits and carve very different paths to
enlightenment before ascending to divinity.
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ASCENDANCY OF THE TWINS

Morrow and Thamar were born in 1930 BR. The exact events
of their early lives are shrouded in uncertainty. The little that
is known comes from their combined writings, which were
assembled into the Enkheiridion, the holy text of the Morrowan
faith, and from accounts of their followers. Whatever their
upbringing, Morrow and Thamar were brilliant and radical
thinkers whose teachings would redefine the world for those
who came after.

By the end of the Warlord Era, the Menite faith was
unquestionably dominant. Chains of unbreakable spiritual
fealty connected every human being to their Creator, and the
True Law governed all aspects of life. Menite priests advised
kings and sometimes governed their townships, and it fell to
the scrutator caste to enforce the rule of law. After death the
souls of the faithful would be governed by priests in the City
of Man. Though civilization had come to Immoren, for the
majority this meant servitude at the hands of spiritual tyrants.

Morrow was raised as a Menite and respected the Lawbringer
for the gifts that fostered civilization. Yet he questioned how the
True Law was interpreted, and in particular he challenged the
tyranny of the priesthood. Thamar was even more extreme in
her hatred of the Menite priesthood. Historians have surmised
that the Twins’ parents had been executed by scrutators, giving
rise to this shared sentiment.

Their respective teachings proved to be tremendously
subversive. From as early as 1905 BR the influence of their
writings could be seen across the intellectual community of
Caspia and beyond. Morrow served as a soldier for a decade
of his early life, and he wrote about the horrors of war and the
challenges of finding honor in the darkest moments. He was
an orator beyond compare as well as a charismatic leader and
spoke wherever he traveled, first in the streets of Caspia and
later on pilgrimages abroad. He took time to lend aid to the less
fortunate, particularly those suffering from lasting injuries,
disease, or famine, and gained a reputation as a healer and
worker of miracles.

Morrow’s path to enlightenment—and the questions he would
leave for later generations—emphasized the pursuit of a
greater good. He believed living a good life required more than
obeying the True Law, such as benevolence, mercy, compassion,
and self-sacrifice. He postulated that through reflection and a
deep understanding of the world a person could transcend the

flesh, unlocking the limitless potential of the immortal soul.
This power could then be wielded to the betterment of all.

Although at the outset Morrow and Thamar shared certain
beliefs, their paths divided and became opposed. Both
believed in questioning Menite authority and seeking
enlightenment, but Thamar did not agree this required
self-sacrifice. Rather, she asserted unlocking the potential
of the human soul required absolute frecdom—physical,
mental, and spiritual. For her, the betterment of mankind
required each person to find his individual strength and to
rise above those who lacked the will. Thamar had a hunger
for knowledge and came to believe the human mind could
perceive the very fabric of reality and shape it. In her quest
for enlightenment she immersed herself in the occult, seeking
mastery of the supernatural and the ineffable, including
unholy and forbidden lore. She learned to speak every tongue
and consumed tomes and scrolls with a voracious appetite.
While Morrow’s teachings would take root and eventually
be embraced by established society, Thamar was looked to
by radical thinkers and outcasts as well as those seeking
freedom from tyranny.

The Twins’ respective cults and writings came to the attention
of the scrutators across the south, who initiated a campaign
to eradicate their influence. Their followers were seized,
tortured, and then executed by being wracked or burned alive.
Hearing of this persecution, Morrow and Thamar reconciled
and put out a call to all who had suffered under Menite rule.
Thousands saw this as their chance to repay the priesthood for
countless excesses.

The gathering throngs became an army that marched on Caspia
in 1900 BR. The priest-king of that city, Hierarch Heletius, met
them with his own zealous soldiers, confident the Creator was
on his side. Amid a great battle, Morrow fought the priest-king
personally, eventually disarming him and demanding his
surrender. Thamar intervened to impale the unarmed priest
with her spear before he could answer. Morrow vowed she
would answer for this act after the battle was won. This was
the beginning of an irreconcilable divide. Soon the remaining
Menite army was swept aside, and the Twins had their victory.

The pair were welcomed into Caspia as heroes. Morrow was
urged to rule the city and guide its people, a responsibility he
reluctantly accepted, hoping to put his principles into practice.
The Enkheiridion speaks of this time as a difficult ordeal,
when Morrow faced dilemmas for which there were no easy
solutions. His writings admit to mistakes made in these years
and warn that achieving the greater good is never simple for
those in authority. His first travail involved cementing a peace
with the remaining Menite priesthood. Morrow had no desire
to drive them from the city or deprive them of their religion.
Seeking harmony, he reached an accord: he promised to protect
Menite temples and pay homage to the Creator of Man—and
lastly, that Thamar would answer for the crime of murdering
Hierarch Heletius.

Morrow brought his sister before him and told her what had been
agreed. Displaying unusual humility, she begged forgiveness
for her rash actions. Morrow thought her repentance insincere
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= exiled her from Caspia, promising death should she return.
“=u= Thamar endured being cast from the city she had fought

‘ree, further embittering her to all who sat in authority,
~-uzding her brother.

= master of the city, Morrow felt driven to expunge evil
= its streets and ordered Thamar's followers imprisoned.

sought to eliminate all crime and corruption, a task
== proved impossible and prompted increasingly stern
zsures. While life for the Caspian citizens was improved

dously under Morrow’s wise guidance, many freedoms

= curtailed.

7z in exile, Thamar spent the next several vears pursuing
=t studies on the fringes of civilization. She mastered the
~Zzmentals of alchemy, sought shamans of the Wurm in the
Zerness, and tracked down sages of the black kingdom of
-wdh. She invented her own alphabet and a language called
h, thought to be a key element of her eventual ascension.
z1s0 waged her own private war against the Menite priests
owed the seeds of dissent in Caspia from afar by contacting
== embittered by Morrow’s rule.

~=r= would be a climactic reunion between the Twins in

2. Thamar returned to Caspia and took charge of an army

- rose up from within, and those who had governed the city

forrow’s name were murdered in their homes or set upon

~e streets. Thamar carved a path of destruction through

tv as she made her way to Morrow’s palace displaying

-~ tving powers over the elements. Those who tried to stop

- Zied, torn apart by fierce winds, set ablaze with dark fire,

cierced by her spear. Buildings around her crumbled to

- = while behind her the dead arose and set upon the living.

-ow realized the only way he could prevent more harm

s city was to confront her personally. At the outer gate

rat would eventually become the Sancteum, the Twins
-=nt a fierce duel.

Jorrow sought to protect the innocent from his sister’s
~==olv powers Thamar taunted him, accusing him of turning
vhat they had both despised. She pointed out how weak

ity had become under his rule, with its people deprived

rtv and too meek to defend themselves from the hostile

- d bevond Caspia’s walls. In a frenzy of destructive power,
-zused the sky to blacken and summoned a storm of smoke
“ire that threatened to consume the city. Morrow saw in
inal moments how his own choices had led to this, how
- unwillingness to forgive had sent her down a darker path.
ramar prepared to destroy all he had built, he saw the only
stop her was to sacrifice himself. He stepped forward

- zccepted the brunt of her wrath.

mar struck him down in full sight of the gathered throngs.

ssed as Morrow’s flesh became spirit and he ascended

“he sky as the unnatural storm was dispersed by a light
er than the sun. The power of Morrow’s apotheosis
=2 the wild air, crumbled the walking dead to dust, and
-cted those gathered from Thamar’s hatred. Empowered
“is example and no longer fearing Thamar, the masses

~whelmed her. Rather than using her power to escape, she
=ined true to her own path, unwilling to submit, and was

torn apart by the mob. In death Thamar, too, ascended, become
black smoke that dispersed as she passed to Urcaen. All that
remained of her were the black pages of her writings.

One of Morrow’s foremost disciples, a man named Laertes
Prado, collected Thamar’s written works, intent on destroying
them, but an apparition of Morrow manifested and bade
him stop. Morrow told Prado to bind his own writings with
Thamar's. He insisted his sister’s words should be preserved
alongside his own to illustrate the Volition, encompassing
both of their choices—in her writings were lessons as
important to those who would come after as his own were.
The figure then faded, but his followers did not mourn,
knowing Morrow would continue to watch over them from
Urcaen as a god.

THE PURGING

Morrow and Thamar became symbols of two distinct paths
of enlightenment. Word of their respective ascensions spread
despite efforts by the Menite scrutators to repress it. The
Menites broadened their hunts and this became the Purging,
a terrible time of religious strife pursued as vigorously as once
the Menites had contested with the Molgur. Entire communities
were declared anathema and eradicated as the fledgling
Morrowans were driven into exile.

While Morrow’s teachings were never entirely expunged
from Caspia, the Menite Temple reclaimed leadership of
the city in 1882 BR. This was the year that Keeper Laertes
Prado was captured, then publically tortured and executed
by the city’s scrutators. The original Enkheiridion was lost
and thought to have been destroyed, although copies had
been transcribed by hand and were preserved by priests
fleeing the city. Prado became a hero of the early church as he
refused to name any Morrowans. In later centuries it came to
light he had hidden the Enkheiridion and taken knowledge
of its location to his grave.

In 1866 BR, a priest named Nolland Orellius heeded portents
he claimed came from Morrow himself to found a fortified
monastery deep in the Wyrmwall Mountains, and dedicated
it to the preservation of the writings and teachings of the
Twins. This was the Divinium, with Orellius becoming the first
primarch of the Church of Morrow. Under his direction the
church hierarchy took shape while its clergy organized efforts
to hide the faithful from Menite scrutators,

Even as Orellius was chosen by Morrow, in death the god
appeared to usher his soul to the afterlife. Orellius became
the first Archon of Morrow, an angelic spirit who would assist
the god in Urcaen. A week later, this archon manifested before
Orellius’ successor as a sign of Morrow’s favor. From that point
forward, every primarch after death has become an archon to
join a growing host working to fulfill the will of Morrow. After
the passing of the old, each new primarch has been signified by
a manifestation of one or more archons as an unequivocal sign
of Morrow’s guiding hand. Morrow was named the Prophet, as
through the archons he passed down prophecies to the faithful,
as well as other momentous portents.
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'HISTORY OF WESTERN IMMOREN

While the very survival of their faiths was tenuous in these
early days, the teachings of the Twins proved to be enduring.
Thamar’s cult spread slowly even as Morrow’s rose to
prominence, The relationships between these faiths would
prove to be complex and ever-changing, perhaps reflecting the
relationships between the gods themselves.

THE FIRST ASCENDANTS AND SCIONS

Morrow and Thamar were followed by others heeding their
teachings who rose to greatness and eventually achieved
enlightenment, generally at the moment of death. Those who
followed Morrow’s path have joined him as ascendants, saini-
like figures thought to embody the noblest aspects of the
human soul. Those who followed Thamar are scions, deemed
holy by her cult but vilified by the majority. The ascendants and
scions became essential aspects of the faiths of the Twins—the
faithful look to these holy beings as patrons and pray to them as
intermediaries for Morrow or Thamar.

Morrow’s first ascendant was a warrior woman of the frozen
north named Katrena, a shield-maiden of noble birth from the
Skirov tribes who heard Morrow's message and felt the calling
to join the fledgling church at the Divinium. In this time of the
Purging her martial skill was sorely needed and she inspired
others to take up arms to defend the faith. Katrena protected
the church’s priests, including those brave enough to spread
its teachings despite the Menite scrutators hunting them. She
ultimately died and ascended in 1810 BR protecting the third
primarch, Orestus I, from assassination. At the sight of her
ascension, the would-be Kkillers dropped their weapons and
begged the primarch’s forgiveness, converting to the faith. In
subsequent centuries many who took up arms in the defense
of others adopted Katrena’s sigil. She would eventually be
esteemed by those of noble birth who heeded Morrow’s message
and sought to honorably fulfill their responsibilities.

In life, Thamar had been joined in her occult investigations by
Ekris, a man with a brilliant mind and an appetite for lore who
was also her consort and disciple. On word of her ascension he
vowed once to follow her path and rejoin her in Urcaen. Ekris
spent decades retracing her steps and delving into the Telgesh
glyphs, confirming their connection to the old writings and
rituals of Morrdh. Ekris is said to have used forbidden lore to
bargain with infernal powers to greatly extend his mortal life.
For more than a hundred years he delved into occult mysteries
and achieved his vow. He ascended after his death in 1780 BR to
become Thamar's first scion. Ekris is prayed to by those seeking
enlightenment through forbidden lore.

Other exceptional individuals would rise to ascension, not
always predictably. The next scion was a witch named Delesle
who spent her lifetime terrorizing Menite temples through the
necromantic arts. While widely reviled, Delesle’s attacks served
to protect the early Morrowan faith. Her dark ascension was in
1610 BR, her death self-inflicted by falling upon a black sword.
Scion Delesle became patron of necromancers as well as those
rebelling against tyranny.

In 1590 BR a woman named Ellena ascended to join Morrow
after spending decades traveling spreading the Morrowan faith

THE TWINS AND
THE WAR OF SOULS

According to Morrowan Church doctrine, the Twins
established their respective domains in Urcaen after
their ascensions and joined the War of Souls against
each other as well as Menoth and the Devourer Wurm.
The exact nature of these conflicts is little understood
by mortals except that periodic battles are thought to

transpire between these divinities and their followers,
with the Wurm being a constant threat to the domains of
all gods in Urcaen. The afterlife of each of these faiths is
described differently, butbothThamarites and Morrowans
believe their souls continue to experience refinement in
the hereafter. One’s degree of piety is thought to affect
the likelihood of arriving safely at the domain of one's
patron, as well as being welcomed into its community.
Thamar's domain is described as relatively welcoming
but also possessing the least secure borders. Menoth's
domain is the most heavily fortified but also the most
discriminating, while Morrow's domain is between these
extremes. Mortal souls periodically contribute to the
defense of the realm of their divinity.

across western Immoren. Another selfless Morrowan paragon
named Doleth sought enlightenment negotiating the Meredius.
He is remembered for rescuing those caught amid the storms of
these dangerous waters. He ascended in 1411 BR and gained a
strong following among fishermen, sailors, and river boatmen,
who pray to him in the hopes of safe journeys.

Demonstrating that not all followers of the goddess were as
openly sinister as Ekris or Delesle was the unexpected ascension
of Scion Drayce in 1400 BR, a prestigious and influential noble of
early Thuria who had elevated his township to a regional power
through ruthless politics and fostering trade. While openly
condemned for his corruption, many subsequent sovereigns
looked to Drayce’s example and treated his writings as the
guide to pragmatic rulership.

Over the centuries, more ascendants and scions would arise
to strengthen their respective faiths. These holy emissaries
are thought to manifest periodically on Caen to guide mortals.
Ascendants work primarily through dreams and visions, while
scions prefer to possess mortals and control their bodies to
further their schemes on Caen.

WARS OF THE NORTH
AND THE FALL OF MORRDH

While in the south the rise of the Twins led to religious purges,
the Khards were at war in the north. The teachings of the Twins
would eventually reach the northern lands as well, but spread
more gradually over the centuries, facilitating accords between
old and new religions.
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1690 BR the lands just south of the Nychatha Mountains
<=w sporadic outbreaks of armed conflict between warlords of
- Kossites, the Skirov, and the southern Khardic horselords.
= never managed to unify as a kingdom, although its people
-re fierce in battle and especially dangerous in their native
~-zr<fell Forest. The Skirov had turned as zealously to the
-nite faith as they had once howled at the moon in praise
che Wurm, and were mountain fighters without peer. Yet
~en the Skirov armies marched onto the plains to meet
-ir Khardic foes they were ridden down by heavy horse.
-=se battles may have continued interminably if a terrible

had not swept through both the Skirov and Kossites,

-zeriously leaving the Khards untouched. The Khards were
to use this advantage to seize huge stretches of lands.
ng the cities conquered by the Khards was Molga, that
called Khardov in veneration of Khardovic.

~ingdom of Morrdh, now in decline, was torn by internal

- = and wars abroad. An internal power struggle left the
-zdom weak and ruled by madmen who antagonized
neighbors at a time when the people were desperate to
21d. Lacking the funds to pay for their wars, the lords of
--dh committed an unforgivable blasphemy by ordering

inder of several burial sites in northern Midar to bolster

- failing treasury.

< zalvanized the Midar against them, and soon these two
coms became locked in a bitter struggle. Morrdh had
—e diminished within the dark forests and valleys of its
= its military strength a shadow of what it once had been.

= lords possessed dread powers, these did not suffice to

t to endure a length}' war of attrition against the Midar

cir fertile farmlands and abundant population. The
- would eventually become a bastion of the Morrowan
=nd so the fall of Morrdh by 1500 BR was seen by most

crowan triumph over an ancient evil that had plagued

=nds for two thousand years. The scattered descendants
-dh became the Morridane, who have ever since been
~=2 and treated with suspicion.

“==truction of Morrdh gave other neighboring kingdoms
-oortunity to consolidate under strong lords. Slowly but
=00y the Thousand Cities became apportioned off and
=2 by the borders of growing kingdoms. The kingdom of
- ~os¢ to dominance in the west, initially banding together
protection against the trollkin of the Gnarls. While
Zzr remained only loosely confederated and never
"=d central rulership, their communities made pacts

solidarity, eventually coming to be known as the
~Z= North of Thuria and south of the Khardic plains rose
m of Tordor.

hardov was the largest city in the north and began
== its dominance over neighboring territories. Gains

m Kos and the Skirov led the young but charismatic
Ivoro to declare himself emperor, founding the
.. The Kos were the first to fall to them. The last
< nobles finally surrendered to the emperor in 1382 BR.

= o=t of other proud horselords dwelling east of Khardov

cow to the emperor, claiming their own lineage

descending directly from Priest King Khardovic. In his last
years, the now elderly Emperor Skelvoro proved his political

acumen by persuading the horse lords they could join and
serve the empire without bowing to his rule, accrediting
them as princes in their own right. Thus assuaged and with
the Khardic horselords united, the empire waged a long war
against Skirov.

Skelvoro’s successor eventually forced the Skirov from their
mountain strongholds and the Skirov joined the Khardic
Empire in 1263 BR, bringing the Menite faith to the mountain
communities. The emperor wisely allowed the region to be
governed by Menite priests, freeing his own vassals to engage
in battles elsewhere. Eventually the Morrowan faith gained a
foothold; the people of this region have long shown a predilection
toward faith and zealotry, whichever god they embraced.

Mirroring the wars of the north, Tordor fought with Thuria in
1322 BR and annexed that rival kingdom by 1313 BR. Thuria
remained largely intact and her citizens continued proudly to
call themselves Thurian even as their leaders swore oaths of
fealty to Tordoran castellans. With Thuria’s strength behind
her, Tordor became a rising power, particularly notable for a
formidable fleet of Dirgenmast ships that dominated Immoren’s
western coasts.

One of the last of the northern peoples to defy the Khardic
Empire were the eastern horselords, who in 1169 BR united
under the Tzepescis, Umbreykos, and Chardovosks to create
the kingdom of Umbrey, which declared itself independent of
the empire. Korska became their capital and began to arm and
fortify in anticipation of war. Their position was strengthened
through ties of commerce and trade to the lowland peoples
settling a fertile region northeast of the Thornwood, which
became the kingdom of Rynyr in 1073 BR.

RECONCILIATION OF FAITHS

The Purging conducted by the Menites against the Morrowans
was at its most brutal in the early centuries of the Thousand
Cities Era. Farly Morrowans knew they must worship in
secret anywhere the scrutators held sway. Morrowan shrines
and churches were hidden or disguised. Menite temples
were filled with secret worshipers of the Twins. The rise of
other ascendants and scions continued to draw converts.
Morrowan numbers in some regions made it difficult for the
scrutators to actively repress the Prophet’s followers from a
fear of widespread unrest. This was particularly true where
the Morrowan faith took root among the sons and daughters
of ruling families.

Amid this time of religious strife lived a Morrowan soldier
and chaplain named Solovin, a healer versed in alchemy and
battlefield surgery who felt the calling to walk the war-torn
city-states of Thuria. He earned such a reputation for his
dedication to saving lives that that even the Menite priests
refrained from interfering with his work. In 1253 BR, after
years spent tending to the wounded of myriad conflicts, his
help was beseeched by the steward of a small fiefdom south
of Thuria. This steward’s master, King Eldrin, had apparently
fallen prey to a strange illness.
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Solovin discovered King Eldrin had unwittingly given himself
over to Scion Remel, one of Thamar’s most malicious servants.
The king's possessed body was serving to incubate a terrible
plague that would soon be unleashed on the region. Solovin
attempted to sanctify the body to free the king’s soul, but failed.
He realized his only chance of success would be to lure Scion
Remel into his own flesh and held him there, suffering horribly
as disease wracked his body but containing it in the process. At
his death, Scion Remel and his plague were destroyed, while
Solovin ascended to join Morrow. Solovin became the patron of
Morrowan healers, while the Thamarites in subsequent years
excised all records of Remel, claiming no true scion could have
been destroved in this fashion.

Despite these and other miracles, the Menite Temple still refused
to acknowledge the divinity of the Twins. The first inroads
toward an accord between these embattled religions was to take
place shortly after Solovin's ascension when a Menite delegation
was invited to meet with Morrowan leaders at the Divinium.
Though they accepted this invitation, the Menites were not
disposed toward an accord, and in fact harbored among them
those plotting to kill the Morrowan primarch. This included
the infamous assassin Khorva. A devout Thamarite, she had
accepted a contract to murder the primarch after seeing visions
from the dark twin. Taking the place of the masked scrutator
Sicarius, she joined the delegation. Amid these negotiations,
Khorva was able to get close enough to Primarch Loriachas to
strike him down.

While she succeeded in murdering the Morrowan primarch
on holy ground, this set in motion an unprecedented chain of
divine manifestations. Ascendant Katrena appeared in a blaze
of silver light to avenge the primarch’s death and killed Khorva.
As the shocked and amazed delegates looked on, Thamar
appeared to claim Khorva's soul as she in turn ascended.
Katrena and Thamar seemed poised to do battle when Morrow
manifested to gather the soul of his primarch, now become
an archon. These divinities clashed briefly before both sides
vanished in a blinding flash.

In the aftermath, councils of visgoths were assembled and
doctrine was written in 1247 BR to explain these events to the
satisfaction of the Menite temples. These measures allowed
the Menites to reach a grudging accord with the Morrowan
faith. They determined that Menoth had allowed Morrow’s
divinity by way of an accommodation whereby Morrow knelt
to Menoth as his Creator. Morrow is said to have been given
sanction to shepherd those who worshiped him, so long as he
stood as guardian against the perfidy of his sister. Further, his
followers were required to acknowledge the Creator, attend
Menite services, and pay tithes to the temple. This theological
accommodation allowed Morrowans to worship openly and to
build churches of their faith.

THE AGE OF REASON: THE
CLOCKWORK RENAISSANCE

The consolidation of strong kingdoms, while responsible for
many bloody wars, also allowed advances in culture and
science. The reconciliation between the dominant Menite
temples and the Morrowans allowed for the dissemination

of ideas and contact between thinkers across great distances.
This was facilitated by safer roads and river traffic across
western Immoren.

By 1100 BR a number of alchemists had begun to exchange
correspondence on methods and formulae, making great steps
toward codifying their art. By 1000 BR, the Khards had devised
a railed road upon which a horse-drawn carriage could be
moved with greater speed, used initially for hauling ore. In a
number of major cities, intellectual advancement came with
the establishment of universities and organized efforts to find
bright minds and educate them.

Early in this era amid the kingdom of Rynyr was born a
prodigious scholar, historian, and linguist named Angellia.
A woman of singular piety as well as intelligence, Angellia
worked tirelessly to preserve the ancient history of the region
before turning her attention to the lives of the Twins. It was
through her efforts that the original Enkheiridion was recovered
from a forgotten vault in Caspia, together with the writings of
Keeper Prado which described the ascension of the Twins. This
restoration is counted the greatest act of scholarship of the age.
Angellia penned the definitive translation of the Enkheiridion
into the Caspian of the day, as well as writing dozens of highly
influential theological works that would guide the Morrowan
Church for centuries. Angellia ascended in 1027 BR.

Soon thereafter, in the southern city of Mercir, a renowned
Morrowan rector turned clockmaker named Janus Gilder used
his expertise to create the first printing press. He was able to
run ink across the carved blocks and then feed vellum sheets
into the mechanism, quickly producing multiple prints. The
Janus block press was soon evolved into the Janus type press,
and when moveable tvpe was innovated and metal plates put
in use, the mechanism became extremely useful. Initially
employed to copy religious catechisms for wider dispersal, the
press helped the Church of Morrow disseminate its doctrines
far abroad. This invention led to the wider spread of reading
and general education, allowing a variety of books to be
duplicated and distributed.

During the next two hundred years, clockwork and other
precision-crafted inventions found new ways to address
familiar problems. This included lenses crafted to fine
specifications, allowing for high powered telescopes, as well as
applving engineering to the arts of war, such as the first geared
repeating crossbow. The use of better telescopes and the sextant
for measuring stars and distance became a boon to navigation,
which in turn led to advances in cartography, with efforts
undertaken to update maps.

The advances of this era were almost undone by the Time of
the Long Sun starting in 822 BR, one of the worst droughts in
history. This caused crop failures across western Immoren. It
is thought that hundreds of thousands mayv have died, with
the tribal Idrians being hit the hardest. As far west as Ord and
southern Khador, temperatures were unseasonably hot and
rains few and far between, causing starvation and privation.
This period might have been much worse if not for the actions
of a Morrowan monk named Gordenn. He devoted his life to
alleviating hunger and overseeing food distribution, taking




Before 1000 BR, the largest of the Scharde Islands
nad become a haven for pirates and raiders preying

on the shipping sent along the Broken Coast. This

large island became home to thirteen self-proclaimed
pirate kings who had divided the region among them.
£ach possessed a formidable fleet manned by pirates
znd smugglers. Their strength in numbers combined
with the treacherous nature of the channels between
these poorly charted islands made it difficult for
mazinland fleets to retaliate.

These pirate kings did not know that Toruk the

Dragonfather loomed in their destiny. For centuries Toruk had patiently stalked
7is progeny across Immoren and beyond, cornering them in their lairs before
'“s“mmg their athancs. Those that were left were the greatest and most intelligent
of his brood, and they gathered to create an alliance for mutual protection. Together

. tney attacked the Dragonfather above the skies of Immoren. In the greatest clash

since the dawn of time, Toruk and the dragons fought with claw and fang, while the
s«ies boiled with the heat of their fire. Blighted blood and flame rained down upon
the desert wastes.

=or the first time the Dragonfather was forced to flee, driven from Immoren.
2 chterghast, the greatest of Toruk’s children, landed amid the highest peaks of the
Ayrmwall Mountains there to take up a tireless vigil watching to the west against
tne Dragonfather's return.

“-= lord of all dragons landed amid the Scharde Islands, there to make his new lair

= nome. Toruk did not waste time recovering from his wounds, but immediately
zbout subjugating the island inhabitants to forge a new empire that would
w27ship him as a god.

=r-st Toruk sent an emissary to the pirate kings, bidding them gather to hear
= cemands. They were too proud to listen, too arrogant, underestimating the
re that had come among them. Toruk knew he must make an example to
«nce them. His blighted breath consumed the largest and greatest vessel of
== pirate fleets, the Atramentous, transforming it and its crew into deathless
~v2nis of indomitable will. Seeing the scope of the power set against them, all
ne prostrated themselves and begged mercy. Lord Moorcraig alone remained
y defiant behind the walls of his castle, but they did not avail him against
lI-consuming fire.

ch lords of Cryx and were sent rule over his dominion. This was the origin of
“== Noghtmare Empire, which has existed since as a blight upon western Immoren,
2ing presence west of the Broken Coast. Toruk would raise armies, plunder
d of its resources, and consume the very souls of its people. Eventually he

nieash his armies upon his progeny.

n recent advances in agriculture and irrigation.

ed with countless miracles in this era, such
ming barren farmlands into fertile soil and calling
rrough praver. By the time of his ascension in
~Zenn was credited for saving the lives of tens of

otherwise would have died of starvation.

The drought did not deter the Khardic
Empire from pressing its claims against
the Umbreans, and the Horselord
Wars began in 821 BR. This would
initiate nearly a century of intermittent
battles and conflict between
two northern powers. Ultimately the
Khards proved they had the numbers
and the will to subjugate their enemies
no matter the cost in blood. The
Umbrean princes of the Black Ring

these

were forced to surrender to the Khardic
emperor in 716 BR, bringing these wars
to an end. Korska became the eastern
capital of the
Khardov remained the primary seat of

Khardic Empire while

power in the west.

In the south, Caspia continued to
prosper, particularly as several of its
most fertile farmlands survived the
drought relatively intact. The Midlunds
came to rely on Caspia, becoming a
protectorate in all but name. The City of
Walls continued to grow and soon was
acknowledged as a wonder of the age,
a city unrivaled anywhere in western
Immoren and once again a center
of education, invention, and
intellectual debate.

lively

In 712 BR the Church of Morrow
decided there was no need for its
administrative and spiritual
to be so isolated. While the Divinium
would remain a fortress monastery to
guard sacred relics, the primarch and
the Exordeum, his advising council,
moved to the Sancteum within Caspia.
Soon

center

construction began on the
Archcourt Cathedral, the greatest work

of architecture of the era.

The cathedral
genius named Sambert. A true man of

was designed by a

his age, Sambert was an unsurpassed
sculptor,
and mason, who devoted his work to

painter, architect, engineer,

paving homage to the divine. While
remembered for countless works of
sacred art and architecture, his greatest
Archcourt
Cathedral, a building like no others

achievement was the

with flying buttresses and spires admired even by the city’s
Menites as a testament to the unassailable hold of civilization.
Sambert ascended in 605 BR upon completion of his great statue
of Morrow, the light of his transfiguration taking place on the

very location where the Prophet had his apotheosis thirteen
centuries before.
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i HISTORY OF WESTERN IMMOREN

Technology and innovation continued to advance on other
fronts—Copolius penned Crucibilus Synthetatus in 753 BR, the
most detailed work on alchemy in its time. Taking advantage of
printing presses, this book was widely distributed, providing
a shared foundation for this field. Of even greater significance
was the work of the engineer Drago Salvoro, who built the first
steam engine in 743 BR. Advances in piston-driven engines
eventually followed. By 698 BR steam engines powered most
of the heavy equipment in Khardic mines. Ore haulers, sifters,
drills, and other machines were converted to run from steam
power instead of water driven mills.

These technologies would in time be duplicated in neighboring
kingdoms and applied to many industrial uses. 620 BR brought
forth the first construction of steam-powered vessels built by
Tordoran shipwrights. Soon these vessels were being built in
Caspia as well. Around the same time, the first steam-powered
locomotive was built in Korsk. The Khards were amid the
beginnings of constructing a rail line between Korsk and the
mines in the Skirov region when all such works were put on
hold by the momentous landing of hostile invaders from across
the western sea. In one of the greatest tragedies of Immoren’s
long history, just as the region was experiencing a golden era
of advancement, sleek shadows crossed the Meredius—black
ships sailed by invaders bent on conquest.

EXODUS OF
THE DIVINE COURT

Even as the Age of Reason proceeded in human lands,
the inheritors of an older and more advanced civilization
were experiencing considerable hardship. In the
secluded kingdom of los, the elves and their gods had
become aware of a deep cosmological imbalance that
was causing their people to atrophy. Fertility rates were
down, average life spans had shortened noticeably, and
disease was on the rise. The gods that walked among
them had been endeavoring to fight this decay for long
centuries, to no avail. Eventually they decided that
their absence from the Veld was the problem, and that
they must return. In 840 BR, to much sadness among
the Iosan people, the Divine Court left their fanes and
departed, seeking to find passage to the Veld.

In the aftermath of this, several of the Iosan cities that
had tended to their respective gods fell into decay. Most
notably, the inhabitants of the city of Darsael, which had
been home to Nyssor, the god of Winter, decided to leave
Ios on a holy pilgrimage. Led by a priest and prophet
named Aeric, who claimed to have received instructions
from Nyssor himself, these elves moved to the northern
mountains of Khador. Over time they became the Nyss,
a distinct people who reverted to a more primitive and
nomadic tribal existence among the frozen peaks of the
Shard Mountains.

ORGOTH
OCCUPATION ERA

The invasion of the Orgoth from across the Meredius and the
long period of their occupation forever changed this region and
had a drastic impact on its history. This dark era lasted for eight
centuries but is divided into three distinct periods: the first two
hundred years of the invasion and bloody subjugation, four
hundred vears of occupation, and the tumultuous two hundred
year rebellion which eventually served to drive the Orgoth out.

ORGOTH INVASION

The earliest surviving accounts of the invasion were written
by Caspian sailors who witnessed the arrival of blackships
landing on western shores. By that time the western Khardic
Empire had already been beset by the Orgoth., The empire
was by this point the greatest power in western Immoren but
could not slow the advance of this foreign threat. Rumors of
chaos and bloodshed along the empire’s western coasts began
to filter south.

Many of the early accounts written by neighboring kingdoms
were less than sympathetic, as the Khardic Empire had many
enemies. The gravity of the situation became clearer when the
invaders fell on Tordor next, but still no cohesive plan of shared
defense was considered. Many thought the foreigners must have
outreached their grasp with Tordor, whose naval might was the
envy of western Immoren, yet the blackships of the invaders
were rowed by men with inhuman stamina, and supported by
sails that gathered a wind that seemed to blow only for them.
The great Dirgenmast Fleet of Tordor sailed out against the
enemy and never returned, its proud vessels fighting to the last
man before sinking into the depths.

The Orgoth broadened their attacks and blackships by the
dozens landed on other shores, pouring forth bloodthirsty and
ruthlessly efficient warriors. The rulers of each kingdom and
freehold looked to their own defenses and watched the fall of
their neighbors, hoping to avoid the same fate. All attempts
to negotiate with the invaders met with the return of the
decapitated heads of emissaries.

Fierce in demeanor and merciless in war, the Orgoth were
attired in armor and wielded weapons adorned with countless
howling forms. That the Orgoth had martial prowess was
proven and confirmed early in these battles, but it was their
darker powers that added to the terror of their attacks in the
accounts of survivors. They proved skilled at exploiting the fear
of their enemies.

In a time when the people of western Immoren had little
exposure to the arcane bevond the miracles invoked by priests,
the Orgoth wielded dread powers that had not been seen since
the time of Morrdh. Among the Orgoth were warwitches, sirens
that invoked green fire and caused the sky to rain blood that
melted flesh. Alongside their soldiers marched twisted undead
abominations called dreads, disfigured corpses with limbs of
iron. On the battlefields where Orgoth warlords fought, they
carried spiked cages that collected the howling and tormented
souls of the slain, used to fuel other unholy weaponry. It
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- sacrifices to the dark gods they

ipe

d. In return, the Orgoth seemed
‘ith invincibility, or so it seemed

~mv after army was swept aside.

BR steam powered river vessels

Thuria and Caspia began

~z raids against Orgoth outposts
=chieved little. In the next three

Caspia would lose most of her

holdings, and the Orgoth

conquer both Thuria and the

d

s. The Khards continued to |
iesperate and losing struggle, |

pushed east, but both Tordor

wuria were enslaved and put to

ies, accumulating resources and

ing regions continued to resist.

= to hold out for decades and

- :mpenetrable symbols of Orgoth

ome governors of this foreign

szation of the Thousand Cities
= and bloody and required.

-ting the first of what would
Orgoth fortresses. From these

‘ould oversee their subjugated
ship across the ocean. The

npire fell by 569 BR, and
rendered by 542 BR, although

s of strife. Some kingdoms

the integrity of their lands,
eventually be overwhelmed.
reoth seized, the)-‘ kept, and

s to work in labor camps,
n or quarrying stone to erect
‘ortifications. These would

and as centers of their

only kingdom of mankind
v the Orgoth and remain free
although none felt victorious
~=des lengthened and the Orgoth strengthened their
d on the region. Caspia was forced to pull back from
=ov territories and by 433 BR only the City of Walls

“rzoth dominion. So great was the sense of peril that

me both Menite and Morrowan faiths had put aside

=rences, with the armed protectors of both faiths

t the foe. Indeed, after Caspia’s last king was

le, the heads of both churches stepped forward as

rked to rally the people of Caspia.

& these desperate straits that the Orgoth warlord

sent a messenger to Caspia, asking for these
=ders to meet him to negotiate terms. It was thought

“zzoth, who had never faced fortifications on a scale

s, might be overextended. It seems likely the
~=ented to meet the Orgoth in the interest of buying

time for her beleaguered armies. Not understanding this

enemy possessed no shared concepts of honor, the Morrowan
Primarch Gallumus and the Menite Hierarch Sadron 1V went
forth in their full splendor to speak with the Orgoth warlord.

The spiritual leaders of Caspia were taken captive despite flag
of truce and hauled within sight of Caspia’s walls, where its
defenders watched on. The Menite cleric Garven Dratheus,
who stood atop the walls and gave witness, wrote of the words
spoken by Kolegzein:

You are ours. Your women, your children, they are no longer yours.
You belong to us, your every breath, every drop of blood, every inch of
skin. Every tear, every laugh, every broken bone, every drop of sweat is
ours. You are the chattel of this land made fat by your own weakiness.
That I deign to speak to you this once is a warning. Your bodies in life
are ours; in death, your souls shall also belong to us.

o WP e P S o T TR T

L e R R R




£

5

. i,
) j“‘"“‘“h ST e SRAR e RIS DTSR a i Ay, R,

é

® | #

IMMOREN

less successful.

Rhulic fortresses.

the Orgoth challenged Cryx.
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After this speech Kolegzein cut the throats of the primarch and
hierarch and drank their still warm and flowing blood. Their
corpses were bled dry and dangled on gallows by ropes made
from the hair of their own escorting priests within sight of
Caspia’s walls until their bones were picked clean by carrion
birds and fell untouched to the earth. The deaths of these
spiritual leaders prompted no holy manifestation, no wrathful
smiting by either Menoth or Morrow, and the defenders quailed
behind the walls thinking their gods had forsaken them or were
powerless against the vast evil embodied in the Orgoth.

While the Orgoth had proven their supremacy over the faiths
of western Immoren, Caspia would not fall in this siege or
subsequent ones. Its great walls and the ingenuity of its people
proved toodi fficult to overcome by force of arms, even combined
with their tactics of terror. Its unsurpassed walls could shield
its entire navy while at dock, and its garrison was formidable.
Starving Caspia proved to be impractical, with its access to the
river and the gulf, and its navy proved able to defend its fishing
fleet from the blackships. Caspia even managed to protect
its immediate farmlands, those in closest proximity to the
towering walls. Rather than invest in an extensive campaign to
break this city, the Orgoth created blockades both upriver and
along the main roads, limiting access and trade with the region.

Though the Orgoth were formidable, they were not omnipotent. Even as they held
most of western Immoren under their iron lash, they confined their exploits to the 3]
inheritors of the Thousand Cities. Attempts against other neighboring powers were ™%

Rhul has been criticized for its neutrality during most of the Occupation, but to the
dwarven perspective there was little to differentiate this era from previous human
wars of unification, such as the rise of the Khardic Empire. Battle came to Rhul
unbidden in 542 BR, just after the capitulation of Rynyr. The Orgoth sent an invasion '}
force up the Black River to besiege Horgenhold, one of the great fortress cities of #
Rhul. Records in Rhul depict this as a grim and difficult struggle, one that tested the
limits of the defenders and nearly depleted the local garrisons. Eventually Rhulic
warriors rallied to drive the Orgoth back, and the tyrants never again besieged ¥

8 Perhaps contributing to the Orgoth decision to abandon subsequent attacks on Rhul
i was the loss of a sizable fleet four years later. The first and greatest of the Orgoth a

cities built on Immorese soil was Drer Drakkerrung on Garlghast Island. It was from

this fortress that the Orgoth launched ships sent to expand their holdings by seizing

the other Scharde Islands. This set the Orgoth against the Cryxian Empire, which

had previously ignored them. After a Satyxis fleet sent to intercept the Orgoth ships

was annihilated, Toruk took to wing for the first time in centuries to deal with this

threat personally. By fire and fang Toruk demonstrated the folly of intruding on his 4

domain, sending the entire Orgoth fleet into the depths. This would be the last time  §{

# No similar incursion was launched against Ios. The reasons for this are unknown,
¥/ but it added to the mystique of this nation in the eyes of the human kingdoms.
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Caspia would persist in virtual
isolation for the next several centuries,
its population steadily decreasing

and in some years existing in worse
conditions than those of the conquered
cities. Later the seeds of
rebellion were planted, Caspia became
a safe haven for escaped slaves and
others who fled Orgoth rule. The city
benefitted from the ingenuity and

when

courage of these rugged survivors and
their descendants.

OCCUPATION

.:r.'ﬂl With the exception of Caspia, the
!' Orgoth tyrants maintained their tight
grip on the human kingdoms for four
centuries. Thisisconsidered the darkest
era in the history of western Immoren,
bleak the
that had been achieved in the late
Thousand Cities Era were destroved,
forgotten, or simply unavailable to the
vast majority of the populace. This era
set back innovation and intellectual
advancement for centuries.

time when advances

Duetothe harsh constraints throughout
the Occupation, reconstructing life
under the Orgoth lash has been difficult
for modern scholars. Additionally, the
S8 Orgoth destroyed most of their own
- 'faai records, and so understanding their
e o 1 goals and relationship with their own

. homeland is nearly impossible.

VAST ENSLAVEMENT

Manv of the greatest atrocities committed by the Orgoth
transpired in the early decades of the occupation, when they
were engaged in conquest and establishing their domain. The
appetite of the Orgoth for slaves was vast and they clearly saw
no need to treat their captives with any mercy or care. Using an
enslaved work force combined with servants animated from the
dead, the Orgnth quickly erected tremendous fortresses and
temples in black stone. They connected these fortresses with
a network of paved roads. While the blood of many innocents
would be shed in this work, these trade ways would eventually
benefit the region’s in heritors, one of the few positive aspects of
Orgoth rule.

The vast slave camps required by the Orgoth were squalid
and inhumane, and the loss of life in these places was beyond
modern reckoning. Clear cases of Orgoth necromancy in
harvesting both the souls and bodies of the dead lend an aspect
of unnatural horror to these arrangements. This has left a strong
legacy of loathing for the practice of slavery that would persist
long after the Orgoth were gone. A vast number of slaves were
shipped across the Meredius to whatever homeland spawned
the Orgoth. It is unknown what became of these people.

sl




- = sign of how horrible these times were, the people took

in unlikely places. The most famous folk hero to arise
=2 early occupation era was a man named Aidan. A thief

we-robber, Aiden became renowned for evading the
-=:h authorities at every turn. Twice he was captured and
~cd his chains. He evaded the Orgoth for years, inspiring
~:less tales of his exploits. His death through betrayal

in Aidan’s dark ascension in 344 BR, joining Thamar

ultimate escape from earthly bondage. Though few had
== in following is example, his cult would experience a
-zence during the rebellion in later centuries.

isoppression, once the Orgoth pacified the region they
d themselves in ways that seem almost indulgent.

iired absolute subservience from the conquered

- = but were not in the habits of closely managing the
es of the conquered. For much of this era the Orgoth
—zrt from the Immorese. There may have been a strong
=mong the Orgoth related to intermingling with those
5 subjugated, as the mixing of Immorese and Orgoth

s was very rare.

==t of the Occupation the Immorese were allowed to
= to practice their faiths and to maintain other tightly
-=Zitions. While many churches and temples had been
-2 during the invasion, the Orgoth allowed them to be
~d for services to be attended. The invaders did not
=oread their own faith, which they kept to themselves.

ion period was particularly detrimental to the

Menoth. Any claims about the authority of the
==t became empty in the face of the tyrants who ruled
rlv lacked the favor of the Creator. By contrast,

1

~cowan message continued to spread, and its humbler
= =nd priests were seen as a comfort to the oppressed.
- vears the message of Thamar would help kindle a

- =0t of indignation and rebellion, turning sentiments

it the Menite priesthood toward the Orgoth. This

d see the Morrowans quietly become the majority,
fenite faith waned, particularly in the south.

th disdain for governance, life in the region
the surface veneer of normality, with new
i commerce and trade resumed between them.

was an area the Orgoth closely controlled,
the steam ships dismantled and destroyed, a

= the Orgoth did not wish to adopt or understand.
< true for rail travel, with only a few tracks utilized
= carts being preserved. The Orgoth scrutinized
cnt from one region to another, requiring sealed
trade. Corvis is an example of a major

utset of this era, situated such that the local
cnor could regulate and control all river traffic
this vital trade route. One lasting legacy of
iistration and bureaucracy would be the

cstern Immoren into quarters. This shaped the

ice of the Iron Kingdoms, as these regions
Iv identify themselves.

~—=ions were governed by collaborators appointed

rticularly in the first two centuries of the

Occupation, the privileged upper class, those who lived the
most comfortable lives, were those who cooperated willingly
with the tyrants despite the enmity of those they ruled. The
woman who would become Ascendant Rowan was born into
one such family, living a life of privilege until she realized the
suffering inflicted on the ordinary people they mastered. Rowan
renounced all wealth and gave her life to aiding the suffering
and making life more comfortable for the masses. By her efforts,
which included passionate pleas by which other collaborator
families were shamed into surrendering their comforts, the
lives of thousands of poor and enslaved Immorese were eased,
and she ascended in 289 BR, having achieved enlightenment
through her sacrifice. Rowan became by far the most popular
ascendant during the occupation era, her example leading to
the conversion of many Menites.

Examining surviving logs of collaborator administrators
tabulating the distribution of slaves suggests the Orgoth
governors may have begun to have less regular contact with
their homeland after 190 BR. Slaves and materials shipped
west across the Meredius dropped off substantially, as did
new arrivals from the west to reinforce those on Immoren.
This may have represented a period when the local Orgoth
governors were acting independently of their home empire. A
shift to viewing the conquered territory as a permanent and
lasting domain may have been what led to eventual measures
taken by the Orgoth to crack down on the Immorese religions,
where resistance to their rule persisted most strongly. Near
the end of the Occupation era the Orgoth suddenly began
repressive measures. In occult circles, it is thought that divine
presentiment of imminent religious persecution may have
led to the Gift, one of the most important and yet poorly
understood events of this era.

THE GIFT OF MAGIC

Before the Orgoth, the humans of western Immoren had limited
exposure to the arcane, primarily through the prayers and rites
of priests and shamans. The application of magic as a science
divorced from divinity was unthinkable. The Orgoth and the
lords of Morrdh were the only groups witnessed manifesting
such mystical powers. The only other historical figures to have
studied these matters were Thamar and her scions, each vilified
for dabbling in forbidden lore.

It is no wonder that the sudden emergence of magic among the
Immorese was met with fear. Yet without magic, the Immorese
may never have had a chance to overcome their oppressors. The
sudden emergence of arcane power is known as the Gift, often
referred to as the Gift of Magic, the Gift of Sorcery, or the Gift of
Thamar, as the emergence of the arcane is tied to Morrow’s twin.

The theological ramifications of the Gift have been the
subject of heated debate in the halls of temples, churches, and

universities. Menites consider the Gift to be an act of betrayal -

against the Creator and hold both of the Twins accountable for
this violation of Morrow’s guardianship over humanity.

Whatever the source of this power, in 137 BR the first known
sorcerer was born, a young girl named Madruva Dagra, who
manifested the ability to throw
angered. Defending her sisters

fire from her hands when
from Orgoth soldiers, she
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managed to slay three of them before fleeing into the woods
of the Olgunholt. In retaliation, the Orgoth slaughtered her
entire bloodline, but this did not prevent more sorcerers from
appearing across western Immoren in subsequent years.
Wherever they surfaced the Orgoth responded in a similar
fashion, culling the bloodline and putting homes to the torch.
This reaction was so swift and brutal it seemed fearful and
suggests a familiarity with arcane awakening.

It is now understood that sorcerers were just a symptom of
a sweeping change across the Immorese—the unlocking of
arcane potential in all humans. While most would live ordinary
lives, this power laying dormant in them, some exceptional
few had such a strong connection with this font of power that
they manifested sorcery spontaneously. Others were born with
the potential to work magic but required training and effort
to master the Gift. Even those who could not wield the arcane

might pass that ability to their children. The
emergence of this potential proved to be highly
unpredictable, which meant it was impossible for
the Orgoth to stamp it out.

Not long thereafter arose a number of brave and
brilliant scholars who began to make a systematic
study of arcane matters. The most notable and
successful was a genius named Sebastien Kerwin.
He was the first to postulate the methodologies
that would give rise to subsequent arcanists
theorizing that magic was a type of supernatural
energy that was responsive to intelligent will.
In 96 BR he published his Dissertations on
Thawmaturgical Formula which was a study of how
magic could be controlled by the use of formula
comprised of special runes.

Kerwin would write a number of other seminal
works that laid the foundation for this new
arcane science, including The Essence of Divine
Magic in 90 BR, Principin Arcana Magus in 73
BR, and most importantly Synfhesis in 64 BR.
Modern
perhaps the most important text ever written,

arcanists consider Synthesis to be

as within its pages Kerwin theorized the
mechanisms by which alchemy captured and
stored arcane energy. By bringing methodical
systems employed for arcane study to alchemy,
this book revolutionized what was possible
in that field, which had until this time been
a haphazard practice of trial and error. More
significantly, this work would lay the foundation
for mechanika, a related field by which alchemy,
the arcane, and engineering could be combined.
Many of the possibilities suggested by his work
would not come to fruition until the centuries
after Kerwin’s death.

THE CIRCLE OF THE OATH

The Orgoth never bothered to repress alchemy,
seeing it as largely inconsequential. Kerwin and
his devotees realized their work might reverse
this and arouse the suspicion of the tyrants. They
implemented a number of secretive efforts by which they could
communicate and share information. These became the first
arcane societies, such as the Arcanist’s Academe founded in
81 BR. The first occult secret society of this age was the Circle
of the Oath, which may have existed as early as 150 BR as a
small sept of Thamarites given early portents of the Gift and
preparing by gathering occult lore. Kerwin and his group
formally joined this confederation in 67 BR and shifted its focus
to the systematic exploration of the arcane.

This followed on the heels of several acts of defiance against
the Orgoth, including a raid in 69 BR by Dominic Cavanaugh,
a disciple of Kerwin, to rescue over three hundred Thurian
slaves. The Orgoth tracked down those responsible and killed
them. The Orgoth believed the Church of Morrow responsible
for this uprising and committed one of the most brutal




COSMOLOGICAL
IMPLICATIONS OF THE GIFT

Given how little is known of the thoughts and plans of
the gods, the mechanism behind the Gift is unknowable.
Occult scholars unearthing records from this period
2nd studying the writings of Thamar and her scions
oelieve the Gift may have required an arrangement
cetween the goddess and infernal powers. The infernals
zre mysterious but vastly powerful entities that dwell
oeyond Caen and Urcaen, perhaps in some other realm.
They are intent on acquiring mortal souls, which they
use for inscrutable purposes. Infernals are allegedly
orodigiously skilled in the arcane, and some believe
the "dark gods"” of the Orgoth were themselves higher
order infernals.

Tnamarite lore contains an apocryphal story to explain
the Gift. In this tale, Morrow as the Prophet is shown
cccupied peering into the future where he sees the
_ timate extinction of his faith at the hands of the Orgoth.
Mhile Morrow fretted over these portents, Thamar took
zction. She determined that empowering humanity

culd allow them to stand against their oppressors,
znd informed her brother that she had arrived at a
sclution. Morrow chose not to gaze too closely upon
Thamar's course of action, only to discern its inevitable
conclusion. Looking ahead to the future, down the single
and made possible by his sister, he saw the light of
~ope. So it was he consented to her plan while avoiding
«nowledge of its exact nature.

ven in this fable, the actual cost of the Gift is not
cescribed, although it is suggested elsewhere that the
Immorese will pay some great accounting nine centuries
~znce. This prophecy of a vague doom connected to a
cering debt remains a popular subject of folklore and
superstition.

s of this period: the Vicarate Slaughter. The leading
< of Fharin were murdered and violence spread to
2z townships. By the end of the year over five hundred

n ?}"ll_‘f-'-i.'-'- were executed.

reprisals had the opposite of the intended effect on

and his followers. The Circle of the Oath became
ted to working against the Orgoth as refining arcane
es. Unfortunately the desire to disseminate arcane
e made it easier for Orgoth spies to discover this cabal
an city of Ceryl. The Orgoth launched an attack in
I culminated in a pitched battle where Kerwin was
z'though not before he annihilated hundreds of Orgoth

st destructive display of formulaic magic up until that

~zrwin’s body was never recovered.

In an effort to ensure that the knowledge gained by the order
wasnotlost, f\gdthius Nerrek, Kerwin's most pm\'erful disciple,
took control of the order and in subsequent vears established
safe houses in cities across Thuria, Tordor, the Midlunds, and
Rynyr. The Orgoth commenced the so-called Wizard Hunts
in 54 BR and killed hundreds of aspiring arcanists, ultimately
shattering the Circle of the Oath. However, the order’s efforts
succeeded in spreading Kerwin's teachings. The Order of
the Golden Crucible was founded in 25 BR by survivors who
sought to obscure their purposes under the cover of simple
alchemy. When the spirit of true rebellion began to kindle
and spread, the Order of the Golden Crucible contributed and
ultimately played a key role arming those courageous enough
to defy their oppressors.

REBELLION AGAINST
THE ORGOTH

With the seeds of unrest planted, the subjugated population
began to stir. The hunts organized to stamp out bloodlines of
sorcerers and wizards did not arouse much general sympathy
due to the suspicion with which most people viewed workers
of magic. More than anything else, it was Orgoth interference
in organized religion that created an atmosphere ripe for
rebellion. The Vicarate Slaughter became the example of what
continued life under the Orgoth yoke would bring.

The final spark came at the end of 1 BR when the Orgoth
governor stationed at the fortress in Fharin declared that
the city must send a tithe of eight thousand slaves across the
ocean. These would be chosen by lots, and as the lottery was
implemented it became obvious that the Menite and Morrowan
priesthoods were targeted, as every priest of both faiths in the
city was chosen. In response, Fharin’s citizenry rose up in a
spontaneous and unorganized rebellion, seizing pitchforks,
spades, clubs, and dn'\'thing else that resembled a weapon.
Members of the city’s Order of the Golden Crucible distributed
alchemical explosives to the uprising. Orgoth troops and
warwitches were overwhelmed and killed, the fortress gates
blasted open, and the Orgoth governor’s head stuck on a pike
and paraded through the streets.

Word of the uprising spread across the central region and
soon became an organized rebellion. This was called the Iron
[-‘c]lm\'ship, and it stated its declaration of war against the
Orgoth in 1 AR, drawing a vast following from across what
had once been Thuria, the Midlunds, and Caspia. Despite early
successes, the Iron I-'ul]m\'ship survived for only six vears and
was L[lh‘l.‘-\]'lt_‘L{ by the Or:_;ulh in7 AR, its Icadcrsl'tip scattered,
and these territories taken back. Despite brutal reprisals, the
rebellion had begun and would not be stopped. The rebels
might have balked had they known it would require two

hundred years of bloody battles to regain their freedom.

Modern historians are convinced that the rebellion was an
inevitability, but that its success was not. The spirit of the people
was willing, but the weapons to overcome the Orgoth had vet
to be developed, and would ultimately require tools and talents
relying on the Gift of Magic. An unsung hero of this era was an
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occult scholar named Nivara, an uncompromising but brilliant
arcanist whom Thamarites deem the rightful successor to
Kerwin. Nivara innovated many of the fundamental principles
in the utilization of arcane energy as a weapon of war. She
trained dozens of arcanists in these techniques and many of her
disciples became the rebellion’s most notable battle-wizards,
presaging the warcasters of future eras. Nivara was also known
for her ingenious clockwork puzzles she used to train students
in mastering arcane formulae. These dangerous and mentally
taxing devices were loathed by those students, but would play
a key role in a subsequent inventions that were key to toppling
the Orgoth. Nivara ascended in 25 AR as a scion of Thamar, an
event that cast a shadow over her legacy and prompted many
former students to disavow her.

THE INVENTION OF THE FIREARM
AND THE ARMY OF THUNDER

In 28 AR Aurumn Alchemist Oliver Gulvont invented the first
firearm, a weapon that utilized alchemical blasting powder to
propel shot. The need for such a weapon was soon proven in
one of the great early battles of the rebellion, when in 32 AR
a large region of Tordor became a bloody battlefield of smoke
and fire. This would later be called the Battle of the Hundred
Wizards, the first great unveiling of Immorese battle-wizards
fighting alongside conventional forces.

Supported by local nobles, these formidable students of Kerwin
and Nivara together with many sorcerers saved from Orgoth
extermination managed to repel the Orgoth entirely from the old
Tordoran borders. Wielding elemental powers of fire, lightning,
earth and frost, and in overwhelming numbers the sorcerers and
arcanists bested the arrogant warwitches of the Orgoth. This
battle so was so decisive that it would require eight years for the
tyrants to retake the region. The Orgoth recaptured Tordor in
40 AR and executed hundreds of suspected arcanists. The people
of Tordor continued to resist by whatever means they could.

Working primarily out of the city of Leryn, the Order of the
Golden Crucible improved firearm design by 80 AR and set to
work in hidden laboratories manufacturing them as quickly
as its voluntary laborers could manage. The legendary Army
of Thunder rose up to liberate Rynyr in 84 AR wielding these
new weapons to deadly effect. The riflemen of this army left
the smoky streets and fields of Leryn and Merywyn slick with
Orgoth blood.

As with previous rebellion efforts, the Orgoth proved they
would not be easily cowed, and quickly counterattacked to
drive the Army of Thunder back to the towering walls of Leryn.
At the Battle of the Thunderhead in 86 AR, Leryn held strong
and repelled an army of over ten thousand Orgoth with an
arsenal of battle magic, alchemical grenades, and row upon row
of riflemen firing deadly volleys. While the rest of Rynyr was
reoccupied, this city held firm and became a bastion of hope
the first city since Caspia to hold against the enemy.

THE RIP LUNG PLAGUE

A terrible plague known as rip lung hit the region from 83 to
93 AR. It is uncertain whether this deadly disease took a greater
toll on the Immorese or the Orgoth, but both were affected and

THE RIVENING

While the Gift of Magic provided the weapons necessary
for humans of western Immoren to resist the Orgoth,
this event coincided with a terrible tragedy in Ios. In 140
BR, three years before the discovery of the first human
sorceress, losan society was thrown into upheaval by the
Rivening. In this year, for no apparent cause, most of the
priests of Tos were driven mad. Some killed themselves,
others committed murder or other depravities, and still
others tore out their eyes and ran through the streets
howling and screaming. This rash of insanity prompted
riots and chaos across the realm’s cities.

Later it was determined that these priests had been
overcome by strange visions and were shorn from
their connection to the divine. The conclusion was
inescapable: something had happened to the gods of
the Divine Court while on their exodus. Priests of the
goddess Scyrah escaped the Rivening largely intact,
suffering milder versions of dementia and retaining the
ability to manifest minor miracles by prayer. This was
explained when Scyrah returned, alone, in 34 BR. She
did not speak and fell into a deep slumber on entering
the fane in Shyrr, giving no explanation as to the fate of
the other gods.

This would remain a mystery, but certain radical sects
such as the Retribution of Scyrah would view the timing
between the Rivening and the Gift as no coincidence.
This led to the belief that the origins of human magic
was directly connected to the Vanished, as the missing
gods were known. There has been no proof of a link, but
members of the Retribution need none. Belief in human
culpability would become the primary motive for the
mage hunters of the Retribution, who feel driven to slay
human arcanists.

it certainly slowed the rebellion. Rip lung scythed through the
streets of urban centers leaving thousands of bodies in its wake.
The Orgoth put entire sections of cities to the torch rather than
bury the massive volume of the dead. This act in itself did much
to arouse the ire of the people, for it had long been taboo to
burn the dead without the proper oversight of priests, as this
act endangered the passage of souls to Urcaen.

Eventually an arcanist and alchemist of tremendous skill
named Corben was able to derive a cure for the disease. Even
more impressively, he was able to implement a system whureb_\'
the treatment could be produced quickly and efficiently
by other alchemists. Corben’s efforts saved hundreds of
thousands of lives, and perhaps also salvaged the spirit of
rebellion. By 93 AR the epidemic had been halted among the
Immorese, although it continued to trouble the Orgoth who
lacked similar alchemical solutions. Corben’s ascension nine
years later was a miracle that invigorated the Morrowan




< In the long term, this ascension legitimized the efforts
-canists and alchemists in the eyes of the Church of
- and its adherents, and Morrowan churches began to

- =anctuary to rebellion arcanists.

THE MECHANIKAL REVOLUTION

=== had done their part to free Leryn and had been

zble weapons in the hands of rebellion soldiers. However,

-chnologv was stolen by the Orgoth, who responded by

-zcturing their own crude firearms called blackdrakes.

-== potential of the Gift to aid the Immorese would come

== in the form of mechanika. This would be the science that
~lend engineering with the power of magic and bring
=s that would bring the downfall of the Orgoth.

=2 Order of the Golden Crucible continued to work from
ts were underway in old Thuria to restore Kerwin’s

n the occupied city of Ceryl a group of dedicated

- =:= came together to recover lost lore of the Circle of the
oir fellowship resulted in the founding of the Fraternal

- o2 Wizardry in 111 AR, which would become a bastion of
~cane theory and push the boundaries of the new art of
“a. The wizards of the day had a better understanding

~= energies than in Kerwin’s times, and the potentials
in Synthesis became a reality. One of the first
~ments was the 1'u1wplat0, \\th:'Cb}-’ arcane formulae
permanently inscribed on metal and invested with

his work was only made possible by the protection
=2 these wizards by the Church of Morrow in Cervl.
=-ound routes between houses of worship allowed for

cranspire in the city without the governor’s awareness.
to carry papers
=z ongoing work between the Fraternal Order and

u< couriers risked their lives

- 2he Golden Crucible arcanists, and together these two

3¢ ed substantial advancements. After the rebellion,
~Zers would become jealous rivals and prone to hoarding
Zze and secrets, but at this time they were united by

© o a shared enemy.

=sep forward occurred when Aurum Magnus Phineas

“z= of the Order of the Golden Crucible succeeded in
- = = stable arcanodynamic accumulator, a keg-sized device
store arcane energy for an extended time. It was

large but was a proof of concept and the Crucible

on found ways to make this device smaller, lighter,
= Zerably more powerful. Engineers and arcanists began
schematics and diagrams for weaponry that might

= potential of improved accumulators.

sher developments in this era seemed tangential

© have major repercussions. A number of Immorese
=== had been working to bring back the steam engine,
=ive before the Orgoth. This led to the crucial work of
:nn Nivin, an alchemist and one of the first arcane

<= who was fascinated with clockwork. He had been

small steam-powered automatons, primarily
=chnological challenge. He had difficulty finding a
nich it could control its motions rather than being

-ophisticated puppet. On the advice of colleagues,

Nivin made contact with the Fraternal Order and was soon

invited to join their number.

Nivin soon learned of an area of abstract study that had reached
an impasse and which might have bearing on his project. A
number of the order’s magi had been seeking to create a self-
sustaining circuit of arcane formulae that could emulate the
thinking processes of a living mind. Their work was based on
runic puzzles left behind by Scion Nivara and preserved by
the order. Excited at the possibilities, Nivin devoted himself to
this study, submitted himself to Nivara's puzzles, and quickly
thereafter succeeded in creating the first cerebral matrix, which
could mimic some of the reasoning capacity of a living mind.
Together with his apprentice Elias Decklan, Nivin created the first
man-sized automaton in 158 AR. Decklan continued to innovate
the design after Nivin's death, and to work on refinements which
would ultimately prove crucial to the rebellion.

Opposition to the Orgoth rule continued in the form of small
uprisings across western Immoren. While each was quashed
in turn, these succeeded in diverting resources and made it
difficult for the Orgoth to retaliate. Up until 147 AR the scope
of the rebellion had been limited to the Midlunds, Thuria, and
Tordor. But in this year descendants of the proud Umbrean
horselords gathered and led an army of nomads to liberate
Korsk and Rorschik from the tyrants. In 149 AR the Orgoth
laid siege to the Khards and their Umbrean allies at the gates of
Korsk, but were repelled by unyielding northmen. Cracks had
begun to develop in the Orgoth domination.

Adopting a name chosen in homage to the original Iron
Fellowship, the free cities of western Immoren became the Iron
Alliance. Comprised of armies from Korsk, Rorschik, Leryn,
and Caspia, they came together under the leadership of the
newly formed Council of Ten in 164 AR. While primarily a
human alliance, the ten leading generals included Grindar of
Tolok Kriel who represented the Thornwood trollkin who had
suffered at the hands of the Orgoth. All of the Dhunian races
living outside of Rhul and Cryx had endured hardship during
the Occupation as the Orgoth viewed them as animals, driving
their tribes deeper into the wilderness. Of these races, only the
trollkin joined in the Council of Ten and contributed major
forces to the Rebellion.

THE COLOSSALS

The work of arcanists in Ceryl was known to the Council of
Ten, who urged these great thinkers to relocate to Caspia for
their protection. Among those smuggled to Caspia was Elias
Decklan, whose exposure to the great foundries of this free
city changed his thinking on the scope of automatons. The
first cerebral matrix had been simple and crude, but he had
theorized a much larger device, one sufficient to emulate more
complex thought.

When Decklan presented this idea to other peers, its potential
use as a towering weapon of war became clear to all. Decklan
soon drafted schematics for a steam and magic driven
behemoth which could assail even the greatest of Orgoth
fortresses. The Council of Ten was persuaded that here at last
was a unique weapon the Orgoth could not counter. For the
next decade the greatest minds in western Immoren drafted,
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debated, and planned the most significant engineering feat ever
attempted by humanity. Not only would these colossals require
coordination to construct, but a huge volume of raw materials,
including iron-rich ore and rare metals and minerals needed for
the cerebral matrix.

The plan had obstacles, including the necessity to conduct
work in secrecy. When it originated in Caspia, few outside the
city knew of the undertaking. But soon others in the Rebellion
learned of the project, prompting an uproar among the Khards
which reignited long-buried rivalries between north and south.
As Korsk was also a free city and every bit as prepared to forge
great weapons as Caspia, the northerners began constructing
their own colossal foundries in turn, going so far as to steal
design schematics from their allies when these were not
voluntarily handed over.

A solution for raw materials came from an unexpected source.
Since early in the rebellion, various groups had sent emissaries
to Rhul asking for intervention. All of these had been turned
down, but the political atmosphere in the Moot of the Hundred
Houses had begun to shift. Repeated pleas for help and the
increasing successes of rebellion forces finally persuaded the
Stone Lords. Rhul had begun to pay greater attention to affairs
beyond their borders and had gathered sufficient awareness

to recognize the Orgoth as poor neighbors compared to the

native Immorese.

The tipping point came when emissaries of the Council of
Ten revealed the plan to construct the colossals, a calculated
risk at that time. The Rhulfolk became fascinated by the
possibilities of such technulogy, having been unaware of
the advances made by human arcanists and engineers. An
agreement was made whereby in exchange for knowledge of
the alchemy behind firearms, the secret of the cerebral matrix,
and schematics for colossals, Rhul would give its support. It
would not directly intervene in the fighting, but agreed to ship
vast quantities of materials—not only ore but Rhul-smelted
metals and alloys, as well as completed parts created in the
forges of Ghord. These contributions and later shipments of

coal proved vital in the years ahead.

In 188 AR, the Orgoth discovered the Khardic facilities and
assailed the free city of Korsk. The Khards were overwhelmed,
their foundries were destroyed, and captured alchemists
and wizards suffered indescribable torments at the hands
of the Orgoth. The Khards immediately suspected betrayal,
believing Rhul had entered into their arrangement with the
Council of Ten only after making secret arrangements with
Caspia that the colossals would stay out of the hands of the
northmen. Either the Rhulfolk or the Caspians are said to
have betraved the Council by informing the Orgoth about the
Korsk facilities. In doing so not only would the northerners
be deprived of colossals but the battles in the north would




Cupy the Orgoth, letting the northmen take the brunt of the

=oth's wrath. The truth of this conspiracy is unknown, but
== in this betrayal among the Khards intensified animosity
cen north and south.

ing the assault on Korsk, the Iron Alliance tripled its

== in Caspia and the first colossal strode from that city’s

- == in 191 AR. With five more completed in rapid succession,

=on Alliance was ready. Controlled by battle wizards of the

==rnal Order, these colossals and the armies marching with

— destroved the Orgoth fortress near Fharin, along with a

- zarrison. So began a decade long struggle as rebellion

= == took back lands that had been under Orgoth rule for
_ries. The colossals crushed all opposition.

= the Orgol]l were driven quickly from the southeastern
~ces, the rebel armies were hindered by supply lines and
Hculty pLishing deep into enemy territory in the early
12 colossals consumed a prodigious volume of coal and
- =nd required constant supervision and regular repairs.
~emyv adapted, finding it easier to destroy the wizards
the machines than the colossals themselves.

f controllers, colossals were diverted away, isolated,

Sestroved.

:-mies had to change their tactics. Small armies followed
ssal, using it as their vanguard while safeguarding

:h the arcane skills to control these great machines.
-rangement and the example of the rebellion battle
~== are seen as the precursor to modern warcasters and

siegroups.
Jrzoth were steadily pushed back to the sea they

the Scourge. The fleeing Orgoth did their best to
=rv record they had written and every structure they

. Their great black keeps were demolished rather
ng them to fall to the enemy. The Scourge reduced
- cities and towns to waste. The Orgoth salted fields,

V]

ells, scorched the earth, and slew untold multitudes
= 2= they fled to their blackships and sailed west. The
2s so thorough that not one map of the Orgoth

been unearthed in the centuries since. Very few
o the Orgoth tongue survived, leaving their culture
== an enigma. Yet in 201 AR, the Orgoth were driven
continent and never returned.

THE IRON
KINGDOMS ERA

~=zinning of a new epoch was marked by the stirring
~=lion in western Immoren, it had been a long and

It was not until 202 AR tlat the new era was
Corvis Treaties. This was a gathering of the

“en, necessitated by some of the difficulties of the
siermath of the Orgoth, where each region was

establishing order and organizing to provide
z=znds who were suffering.

THE CORVIS TREATIES

The Council of Ten met in the city of Corvis and discussed the
borders of the newly independent kingdoms. The Orgoth had
left horrible scars upon the region, not only from their long
occupation but the destruction left by the Scourge and the
battles of the Rebellion. The new nations established by this
treaty would come to be known as the Iron Kingdoms.

While there was some discussion of restoring the old kingdoms
that had predated the Orgoth, this was rejected. The people had
come to identify with the larger regions set down by the Orgoth
governors. This gave rise to four kingdoms:

* Cygnar in the south, encompassing the Thornwood, the
Midlunds, Caspia, and a significant portion of Thuria.

* Khador in the northwest, including the old Khardic lands,
Kos, Skirov, and western Umbrey.

® Llael in the northeast including what had been Rynyr and
the eastern lands of old Umbrey.

® Ord in the west, unifying northern Thuria and Tordor.

Certain groups had already seized authority among the Council
of Ten. Caspian noble bloodlines laid claim to governing
Cygnar, and none could refute the role of the City of Walls and
its industry in the Rebellion. The old Khardic nobility was well
positioned to claim governance over Khador and the Tordorans
rose to rule Ord. The once proud eastern Umbreans did not
contest the Ryn for rulership of Llael; Umbrey had suffered
particularly heavily under the Orgoth, with many of its eastern
noble bloodlines extinguished. The Ryn had the resources to
rebuild the shattered region and so cemented the loyalty of the
surviving eastern Umbreans of this area.

Not all were in agreement over these borders and the debates
were heated. The Khadorans left dissatisfied, for they had
pressed to restore lands once claimed by the Khardic Empire,
which included a substantial portion of what would be ceded
to Ord, Llael, and the northern Thornwood. But in the wake
of the Rebellion, their bluster had no bite. The destruction of
their colossal factories combined with the ravages of war left
the Khards in a weak position. No one but the Khards wanted
to see the Khardic Empire restored.

RECONSTRUCTION
AND THE NEW ARCANE ORDERS

The early decades after the Rebellion were dominated by
tremendous efforts of reconstruction across the new kingdoms.
Technological gains provided many benefits, particularly in the
swift reemergence of steam-powered machinery. In 211 AR, the
newly established Steam and Iron Workers Union consolidated
the labors of hundreds working to meet the demand of
engineered production and repair work. Within twenty years
steam-powered boats were again traveling the waterways.

The minds of arcanists and mechaniks soon turned to finding
other uses for technologies. The arcanists of the Fraternal
Order of Wizardry were involved in expanding arcane lore.
Experiencing unprecedented freedom, many of the order's
cabals followed once forbidden lines of research. Others
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expanded their influence, establishing major branches in
most significant cities, particularly in Cygnar, Ord and Llael.
Establishing new chapter houses and acquiring lucrative
contracts for mechanikal fabrication work or arcane consulting
necessitated paying bribes and doing favors for nobles and
government officials, often of dubious legality.

This led to a major scandal in 232 AR when a pious magus named
Copernicum revealed that the Fraternal Order was riddled with
corruption. Copernicum and a number of his followers left the
order after accusing many of its highest officers of black magic
and other illegal activities. The Order would weather this
scandal, although its reputation was besmirched and a number
of mages were tried and executed after being convicted of
practicing necromancy and infernalism.

Copernicum went on to establish the Morrowan Order of
[Mlumination. The Order became a significant agency of the
Church, specialized in matters of the arcane. While the order
included pious mages seeking to follow in the footsteps of
Asc. Corben, it became most notable for its role as the church’s
dedicated witch hunters. The Order of Illumination vowed to
stand vigilant against black magic in all forms, rooting out
infernalism, necromancy, mesmerism, and Thamarite cultists
responsible for spreading these nefarious arts.

Fraternal Order arcanists continued their innovative works.
Among their accomplishments was the refinement of the
cerebral matrix. Reducing its size and experimenting with
more complex arcane relays resulted in the invention of the
first cortex, a tremendous improvement which allowed for
smaller and more practical automatons. The first steamjack
was built in 241 AR by the Fraternal Order Magus Bastion
Rathleagh, working with the aid of the Steam and Iron
Workers Union. Designed to be machines for labor instead
of war, more followed, made in a variety of sizes and
configurations. Improved cortexes allowed steamjacks
to follow complex orders and their smaller size required
considerably less fuel and water. The demand for steamjacks
created an entire industry, while also bringing a tide of
wealth into the Fraternal Order of Wizardry.

Khador meanwhile continued to seethe over her lost
territories and the need to rely on a private agencies like the
Fraternal Order for its cortexes and the Order of the Golden
Crucible for blasting powder. Having restored much of its
industry and expanding both its mining and manufacturing
capabilities, this northern nation had begun to restore
its armed might. The Khadoran sovereign, King Lavesh
Tzepesci, was aware that his nation stood in peril and could
never properly defend itself so long as colossals remained
solely in the hands of the Cygnarans. Secretly he ordered
new foundries built in Korsk. Lavesh’s spymaster contacted
arcanists of Khadoran blood who had gone abroad to learn
the secrets of various arcane orders.

A conspiracy began amongst the northern arcanists, including
several that had gained the trust and confidences of higher
officers in the Fraternal Order’s Stronghold in Ceryl as well as
the Thunderhead Fortress of the Golden Crucible in Leryn. In
243 AR these conspirators stole hundreds of irreplaceable tomes

of arcane lore, alchemical formulae, and cortex fabrication
schematics. On their return, these patriotic arcanists were
rewarded by Lavesh, many with titles, and they formed the
Greylords Covenant, an exclusively Khadoran order that
quickly became an extension of the Khadoran military and
connected to that nation’s spy network. Khador could now
manulfacture her own cortexes and as much blasting pm\-'der as
access to raw materials allowed.

THE TROLLKIN AND COLOSSAL WARS

Cygnardid notimmediately respond to Khador's rearmament,
being caught up in massive trollkin uprisings which swept
the Gnarls and the Thornwood starting in 242 AR. While the
trollkin kriels of these regions had been given allowances in
the Corvis Treaties, the kriels had found their lands violated
by humans seeking resources to fuel reconstruction efforts.
Combined with human efforts to exploit every waterway for
shipment of goods and materials, the kriels saw themselves
being overrun and pushed out of several regions in disregard
for old agreements. Unrest escalated into a full war which
swept northern Cygnar and southern Ord.

Eventually Cygnar committed its colossals to battle against
the trollkin, and where these giant machines strode, the
trollkin fell in droves. In 247 AR after suffering several brutal
setbacks, the trollkin surrendered and this ended the First
Trollkin War. By this time Cygnaran spies had learned of great
foundries working on war materials in Korsk. Accordingly,
the Cvgnaran colossals remained in this region rather than
returning to Caspia. These colossals and warcasters became
the Colossal Guard, headquartered out of Deepwood Tower
in the Thornwood, where they could watch the border shared
with Khador.

Just three years later King Lavesh committed to massive
attacks against both western Llael and northern Ord, striking
to seize lands that had once been part of the old Khardic
Empire. The ensuing war engulfed all the nations of the Iron
Kingdoms as Llael, Cygnar and Ord fought together against
the Khadorans. For the first time colossals clashed face to
face as those built by Khadoran hands contested with those
from Cygnar.

Older Cygnaran colossals did not fare well in early battles,
suffering against more recently designed and heavily armored
Khadoran machines. Cygnaran foundries blazed day and night
to produce newer and better colossals. The Colossal War was a
seven-year conflict that saw the old peace of the Corvis Treaties
permanently shattered. Massive iron giants tore each other
apart amidst fields of rifle fire, bloodied pikes, and explosive
displays of arcane magic.

Ultimately Khador’s
sustaining the pace of production. Not only were Khador’s
attacks repulsed, but the allied armies of the three southern
nations made advances onto Khadoran soil. Khador finally
surrendered in 257 AR after losing decisively at Volningrad.
The Khadorans suffered the indignity of agreeing to dismantle

war industry proved incapable of

their remaining colossals as well as the foundries where they
had been built. Cygnar ceded back lands seized from Khador
in the conflict, having had no expectation of permanently
occupying them.
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xhador was pacified, the trollkin kriels of the region
-ezained their strength and had grown more militant,
red, and indignant about the human armies marching
Trollkin into Ordic

territory escalated into the Second Trollkin War

=0 their lands. incursions and

AR. The trollkin had learned from previous battles

fucted their strikes strategically, taking advantage
1in to cover retreats and make it difficult for the

1ard to retaliate. The gigantic machines had begun

their limits, having been designed for attacking fixed

sther colossals, and masses of enemy forces. They

fculty negotiating the dense forest while fighting
== using skirmish tactics. Several times trollkin and
-blood trolls fighting alongside them managed to
tate colossals using primitive means, which shamed
-zn military leaders.

soonse, Cygnar’s King Woldred ordered his generals
new weapons. Arcane mechaniks along with

-2nts from the Fraternal Order of Wizardry presented the
- warjacks, making use of smaller but still formidable

= emploved for labor steamjacks, but modifying them for

= fdrst warjacks served in the final years of the Second

i, proving their effectiveness as the trollkin were
k. King Woldred personally attended peace talks

Sresen

itatives of the kriels to end hostilities at Hadriel

= 267 AR. The Cygnaran crown deemed the trollkin
te grievances and granted the kriels expanded

* paid sums for the restoration of destroyed villages

in addition to granting the trollkin regular fees for the use of
certain waterways. The trollkin were to be subject to Cygnaran
law except within the narrow confines of their kriel lands where

thev could govern themselves.

Military strategists and the younger generation of warcasters
were quick to see the advantages of the new warjacks. These
constructs had been built with the latest and more sophisticated
cortexes, had much greater range of motion and could be fielded
more easily alongside infantry. A combination of advances to
cortexes along with their ability to independently negotiate
terrain meant a warcaster could more easily control multiple
warjacks. In 286 AR King Woldred decommissioned the
colossals and had his engineers convert those great foundries
to warjack production. Production of similar machines was
embraced in the other nations as well.

While war fabrication proceeded apace, the peace was
strengthened by a changing of roval dynasties in Khador.
The long and dark reign of Lavesh Tzepesci the Tormentor
ended with his death to old age in 272 AR. King Dmitry
Dopatevik ousted the warlike Tzepesci line and proved to be
a more peaceful and diplomatic sovereign, willing to engage
in negotiations with foreign ambassadors. Indeed, an amicable
relationship was established between Kings Woldred and
Dmitry as the two shared similar ruling philosophies.

o BRI

e 10

N

B R




@ HISTORY OF WESTERN IMMOREN

THE GRIM YEARS OF KING MALAGANT
The political situation in Cygnar changed after King Woldred
drafted his Accord-By-Hand Covenant in 286 AR. Woldred’s
Accord allowed the Cygnaran king to choose his own successor,
even outside his bloodline, so long as that successor was of
sufficiently noble blood. To satisty probity, Woldred required
the terms of succession be witnessed and implemented by the
Menite priesihmmd who had long overseen roval succession as
keepers of the True Law. While the Menite religion had waned
to minority status in C}'gnar, they retained :aig:‘tiﬁcant sway
with the nobles and retained authority as an ancient right.

While this accord would prove its merits stabilizing the Cygnaran
succession in subsequent centuries, Woldred was unable to benefit.
He died suddenly in 289 AR and his own terms disappeared. The
Menite priesthood came forward to act on his wishes but faced a
sudden coup by Woldred's nuphen' Malagant, wholed asmalla rmy
to claim the crown. Called the Grim King, Malagant proved to be
a bloodthirsty tyrant who consolidated his power by executing
rivals and gaining a stranglehold on the Roval Assembly. After an
outbreak of public outcry, Malagant entered into an alliance with
the Church of Morrow, which had been seeking to establish its
supremacy as the kingdom’s majority religion.

The Church of Morrow’s endorsement of Malagant’s right to the
throne served to pacify many of the kingdom’s pious citizens
and nobles. But when the Caspian Temple of Menoth refused
to do the same, Malagant accused its priests of treason and had
them arrested, tried, and executed. By the end of 290 AR, over
200 Menite priests and officials had been sent to the gallows.
This provoked years of religious unrest that created a lasting rift
between these religions in Cygnar. Two separate assassination
attempts on King Malagant gave the king the justification he
required to make the royal decree in 293 AR that the Church
of Morrow was now the state religion of Cygnar. The ancient
rights once granted the Menite priests were revoked.

In a dark time for Menites in Caspia; many old temples in
the western city were desecrated and several were set ablaze.
Acting allegedly to protect ordinary Menites, Malagant ordered
hundreds of families forcibly relocated to eastern Caspia, and
many of their assets were seized. A large portion of the city
east of the Black River became home to the city’s large Menite
minority. While this reduced the violence, it cemented the
division between Caspia’s faiths.

THE BORDER WARS

King Dmitry of Khador was assassinated in 286 AR and the
throne was claimed by his wife, Cherize. She proved to be a
bloody minded monarch who quickly set about preparing for
war. Queen Cherize hoped to take advantage of the Cygnaran
succession problems by seizing the northern Thornwood. She
hoped to gain access to the Black River, which would enable
Khador to disrupt trade along that vital waterway:.

Cherize entered into an unusual arrangement with the savage
Tharn tribes of the Thornwood—some of the last descendants of
the Molgur—encouraging them to attack Cygnar while Khador’s
armies made their advance. The Tharn proved to be formidable

adversaries in this familiar terrain. Cygnarans put aside their

e g
j " DISCOVERY OF CYRISS,
"- THE CLOCKWORK GODDESS

In 283 AR, an astronomer of the Fraternal Order of ;
Wizardry named Aldophous Aghamore discovered a =
celestial body, a "Dark Wanderer,” by use of powerful
new telescopes. Soon thereafter, Aghamore was beset N

§« by strange dreams which he claimed were visionary.

i Through these he learned the name of this planet, L

Cyriss, and became convinced he was in communion

y with a divine being. Aghamore wrote of the planet as the ¢

4! body of the “clockwork goddess” or “maiden of gears.” ‘
Aghamore was discredited by his peers until other
reputable astronomers began to have similar dreams #
and started to correspond and then meet in person. -

M| This gave rise to the Cult of Cyriss, western Immoren'’s
newest religion.

Cyriss’ place in the cosmology is not well understood ’
by theologians. Her worshipers believe Cyriss to be _!?
a hidden primal goddess—not a "new” deity, only *
newly discovered. She embodies fundamental natural
j principles, in particular those that govern the movement
of celestial bodies and the means by which the world
can be understood through mathematics. Her domain
is astronomy, mathematics, and engineering, and her
adherents claim she was awaiting discovery by those
intelligent enough to unravel her location and to decipher
clues revealing deeper mysteries. Enigmas and puzzles
are central to this cult’s relationship with the goddess, as
they believe she provides portents through hidden codes
and solutions buried in obscure mathematical formulas.
Rumors about “clockwork priests” that have surrendered
their bodies to gain immortality as machines seem
perilously close to necromancy by Morrowan standards,
but these rumors have not been confirmed. |
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religious differences in light of this new threat, and the crown
mustered its own armies while also hiring large mercenary
forces to bolster its numbers. This was the start of an extended
conflict that would eventually be called the Border Wars.

The early vears of this conflict have assumed legendary
proportions. Cherize has been described as a sorcerer-queen
of Khador, vilified in the southern kingdoms as a Thamarite.
Khadorans have refuted this, but Cherize was certainly feared
by her own people and was suspected of having killed her
husband. The involvement of the Tharn tainted these battles
as these savages conducted barbarous rites including feasting
on the flesh of the fallen. While King Malagant was a tyrant,
the barbarity of his enemies combined with the support of
the Church of Morrow brought many Morrowan knights and
priests into the conflict on his side. The war in the Thornwood
was proclaimed a struggle between Iight and darkness, a
claim supported by Tharn manifesting fell blood-sorcery

L



-ile Morrowan battle-chaplains evoked miracles through
ent prayers.

“Zing to the mystery surrounding this war were the peculiar
~Z= of both sovereigns. Cherize vanished in 295 AR and her
was never found. King Malagant suffered a number
—ersonal tragedies in the course of the war, including the
—aval of one of his most trusted champions leading to
death of his beloved queen. Two months after Cherize
-=opeared, he died of a wasting disease. The fighting in the
-nwood proved inconclusive, and the Border Wars would

- zst both Cherize and Malagant.

Zvgnaran succession had been cast into turmoil by the rise

‘zlagant and the dismissal of the Menite priests, leaving
dom for twelve years without a king. During this time

val Assembly and various military leaders attempted to
-n the nation, but with limited success. Khador proved
to take advantage of the situation. Their own succession
=2 achild queen on the throne, but she was supported by the
= - ous Lord Regent Velibor who ruled in her stead. Seeing
-akness of the Cygnaran position, Velibor launched the
Expansion War, the most successful years of the Border

-< ror Khador.

“=r than confronting Cygnar, Velibor urged his armies to
- azainst northern Ord. While some of the initial assaults
ulsed by the stalwart Ordic defenders, the Khadoran
-:ained momentum and began to make solid gains. The

n appealed to Cygnar for aid, but were only given
military support as the Cygnarans were torn by political
7. Velibor expanded his operations and sent a smaller
zainst eastern Llael.

:r ground on over several years as both Llaelese and
rmies failed to halt the Khadoran advance. The Ordic

or Cathor I was killed in the Battle of the Broken Sword

R. heroically leading a charge against the enemy. His

= weapon was recovered and became an important Ordic

= - representing defiance. The Khadorans pressed on and
=xt vear gained the greatest victory with the seizure of

n port city of Radahvo.

T=E SIEGE OF MIDFAST

Velibor's shrewdest maneuvers amid this extended
as finding a way to turn an internal conflict to
=7t Even as the trollkin inside Cygnar undermined

peace, Khador struggled with its tribal peoples,
= of a forgotten age. A large number of barbarian tribes

-2 in the frozen northern mountains and forests. The last
znce of these tribes assembled late in 304 AR, intent on
=== the fertile farmlands of the interior which had been
~—=rended. Velibor met with tribal leaders and convinced
-2z to strike at the south, where the gains and glory

=2 ereater.

-zrians turned their numbers against Ord, laying siege
v fortified city of Midfast. Velibor intended to use
cX fodder to presage his invasion deeper into Ord.

defenders had been pushed back to a long line of
Is stretching west and east from Midfast, which had

proven difficult to assault. Seeing Midfast as the lynchpin of

Ordic defenses, Velibor hoped to crush the city beneath the
horde and sweep on to the capital.

Midfast held for weeks against the horde while its defenders
dwindled. The Siege of Midfast would become one of the most
famous battles in the history of western Immoren, remembered
for the heroism of Captain Markus Graza, an Ordic officer and
devout Morrowan who led the defenders after the deaths of
his superior officers. Even before his legendary last stand,
Markus proved his skill and dedication, holding against
vastly superior numbers. Despite his efforts, an expected
reinforcement army from the capital did not arrive, bogged
down amid muddy roads.

As Midfast's ammunition stores dwindled and its wounded
defenders faced exhaustion, Markus went alone from the city
under a banner of truce. Drawing on his knowledge of the
beliefs of the northern tribes, Markus offered a ritual challenge
to the chiefs of the horde. By their terms Markus was required
to fight all fourteen chiefs, each in turn, a seemingly impossible
task. As the gathered barbarians and the defenders on the wall
watched, the siege was put on hold for a week as Markus faced
two duels a day with the mightiest barbarian chiefs. Amid this
crucible, Markus won victory after victory, suffering grave
injuries on the fifth and sixth days. His resolve daunted the
remaining chiefs. By the final day even the barbarians of the
horde cheered for Markus above their own. In the last battle
Markus found the inner reserves to endure, calling on his faith.
Ascendant Katrena manifested in the sky above as Markus
defeated the last chief and collapsed.

The light of Markus’ ascension to join Katrena awed all gathered
even as the reinforcing Ordic army finally arrived to advance on
the horde. Thousands of barbarians were so stunned that they
surrendered at once, casting weapons aside. Those that fought
were swept from the field and ridden down. The Khadoran
Army had been camped to the north of the barbarians and
witnessed the miracle of ascension—seeing Morrow stood
against them, their ranking kommandant ordered them to quit
the field. Against all odds, Ord stood victorious. The northern
barbarian tribes never regained their strength, while Markus
became a revered figure among Morrowan soldiers.

Despite this defeat, the Khadoran Army persisted in the
months ahead and the Border Wars continued for eight long
and bloody years. The Siege of Midfast is seen as a major
turning point, as Khador had no significant gains after this
and Velibor became increasingly hated and despised. Juliana
the Maiden Queen took the Cvgnaran throne in 308 AR and
sent armies in support of both Ord and Llael. Cygnar soon
entered into a formal alliance with Llael, and Cygnaran
soldiers and warjacks became a common sight in the last
battles of this period.

Queen Ayn Vanar V assumed her majority in 307 AR but it
was not until 313 AR that she realized Velibor and his military
advisors had bankrupted the kingdom treasury. Ousting the
former lord regent and his cronies, she put an end to the war
and negotiated peace. Laedry was ceded back to Llael but the

Khadorans retained Radavho, which they named Vladovar.




DESTRUCTION OF ISSYRAH
AND DEFEAT OF EVERBLIGHT

In 390 AR the Iosan city of Issyrah was beset by horror
and carnage by the emergence of the dragon Ethrunbal,
also known as Everblight. This dragon had secreted itself
below the city and had been lairing there for decades,
capturing Iosans and exposing them to its draconic
blight. The existence of this dragon was discovered when
one of these blighted victims got loose from the empty
Fane of Ayisla and killed several innocents. The dragon's
existence was deduced by Iosan diviners, prompting
considerable alarm.

While military forces quickly gathered from the Gates
of Mists and Storms, the Iosans underestimated the
threat. Rather than evacuate the city, the soldiers sought
to confront the dragon directly. Ethrunbal erupted
from beneath the earth and began wholesale carnage,
laying waste to Issyrah and slaughtering thousands
of inhabitants. Eventually massed military forces
overwhelmed it, but only after suffering staggering
losses. Iosan sages knew enough to extract the dragon’s
athanc, which they sealed away and sent from their
lands into the frozen northwest, hoping it would never
be disturbed.

Velibor was exiled and lived the rest of his days as a pariah,
remembered for having wasted a generation of Khadorans
in his wars. While the cost was deemed too high, Velibor
succeeded in expanding the borders of the Motherland and
would be remembered less harshly by later generations.

THE QUIET CENTURY

The time known as the Quiet Century was an era closer to a
hundred and fifty years where the kingdoms thrived and
prospered without being marred by open war. This would be
a time of tremendous invention and growth, and also saw the
start of the rising middle class across several of the kingdoms as
the gains from industrialization began to manifest.

Though conflict was inescapable, the character of warfare
in this period shifted from open declarations of hostilities
between the Iron Kingdoms to smaller scale sporadic battles
as the kingdoms tested borders and added new innovations
to their armed forces. Espionage and sabotage became the
more common expression of hostility in this period. The Quiet

Century saw a resurgence of the mercenary tradition that had
thrived in the Thousand Cities era. With kingdom armies

reluctant to engage but governments still competing, it became
common for mercenary companies to be hired to conduct
proxy wars, earning considerable coin for their paymasters.

This century saw the
universities and military academies, while systematic efforts

founding of several significant
were put forth to expand scholastic pursuits, mastery of
mechanika, and the training of military officers equipped
for the changing face of warfare. A number of mechanikal
wonders were created in this gap between major wars and
conflicts. In 343 AR, Magus Julian Montfort created the first
prototype for warcaster armor. The founding of the Khadoran
Mechaniks Assembly in 393 AR did much to promote and
encourage engineering in that nation. This would eventually
lead to military advances such as Man-O-War armor and the
implementation of the first major railroads. While costly to
build and slow to develop, rail lines began to be implemented in
numerous regions, first to expedite mining but later emploved
for a wide variety of shipping. In 436 AR Cvgnaran Magus
Ashlan Halstead invented the arcantrik relay, precursor to
the modern arc node, a mechanism that greatly enhanced the
tactical options for warcasters on the battlefield.

Religious scholarship achieved advances as Sancteum
theologians sought to reconcile the beliefs of major faiths,
leading to a cohesive cosmology. Several tomes of scholarly
study were printed describing the memories of those who
had died briefly but then been returned to life by miraculous
intervention. This led to the publishing of Accounts of Urcaen
by Exarch Rudyin Goresecha in 320 AR, an account of the
geography of the afterlife that proved to be extremely popular.
The Caspian Temple of Menoth responded fifteen vears
later with City of Souls, a vivid depiction of the City of Man,
Menoth's domain, with exhortations for humanity to heed the

words of the Lawgiver.

As a reminder of Thamar’s pervasive influence on Immoren,
the city of Mercir was nearly burned to the ground in 415 AR
by Stacia Versh, who had been branded a witch by the demand
of the city’s Order of Fraternal Wizardry. Evading capture
she subsequently declared war upon the city’s arcane society
and nearly consumed the city in a conflagration before her
dark ascension. Stacia’s struggle emboldened a number of
independent arcanists who struck out at the Order believing it
was unfairly hording arcane lore. Caspian spies took advantage
of this by paying bribes to encourage thefts of specific materials
and thereby acquired schematics for their own use. The
C}'gnat‘an Armory s-;ubf-;equentl}-' began to construct its own
advanced military grade cortexes.

SECOND EXPANSION WAR

Canon fire off the coast of Ord sounded the end of the Quiet
Century when Khadoran and Ordic navies clashed in 464 AR.
What began as a dispute over privacy soon erupted into the
Second Expansion War, as King Mikhail Vanar ordered the
invasion of Ord. The naval battles of this war were among
the largest and most impressive ever conducted in western
Immoren, involving hundreds of warships in massed battles.
Turning to her naval power, Khador bypassed Midfast with its
great army, landing forces to storm Corbhen instead.

While Cygnar was not allied to Ord, King Hector Sunbright II
foresaw future peril if this neighbor was compromised. He




=+ his northern fleet from Ceryl to harass the Khadoran ships
-ile his land forces secured the Rohannor River, preventing
dor from taking Berck, creating a stalemate by winter, This
-wed against the Khadorans, as they were overextended
== their supply lines from Corbhen remained vulnerable.
© two vears of bitter fighting, the mixed Cygnaran and
"¢ soldiers pushed the northmen back. A large number of
—<-cenary companies from as far away as Llael and Caspia
~=d in the conflict.

~=n the Khadorans were pushed back to Corbhen in late
- AR, Cygnar withdrew. The Ordic treasury was sorely
~~===2d by the hungry mercenaries and could no longer pay

- wages. The loss of the Cygnarans and mercenaries
ied the war another year before the beleaguered Ordic
~—— liberated Corbhen and a truce was declared in 468 AR.

“hadorans lost their taste for battle as King Mikhail fell
iness and died just weeks before the end of the war.

ZYGNARAN CIVIL WAR

- internal strife had been overlooked amid other conflicts,
——=2r simmered with a rising tide of religious animosity

-n Menites and Morrowans. This had occasionally
~=d into isolated incidents of bloodshed, but previous

-= were nothing compared to the rift that would tear
-.21n half starting in 482 AR.

= =z the Menites of the eastern city arose a charismatic and

-anking priest named Sulon. He put forth a summons
-z on all Cvgnaran Menites to come to Caspia and attend
-ds. This summons spread quickly and tens of thousands
-nites gathered from all corners of the kingdom. Before
—asses, Sulon proclaimed himself hierarch, a special title
2ted with the absolute power of the priest-kings of old.

= —ultaneously seized control of Caspia east of the river,

THE COIN WAR

L minor but notable conflict broke out during this
=== in Llael. Seeing Cygnar's swept up in civil war,
‘==cor invested in mercenaries to assault this smaller

~=-~iories. The Coin War was an escalating series of
=="7'2s conducted almost entirely by proxy. This was an
=i=rzmely lucrative time for mercenary companies in the
~=z on as they entered into bidding wars with both sides.
= = war ended inconclusively, but with both the Llaelese
=~z <hadoran treasuries diminished. This had the result
= forcing Llael to reduce its standing army, and after
== =znd of the Civil War, Cygnar felt obliged to send
==C onal troops into the region to protect its ally. This

unaware of the nature of the Menite throngs, the Caspian city
watch tried to disperse the crowds. This prompted a frenzied
revolt as thousands of pilgrims rose up and slew over three
‘hundred watchmen.

This incident ignited the Cygnaran Civil War, which raged
from 482-484 AR. Zealous Menites nearly razed the river
districts on the west bank of the city in the fighting that
followed. The fate of Cygnar’s capital seemed to hang in
the balance until Sulon fell in battle. His death dealt a great
blow to the morale of the Menites and opened the door for
peace. High Prelate Shevann, head of the Morrowan Church’s
treasury and a woman of spotless reputation, stepped
forward. Serving as spokeswoman for Cygnar’s King Bolton
Grey V, she entreated Sulon’s successor, Visgoth Ozeall,
for an end to violence. After protracted discussions with
concessions on both sides, the Protectorate of Menoth was
created to end the religious strife.

For a time this succeeded. The Menites were ceded an expanse
of land east of the Black River and the entirety of eastern
Caspia, which they renamed Sul in honor of Hierarch Sulon.
The Protectorate had leave to govern their people as they
saw fit without interference by the Cygnaran throne. It was
understood that the Protectorate would remain part of Cygnar
and subject to disarmament and taxation. Shevann ascended to
join Morrow in 500 AR and is praved to by any negotiating for
peace or signing contracts made in good faith. The peace she
achieved would not last indefinitely, but Shevann’s name is still
invoked by those trying to soothe religious disputes.

EXPANSION OF THE PROTECTORATE

The Sul-Menites quickly expanded into the harsh territories
east of the Black River. These largely barren lands were seen as a
challenge from Menoth and their subjugation a divine mandate.
The Protectorate would over time convert most of the Idrian
tribes. A great earthquake in 504 AR amid one of the largest of
these conflicts devastated the Idrians and left the Sul-Menite
soldiers intact. This was seen as a sign of divine intervention
and prompted the conversion of tens of thousands of Idrians
to the Menite faith, bringing with them the large settlement
of Imer. This city would become increasingly important as it
was built up through great construction efforts before being
transformed into the capital of the Protectorate.

The Sul-Menites soon discovered a number of previously
abundant diamonds
that could be bartered with foreign powers and massive

unknown resources. This included
underground deposits of a flammable oil which was processed
into Menoth’s Fury, a powerful incendiary liquid. Additionally,
the hills east of Imer proved to be rich in iron and other
minerals, and in time the Sul-Menites discovered long-
abandoned quarries allowing the construction of great temples
and towering buildings in Imer. One of the greatest finds of the
era was the rediscovery of Ancient Icthier and what remained
of the walls bearing the original True Law. Through these and
other signs, the Sul-Menites grew resolved in the notion that
their settling this region was preordained and would facilitate
restoring Menoth's faith across western Immoren.
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HISTORY OF WESTERN IMMOREN

FIRST THORNWOOD WAR

Crowned in 489 AR, five years after the end of the civil war,
Cygnar’s King Grigor Malfast led his nation into an era of
growth not seen since the days of Woldred the Diligent.
Steamjacks became prevalent, and the once-depleted Cygnaran
coffers filled with coin. Instrumental in this was Malfast’s
trusted vassal, Archduke Vinter Raelthorne II. The archduke
would play a major role in the conflicts of the region.

The Khadoran King Ruslan Vygor was a man of dark tempers
and simmering rage. While no one dared speak it openly,
Khadoran nobles deemed their king mad—Vygor saw himself
as Khardovic reborn. While fired with Menite zeal, his mental
instability made him a difficult man for the Khadoran Menite
priests to embrace. Vygor nursed a hatred of Cygnar and its
prosperity and accordingly he initiated a wild plan of conquest.

Despite his dubious sanity, King Vygor implemented numerous
lasting reforms to Khador's military. At Vygor’s request the
nation invested in more warjacks than had ever been produced,
and he also increased the scope of martial organizations like
the Iron Fangs, trained to fight enemy warjacks. After working
to create the greatest army seen in the modern age, in late
510 AR, Vygor sent a portion of this force, including the bulk of
the renowned Khadoran cavalry, to harass the border defenders
of Llael, knowing this would force King Malfast to respond.
As predicted, Cygnar's king sent its main army led by Vinter
Raelthorne north to beat back the impending invasion. At the
same time Vygor personally led an even larger force of warjacks
and the full might of Khador’s heavy infantry straight into
the Thornwood hoping to drive south and take key Cygnaran
territories unopposed. No one suspected Vvgor’s ruse.

The Khadorans chopped straight through the Thornwood,
razing a path two hundred miles long that later came to be called
the “Warjack Road.” If not for the work of scouts from Fellig who
discovered this column, Cygnar may have felt the full brunt of an
unexpected Khadoran army deep behind its borders.

Soldiers hastily drawn from the nearest towns and cities met
the Khadorans at the Dragon’s Tongue even as the main army
rushing to defend Llael was recalled in a desperate attempt to
intercept the Khadoran advance. The Battle of the Tongue in
early 511 AR remains one of the bloodiest clashes in the history
of the region, seeing a loss of more warjacks in a single battle
than ever before. The war ended with Vygor’'s demise on the
blade of Vinter Raelthorne 1I. This short but costly war left an
imprint on both kingdoms, deepening old hatreds and seeing
improvements to their respective militaries.

THE MODERN ERA
THE MODERN DYNASTIES
OF THE IRON KINGDOMS

The decades after the Thornwood War saw many changes across
the Iron Kingdoms as each of these nations entered modernity.
Industrialization began to be embraced in full, with factories
built and railroad lines beginning to cross the region. Each of
the kingdoms was ruled by a dynasty that would shape their
emel‘gence into thﬁ |'n0di:'rn era.

THE VANARS OF KHADOR

Khador’s crown returned to the Vanar dynasty after the death
of Vygor, much to the relief of that kingdom’s people. In the
decades ahead Khador began to experience true change as a
rising merchant class called the kayazy became influential as
they amassed great fortunes and put this wealth to bettering
the nation’s infrastructure and industry. The abolishment of
the serfdom in 549 AR brought many eager workers to freshly
built factories.

The beloved Vanar dynasty that controlled the throne in
these years brought innovation and modernization to Khador
while retaining the kingdom’s national spirit. King Ivad Vanar
maintained the throne for an unprecedented 38 years, bringing
tremendous prosperity. The crown passed to his granddaughter,
who was just born when Ivad died. Throughout her minority the
great industrialist and statesman Simonvev Blaustavya ruled as
regent. He accepted not only the responsibility of commanding
the nation, but also raising Queen Ayn Vanar XI, whom he loved
like his own daughter. Ivad Vanar and Blaustavya had dreams
of restoring Khador to an empire, and these dreams passed to
Ayn, who would see them fulfilled.

THE CATHORS OF ORD

Ord’s transition into the modern era would come at the direction
of the Cathor dynasty which had established the longest rule in
that nation, only occasionally interrupted by their hated rivals,
the Mateus. While generally admired, the Cathors have been
an unpredictable bloodline. King Stagier Cathor Il might have
helped bring a swift end to the Thornwood War but was too
paranoid to trust his advisors and insisted his armies remain
neutral. This steadfast policy of neutrality marked the Cathors
in the modern era. Ord learned its survival required looking
after its own interests first.

Stagier's successor King Merin IV had an uneventful reign
before being assassinated. His brother Fardini attempted to
make the Menite faith the state religion though Ord was strongly
Morrowan, but his reign was brought to a quick end with his
execution when evidence came to light proving his involvement
in his brother’s murder. He was succeeded by the popular
King Alvor IV, a shrewd politician who saw to the needs of his
castellans but neglected the masses. His elder sons would prove
to be unlucky, as Alvor the Fifth was killed in a fluke storm at sea
after just 3 months of rule, while Brogan sat on the throne two
months before collapsed stonework ended his life.

This brought the Ordic crown to a man who had never hoped
or dreamed of being king: Baird II. A notorious gambler and
wastrel who kept to bad company, many thought Baird would
bring ruin to his nation. Yet King Baird Il proved as shrewd
and wise a king as ever sat the Ordic throne, establishing
an extensive spy network and taking measures to bring fair
taxation to the masses, shifting this burden onto the wealthier
castellans instead. Beloved of the people, if hated by some
of his embittered nobles, Baird enjoyed allowing others to
underestimate him while proving adept at the games of politics.
Like his predecessors, Baird maintained the neutrality of Ord
even amid terrible wars—he only occasionally committed his
nation’s navy against Cryxian interlopers while keeping his




——+ in reserve to defend his cities and borders.
-2 has begun modernizing Ord, but this has
- limited by the nation’s paucity of resources.

“=E MARTYNS OF LLAEL
was less fortunate in its sovereigns, with a
f weak and ineffectual kings contributing

an internecine court focused on
- zues. The Martyn family which held the

e of Llael from 396 AR produced no great
“zrs. Artys di la Martyn V who ruled during

Thornwood War was purely a puppet of the

petty

:ncil of Nobles. Artys VI attempted to exert
= cower but only succeeded in enraging one
< archdukes into strangling him at court.
e Artys VII was a scholar and an intellectual
oroved to be more focused on writing than

=z his nation.

ast king of Llael was Rynnard the Fruitful,
vould rule for over thirty years and proved
quite popular and charismatic, although
crought no significant reforms. Famous
<1y for his virility after siring sixteen known
with this did not
=erve his dynasty after his death from old
The Llaelese nobles fell into a scheming feud

: series of assassinations managed to result

f Rynnard’s known heirs being slain. The
~duke of Southryne, Prime Minister Deyar
:oovn, seized control amid this chaos and

various wives,

=oring

:me ruler of his kingdom in the absence of
ezitimate royal. While shrewd and ruthless,

-=vn is thought to have played a key role in
—minent downfall of his nation.

= ZRARCHS OF THE
“=OTECTORATE OF MENOTH

- = the Protectorate has no dynasties in the proper sense, it

-=d into the modern era under the firm direction of several
~arv hierarchs, each of whom moved this nation toward a
=zer role in the affairs of the region. After the Protectorate
ered Icthier during the reign of Hierarch Turgis and its
“ors had been greatly expanded, his successors began
~=cretly arm the theocracy despite prohibitions against
measures imposed by Cygnar. Hierarch Kilgor Ravonal
1ed a doctrine of emancipation and worked to expand the
=ats Exemplar and Temple Flameguard, shaping them into
—=nts of a modern army.

vork was accelerated by Hierarch Garrick Voyle, who
~ded warjack production and implemented the Vassals
:noth as a means for the Protectorate to craft its own
s, beginning by kidnapping knowledgeable arcanists
= other kingdoms. Voyle vowed to see the Protectorate as
~Zependent kingdom, and would have his chance to put
-mies to the test with the launching of the Great Crusade.
== battles led eventually to his own death in the streets of
= 2 and the rise of his successor, Hierarch Severius, who
~ued the crusades.

THE RAELTHORNES OF CYGNAR

In Cygnar, just a few short vears after the Thornwood War,
King Malfast fell ill and on his deathbed by way of Woldred's
Covenant, he handed his crown to Vinter Raelthorne II. In
515 AR, Vinter II ushered in the Raelthorne dynasty which
still rules Cygnar today. Vinter ruled with the same prudent
approach he had adopted managing Malfast’s kingdom, priding
the utilitarian over the frivolous. In 539 AR the crown passed to
his son, Vinter Raelthorne III, who filled the kingdom'’s coffers
through burdensome taxes to bolster the navy and secure the
western sea-lanes from pirates. While unpopular, Vinter I
ruled Cygnar with a firm hand and strengthened the kingdom.

Vinter 111 had two sons: his heir, also named Vinter, and Leto.
When Vinter 111 died with suspicious suddenness in 576 AR, the
kingdom fell to his eldest son Vinter IV. Vinter IV proved to be
paranoid and tyrannical. Some of the darker inclinations of his
line took firmer root in him, and he bore a hatred of the Church
of Morrow that defied all reason. Perceived dissidents were
silenced or forced into obedience. His paranoia gave rise to the
Cygnaran Inquisition, when he transformed his father’s network
of spies into a merciless system of judges and executioners. With
their assistance Vinter ruled by terror and murder. The targets
of the Inquisition were alleged witches, but more often those
targeted and convicted were innocent of any crime.
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THE RETURN OF VINTER

While Vinter IV was thought to have perished in his
journey into the Stormlands, rumors of his death proved
premature when he returned at the head of a strange
army in 603 AR. Crossing the Bloodstone Marches
alongside a race called the skorne, a brutal and cruel
people. Vinter proved his ambition to seize back his
throne when he attacked the city of Corvis. His invasion
failed. The exact circumstances of Corvis’ liberation
are still poorly understood but seem to have involved
an old Morrowan prophecy related to an entombed
legion of mercenaries from the time of King Malagant.
Vinter IV survived and fled back to the east with the
remnants of his inhuman army. The skorne have more
recently reemerged from the desert and begun to build
fortifications in the Bloodstone Marches.

The middle years of Vinter's reign were marked by a rise
of Cryxian activity as Cvgnar was battered by coastal
assaults known as the Scharde Invasions. From 584-588 AR,
blackships emerged from the mists to send rapacious raiders
into unsuspecting villages and towns, bent on slaughter,
arson, and pillage. Graves were despoiled and slain soldiers
were dragged away to feed the industries of the Nightmare
Empire. Counterstrikes against the Scharde Islands resulted in
the loss of a great number of ships and their crews, but both
King Vinter IV and Prince Leto led armies in this war, proving
their commitment to the defense of the nation. Eventually the
Cryxians were driven from Cygnaran shores.

While such heroics made that kingdom’s people more accepting
of King Vinter IV's extreme measures, years of brutal treatment
reminded them he was a tyrant. As rumors of torture at the
hands of the Inquisition persisted, many began to doubt their
king's sanity. Prince Leto felt driven to act and with the aid of the
Morrowan Church he overthrew his brother during the Lion's
Coup of 594 AR. Before King Leto could submit his brother to a
trial, the Elder escaped, using Leto’s queen as hostage to seize
an experimental airship at the top of the palace. He rose out of
reach of his pursuers but fell mercy to the whims of the wind
and drifted east over the arid Bloodstone Marches.

The Roval Assembly conducted a trial for Vinter IV in absentia
whereby they stripped him of all powers for his proven crimes
and dark alliances. He was convicted of high treason, and his
life was declared forfeit. Leto Raelthorne proved true to his
word in the vears after the coup by abolishing the Inquisition
and restoring the nation. The next decade under Leto’s rule
was seen by many as a golden era of unprecedented growth,
mechanikal inventions and advancements, flourishing trade,
and the harmony and efficiency that is the hallmark of a fairand
just government. But he was not the only sovereign working to
strengthen his nation, and the schemes and ambitions of other
rival powers would soon see this nation beset on multiple sides.

THE LLAELESE WAR

With little warning, Khador massed their full might and
launched an invasion against Llael in the last month of 604 AR.
Thisattack was carefully planned and executed by Kommandant
Gurvaldt Irusk, the Motherland’s foremost military genius with
extensive knowledge of Llael’s defenses. Irusk had determined
the key to victory would be seizing an overwhelming advantage
before Cygnar could march its armies to reinforce its longtime
ally. The assault in the winter was planned knowing Khadoran
soldiers were better prepared and equipped to fight in this
season than its enemies. Llael’s prime minister collaborated
in betraying his nation in the months leading up to invasion,
undermining the Llaelese Army and delivering key information
to the Khadorans. The western border was penetrated in days
and the Khadoran Army marched on the interior.

Cvgnar rushed to its ally’s defense and was caught up in a
series of increasingly desperate battles across the Llaelese
countryside. A brutal series of battles took place at the
northern city of Riversmet, which boasted key bridges over
the Black River. Ultimately Khador proved victorious and
made a demonstration of this city to break the will of Llaelese
still resisting in the eastern regions. Riversmet was razed
to the ground and bloodthirsty doom reavers unleashed on
its surviving population. This demoralized the Order of the
Golden Crucible army hnlding the fortified city of Lervn, whose
leaders subsequently opened its gates and surrendered.

The last and most intense battles of the war took place in defense
of the Llaelese capital, Merywyn, which endured a long and
difficult siege. On hearing of Khadoran forces moving on the
Thornwood, Cvgnar withdrew its armies to defend its border,
and soon thereafter the capital fell. The war lasted less than
six months before Llael’s nobles surrendered. Khador entered
a new phase of the conflict, this time battling on Cvgnar’s soil.

Meanwhile, a burgeoning Llaelese Resistance was born in the
captive cities and the one free city of Rhydden, but would face
many difficulties trying to organize against Llael's conquerors.
Many of Llael’s assets were seized by Khador and its industrial
cities were quickly turned to supporting the Khadoran war effort.
With the lands of Llael in her grasp, Ayn Vanar declared herself
empress and announced the dawn of the Khadoran Empire.

THE CASPIA-SUL WAR
AND THE GREAT CRUSADES

The timing of the Llaelese War was difficult for Cygnar. Relations
with the Protectorate of Menoth had worsened considerably
in the preceding vears and it had become clear that the Sul-
Menites were in violation of its disarmament agreements. King
Leto had been debating measures to enforce compliance when
war in the north erupted. Hierarch Garrick Voyle capitalized
on the distraction provided by the war to call a crusade against
the enemies of the faith. This coincided with the arrival of a
Harbinger of Menoth to the Protectorate capital of Imer, a holv
messenger who spoke Menoth’s will. Not only did this woman
and her miracles revitalize the Menite faith, but word of her
arrival resulted in thousands of Menites from other kingdoms
giving up their old allegiances to join the Protectorate.




== quickly erupted between Caspia and Sul, with attacks also
«ing place inside Cygnar’s interior as Menite forces snuck
: the border patrols to conduct acts of sabotage. Cygnar was
-c=d to divide its military forces between defending its capital
-2 the war in the north, while also preserving garrisons along
vestern seaboard against the threat of Cryx. Indeed, it
= became apparent that Cryx had infiltrated the mainland
zreater strength than had ever been suspected. Cygnar’s
master eventually concluded that the Scharde Invasions had

= used as a complex diversion to land forces unseen.

turmoil in the south steadily worsening, King Leto
-sented to isolate Cygnaran citizens of the Menite faith in this
=:on lest they commit treachery. At the same time, in response
“ne Protectorate’s failed siege on Caspia, the Cygnaran Army
~ched an invasion of Sul. Sul’s previously impenetrable
s were breached and Cygnaran forces swept into the city.
zious fervor gave the Sulese defenders desperate fortitude
ed to an exhausting year of street-to-street fighting. With
znar's army unable to seize a quick victory, the Menites
z-ouped and eventually drove the Cygnarans back. Led by
-arch Voyle, Caspia was in turn invaded by the Sul-Menites.
= Leto joined the defense personally but was nearly slain in
“le with Hierarch Voyle. It was not until the Menites were at
zates of Castle Raelthorne that the tide turned at last. Like
n in the Civil War, Hierarch Voyle was struck down. This
-orv arrived only after Voyle had carved a tremendous path
“estruction through the ancient capital.

le fighting was taking place in the streets of Caspia and
ither forces of the Protectorate were on the march. Grand
~.utator Severius had led the Northern Crusade deep into the
-nwood. Armed for war, the Harbinger of Menoth joined
hoping to eventually deliver Menoth’s message to the
~ites of Khador. In a bold campaign this crusade destroyed
“vgnaran city of Fisherbrook, obliterated an important

-rowan monastery outside Fellig, and helped thwart the
an Lich Lord Asphyxious who had seized control of an
curied Orgoth temple in the Thornwood. Not resting on

accomplishments, Severius led the Northern Crusade into
~upied Llael and soon used holy manifestations to seize the
© Leryn as a northern stronghold for the Sul-Menites. After
== death, Severius was chosen as the new hierarch to lead
< mztion in the Great Crusade.

~ALL OF NORTHGUARD,
NVASION OF THE THORNWOOD

= Cyvgnar would ultimately hold its capital and arrive at a
= e cease-fire with Sul, she faired worse in the north where
~== tag network of trenches around the fortress of Northguard

~<ialled the Khadoran advance. For months Cygnar and
“=2or fought a grueling war of attrition across a blasted no
== land of craters and barbed wire. Attempting to end the
-mate, Khador twice attempted to overrun the Cygnaran
-nders. While the first full assault on Northguard in late
“R was a costly failure, with Cygnar holding out against a
—erically superior foe, Khador proved swifter at recouping
sses. While Cygnar struggled to reinforce Northguard, a
~d massive attack was launched in 607 AR and this time

succeeded in toppling this fortress. Cygnar’s northern army
endured a fighting retreat through a Cryx-filled forest to regroup
along the Dragon’s Tongue River. Khador seized the Thornwood
for itself, but has discovered it to be swarming with many
Cryxian undead, making for supply line difficulties.

DISASTER IN
THE SHARD SPIRES

The near destruction of the ancient culture of the Nyss of
northern Khador would come to pass with little notice by
the human kingdoms in early 606 AR. While the source of
this trouble is not widely known, it relates to the athanc
of Everblight sent into these northern mountains by
the Iosans after the destruction of Issyrah. The dragon
lured an ogrun named Thagrosh to his location and bid
this new minion shatter the seals of his imprisonment.
Rather than reform his draconic body, Everblight sought
to create a blighted army commanded by dark generals
each sharing a fraction of his essence and power. The
Nyss were selected to become vessels of his wrath,
and Thagrosh corrupted them through the dragon’s
blight. Not all Nyss were corrupted to join this Legion of
Everblight, as several thousand fled south as refugees.

While Khador was victorious in war, she has endured threats
from other quarters. Earlier in 606 AR an inexplicable Cryxian
fleet sailed north past Ordic waters to assail the Khadoran Navy
stationed at Port Vladovar, dealing a crippling blow to Khador’s
naval strength and inflicting severe damage on this port city.
Additionally, the catastrophe in the northern Shard Spires
which destroyed the Nyss people has had unexpected fallout
which has affected Khador more than other nations. There are
rumors of bloodthirsty dragonspawn together with blighted
Nyss that have terrorized a number of outlying communities
among the northern mountains. Nyss refugees have fled the
north to seek refuge anvwhere they can find it, particularly in
the Khadoran capital of Korsk.

This is the state of affairs in western Immoren at the present,
in the year 608 AR. Fighting between Khador and Cygnar has
stalled, albeit each side is arming along the Dragon’s Tongue
River. Battles between Cygnar and the Protectorate have
entered a clandestine stage. Yet while there is a lull in the
conflicts, it is tense. Each side continues to mass its soldiers
and stand at war readiness. Additionally, the trollkin kriels
of both Khador and Cygnar are stirred up and ready for battle
after intrusions on their lands. That fighting will resume is
certain, with the rising menace of Cryx along the coasts as
well as within the Thornwood. It is a troubling time for all the
nations of the Iron Kingdoms.
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in the Iron Kingdoms is full of contrasts. Laborers and
—orchants engage in their generations-old trades, but they do
the midst of an industrial revolution. They pray to the

—2 gods their families have worshipped for centuries, but

- traditions are challenged by a rapidly changing world.

- wonders of mechanika—the merging of technology and
“ozic—are increasingly commonplace in some cities, but
~ulations far from the walls of civilization still fear the beasts

- savages of the wild. In the year 608 AR, the Iron Kingdoms
nations on the edge, with the wonders made possible by an

== of reason on one side and the abyss of total war on the other.

THE IRON KINGDOMS

nations of the Iron Kingdoms comprise the human powers
cstern Immoren. These are the diverse kingdoms whose
-Zers were initially defined in the Corvis Treaties signed in
::termath of the Rebellion against the Orgoth. Those borders

- changed considerably over the centuries, and many of the
—~ent wars are extensions of ongoing territorial disputes. In
= AR the Iron Kingdoms are in a momentary lull in an era

endous strife when nations have toppled nations and

~=== have been pushed to the brink.

ese uncertain times the people of western Immoren

aue on as best they can, laboring in factories and on farms

-oping the winds of war do not sweep up their homes and

~oods. There is great opportunity for those willing to take

-2 sword in defense of their nation or their principles or
==l in the pursuit of coin and adventure.

CYGNAR

One of the great powers in the Iron
Kingdoms, the southern nation of Cygnar is
beset by enemies within and without. She is
ruled by a king most consider just and is the
most rapidly modernizing state in western
Immoren. Her people are proud of the

freedom and opportunities available to them,

ing among their numbers some of the most brilliant

‘= on Caen. They are aware they enjoy higher quality of

~2n many others in the region, who understandably envy

~rosperity. Even the lower classes in Cvgnar live better

< zhan those elsewhere, due to advances in mechanika and
< implemented under the current sovereign reforming

- practices.

z—zr has become a center of industry and trade known

:zhout the Iron Kingdoms. Blessed with abundant

s, a long coastline, a diverse geography and citizenry,

-~ other assets, the nation is sometimes referred to
- people as the “Jewel of the Iron Kingdoms.” Her blue
zold banner features the heraldic symbol of Cygnar,

the unmistakable Cygnus. The Cygnus dates back to the
unification of Cygnar at the end of the Rebellion, formalized
during the Corvis Treaties, and was chosen as a symbol of
the solidarity of the southern peoples. It also represents the
bright future of this new nation, whose people relied on their
combined faith and courage to battle the Orgoth and forge the
weapons that would ultimately defeat those tyrants.

Traditionally, Cygnar has been the nation most accommodating
to outsiders and other races—in addition to humans of all ethnic
groups, gobbers, trollkin, dwarves, and ogrun are welcomed
for the most part. Her lands are split between many feudal
duchies and provinces, but Cygnar’s cities are her greatest
strength. The nation’s bustling capital, Caspia, is called the City
of Walls after the towering fortifications surrounding it and
running throughout its varied districts. The walls of Caspia
are so massive and ancient that entire neighborhoods and
thoroughfares exist within them. More than a million citizens
live and work within the maze of these walls.

A hub for commerce by ship, road, and rail, Caspia is also one
of the oldest cities in western Immoren. It is home to both the
throne of Cygnar and the Sancteum, a sovereign city within the
city that is the seat of the Morrowan faith. Cygnar was initially
founded by Menites, and Caspia still retains many impressive
temples to the Creator. The civil war that divided the capital
into the twin cities of Caspia and Sul resulted in most southern
Menites relocating to the Protectorate of Menoth, with the result
that today Cygnar is predominantly Morrowan. Although the
nation feels the strain of the Protectorate’s crusades, the Crown
nonetheless still advocates religious tolerance, and its small
Menite minority have a proud legacy going back to Priest-Kings
Golivant and Cinot.

Cygnar’s cities are among the most modern in western
Immoren, her people among the best educated. Most Cygnaran
cities feature solid infrastructures with reliable plumbing,
well-maintained roads, and measures to combat corruption
and foster vital industry and public health. Only the poorest
quarters of cities are :squalid, and even there, l't’i_"l't.‘fw'L‘ﬂl.flh\"L‘h of
the Church of Morrow make efforts to help the truly destitute.
Cygnar boasts a large middle class of successful craftsmen,
merchants, mechanikal innovators, and scholars, and the gap
between the poor and those of means is less pronounced than

in other nations.

Ceryl, to the northwest, is the nation’s second-largest city, once
the heart of the ancient kingdom of Thuria. Now it is a shipping
center that is home to the northern fleet and is famed for the
skill and lore of its arcanists. In the northeast, Corvis sits at the
confluence of two major rivers, where a steady flow of riverboats
passes through the bustling docks amid multiple-storied
buildings that are slowly sinking into the muddyv ground. Far
to the south is Mercir, a city only easily reached by boat. In this
relative isolation, Mercir has developed its own distinct culture,
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including a larger than normal population of trollkin, who are
sometimes exploited as cheap labor. Highgate, in the west, is
seen as a guardian of the Broken Coast. From its perch among
the Wyrmwall Mountains, its massive steam-powered cranes
hoist ships from the waters to safeguard them from Cryxian
pirates. These cities and the other major Cygnaran towns are
all vibrant urban centers conducting vital manufacturing work
amid complex local politics. Many boast pioneers in industry
and scientific advancement as well as a number of prestigious
universities. Yet with prosperity comes other dangers, and
each city and major township is preyed upon by criminal
communities seeking to exploit any opportunity.

The civilized Cygnaran countryside with its lush farmlands is
divided by several untamed regions, including the extensive
Wyrmwall Mountains, the Gnarls, and the Fenn Swamp. Though
the nation maintains several highwavs and rail lines, these
wild areas remain inhospitable and are populated by savage
humans, wild trollkin kriels, and all manner of predatory
beasts. Travel between major cities can be risky, with occasional
military patrols and overworked road wardens able to protect
only the main roads and railways.

In the past few years Cygnarans have seen the fall of their
allies in Llael, the loss of the northern Thornwood Forest to
the encroaching Khadoran Empire, and vears of turmoil in
their capital and neighboring Sul due to open warfare with the
Protectorate. Cygnar remains on friendly terms with the nation
of Ord but that kingdom’s sovereign has proven reluctant to
enter into a formal alliance and has shrewdly negotiated for
considerable concessions in return for even the most grudging
and minimal military assistance.

Cygnar's King Leto Raelthorne has a reputation as a just and
resourceful monarch who has ruled with intelligence in an
extremely difficult time. A far cry from his hated brother, Vinter
Raelthorne, Leto took the crown and freed Cygnar from tyranny.
Despite holding strong against multiple enemies, though, King
Leto has seen his support eroded by years of strife and several
significant—if arguably unavoidable—defeats. While many
military experts insist no monarch or general could have done
better in the same circumstances, the loss of Llael and the
Thornwood combined with considerable trollkin-related unrest
have given considerable fuel to Leto’s detractors, particularly
in the north of Cygnar. He retains many staunch supporters,
but increasingly strident voices claim he has been too indecisive
amid the nation’s wars.

The recent clashes between Caspia and Sul are a testament
to Cygnar's precarious position. Hostility began during the
Llaelese War while Cygnar’s troops abroad were engaged
against Khador, with Protectorate forces laying siege to Caspia’s
eastern gates. This was unsuccessful but demanded retaliation,
and the Cygnaran Army eventually breached the walls of Sul.
Their invasion into this city proved to be costly and extended,
consuming the lives of thousands on both sides. Eventually the
Protectorate reclaimed Sul and conducted a counter attack on
the streets of Caspia, one which seemed near to swallowing the
entire city in conflict and threatening the palace. Disaster was
only narrowly averted after a prolonged battle in which the king
himself took up his blade. In the end, the battle ended when

the Protectorate’s hierarch was struck down by one of Cygnar’s
commanding warcasters. Their morale broken, the Sul-Menites
withdrew, and there has been a tense cessation in hostilities
between the two cities. Massive garrisons in both cities stand
ready to continue the conflict at the slightest provocation.

Despite these threats, Cygnar is well defended. Many sav
Cygnar’s greatest asset is her advanced mechanika; indeed, the
nation is unequalled in the synthesis of magic and science. Her
advanced technology is no more evident then in her specialized
military forces such as the fabled Stormblades and gun mages.
But even frontline infantry field high-quality rifles and other
ordnance and fight alongside some of the most sophisticated
warjacks ever designed. Cygnar's ability to manage the
division of military resources between its armies has been
key to its endurance. Each operates independently to confront
various threats, one in the north, one in the east, and one in
the southwest, all supported by the reserves of the smaller
Fourth Army. Similarly, the Royal Navy has divided its fleets
between theaters of operation. Cygnar’s navy is peerless in
its technological might and has become pivotal in preventing
incursions from the sea.

It would seem war is changing the pace of Cygnar’s technologv
as swiftly as it is changing the pace of her people. Her foundries
produce more weapons, warjacks, alchemical components, and
material to support the war effort, and goods and rare materials
throughout the kingdom are now rationed for the military. In
truth, the Cygnaran spirit preserved in the hearts of her soldiers
is the nation’s true strength. The people of Cygnar are bloodied
but unbowed. Every Cygnaran knows at least one friend or
family member who has died as a consequence of war, but even
after massive losses over recent years, many citizens are stil!
eager to take up arms in the defense of their crown and country
They are more than willing and ready to defend themselves
and their beloved kingdom from those who would crush the
principles of freedom and all for which Cygnar stands.

THE KHADORAN
EMPIRE

Khador is aland of sweeping expanses

fertile plains, imposing mountains

and dense forests. Her people are

the stalwart inheritors of an ancient

civilization that once dominated the
north. This history is ever present in the minds of the Khadorar
people, as every generation repeats the tales of the legendar:
horselords. These fierce warlords banded together, conquered
the weaker tribes, and fashioned the proud Khardic Empire
Some say the empire never truly fell but simply endured a dark
age until it could emerge and evolve into the modern nation o:
Khador. In 606 AR, bolstered by sweeping military conquest
Khador's sovereign declared herself Empress Ayn Vanar
and the kingdom of Khador became the Khadoran Empire, =
continuation of this ancient legacy.

Since the dawn of the Iron Kingdoms, the Motherland has
looked on her neighbors with contempt; the Khadorans never-
felt compensated for their suffering at the hands of the Orgoth




-ne Corvis Treaties, Cygnar, Ord, and Llael all claimed lands
== had once belonged to the Khardic Empire, a bitter pill to
:llow combined with the suffering of the Khardic people
= he centuries of the Occupation. It was not long before the
~—ud Khadorans sought to readdress these borders. Over the
~-uries Khador has made numerous attempts to expand her
Zings. Time and again Khador’s monarchs have felt the call

=<tablish the empire of old, blurring boundaries with the

2 of border wars.

Khadoran people see their empress, Ayn Vanar XI, as
~ersonification of their nation and call her the Pervichyi
“novna, the “Prime Daughter” of the Motherland. The
--uest of Llael fulfilled the ambitions of generations, and

success has only emboldened the empress. More than
~=rialism, more than nation-building, for this ruler the
=ing war is the expression of a manifest destiny. The

-dic people by right should rule the Iron Kingdoms, and

< willing to expand Khador's dominion by any means
ssarv. Her armies have marched south and struck down
sr=at Cvgnaran fortress of Northguard and with it claimed

-ntiretv of the Thornwood Forest. Having redrawn Khador’s
~ern border at the northern bank of the Black River, the
Xommand and its legions pause to regroup before their

campaign begins.

—ztch her rivals, over the past centuries the Motherland
=xen great strides toward reinventing herself as a major
=irial power. As a result of unchecked mechanized
<= most Khadoran cities lie shadowed under a constant

=+ of smoke and soot. Khador's industrial revolution

racked her citizens with growing pains, but the

merchant princes and other royal supporters have
on of backing from their goal of total superiority.
= some noble families may wonder if the cost to ancient

2 is worth the rewards of the modern age, the grip of
=crialization now spans the empire.

1s are assiduous laborers who fervently devote their

nd blood to their way of life. Patriotism is in their
= and service is a badge of honor. Khador comes first,

- ~=lizion much the same as the ancient horselords did, and

: the aristocratic families are devout followers. Even
~= recent emergence of the Harbinger in the Protectorate
~=n=d that solidarity as tens of thousands of citizens chose

ner call to join the Protectorate’s crusades, and more

accordance with the
~znd’s emphasis on endurance and raw strength, and

-= steamjacks are built in

+ is a source of much pride. A nation once comprising

== of ethnic societies, isolated in their remote forests and

ns. has transformed into an empire rising on a tide

~alism. Her capital of Korsk is every bit as impressive

southern city with its great factories, schools of higher
-z and glorious cathedrals.

The people of Khador have not enjoyed the fruits of the modern
era as thoroughly as their southern neighbors, a fact that fuels

their dreams of empire. Most Khadorans still work as u nskilled
laborers, although every year more of them join the ranks of
craftsmen and the great cities of the north house branches of the
Khadoran Mechaniks Assembly as professional and innovative
as any of their Cygnaran counterparts.

Military service is required of every adult male in Khador,
and women are equally accepted, though not compelled. More
citizens pursue military careers than in other nations, and
combat skill is well respected in all arenas of life. Even the
politically powerful have served their time, creating lasting
bonds that transcend class barriers. Only a small number of
Khadorans seek to evade military service, gcncm]ly those
found among the criminal fraternities of Korsk and other
major cities.

DIVIDED LLAEL

A fallen and fragmented nation, Llael’s
demise began in the winter of 604 AR
when, in a lightning attack, Khador
invaded and caught its people and their
Cygnaran allies completely off guard.
Seven months later, the Llaelese War
ended with the surrender of Merywyn,
the former capital. This has entirely
changed the face of the nation, entering
Llael into four long years of turmoil and
constant adaptation to the changing
face of their nation as it has been occupied, conquered, and
repeatedly battled over by foreign powers. Most of the people
had no desire to host the largest conflicts by the battle-ready
armies of the Iron Kingdoms and desperately desire some
return to normality, even if that means accepting foreign flags
and masters. A minority of patriotic, stubborn, or embittered
and enraged individuals refuse to give up the dream of Llael
and fight on, forming the core of a Llaelese Resistance whose
struggles become more desperate with each passing week.
At present, what was once western Llael is increasing[y
accepting its lot and has begun rebuilding. A sizable number
of citizens of Umbrean descent look on the new era with some
optimism, as their once-divided people have been reunited
with bloodlines from the west. Eastern Llael contains several
Resistance havens but is increasingly dominated by the
Northern Crusade of the Protectorate of Menoth and their
religious zealotry.

In truth, Llael was a failed state well before the Khadorans
marched on their shared border. The last strong Llaelese king
died of old age almost ten years before the onset of this war,
and his death plunged Llael’s nobles into a frenzy of self-
consuming plots and politics. This included the assassination
of all the former king’s heirs as well as a number of duels
and assassinations further thinning the ranks of the nobility.
Prime Minister Deyar Glabryn took power and proved
to be a corrupt and selt-interested leader more intent on
lining his pockets than governing his nation. The small and
poorly funded Llaelese Army was further reduced in favor

]
L
Il
() -
- B
= |
=l
= |
- )
| =

—

e

.'r




of mercenary contracts and an overreliance on Cygnaran
aid. The Cygnaran Army spent considerable lives seeking to
slow the inexorable Khadoran advance but was ultimately
forced to withdraw to defend Cygnar’s own borders. It is
widely believed Glabryn collaborated with the Khadorans by
weakening the nation.

Prior to the invasion, Llael had a centuries-old reputation
as a haven of court intrigue and shrewd financiers. Llael
maintained sovereignty through intense political brokering. Its
income came from the collection of tariffs made possible by its
central location between several of the major powers of western
Immoren. The region, in the midst of the trade route between
Cygnar and Rhul, is of considerable strategic importance. This
has been a blessing and a curse, filling Llaelese pockets in times
of peace but constantly drawing the covetous eyes of Khador
since the signing of the Corvis Treaties.

Despite the recent turmoil, most of its surviving citizens simply
try to carve out lives for themselves as best they can and see
to the needs of their families. After almost four years under
Khadoran rule, most have come to terms with being part of the
Khadoran Empire. Their lives, similar to those in Cygnar and
Ord before, have in some respects improved under the efficient
management of the Khadorans.

Many opportunities have come into this region as a result of
Khadoran investment, including work extending rail lines
as well as considerable military industry, particularly in the
capital of Merywyn and the large western city of Laedry.
There is no doubt the Khadorans have improved the nation’s
infrastructure, Despite these factors, resentment toward the
Khadorans lingers, particularly in parts of Llael that saw the
worst of the war. The tally of deaths from the invasion remains
unknown. Tales of the burning of Riversmet and other wartime
horrors reverberate throughout the kingdoms. It will take more
than a few years for these incidents to be forgotten.

In both Merywyn and Laedry there has been something of a
reversal of fortunes between the Ryn and the Umbrean people.
While many Llaelese Umbreans were proud of their nation,
they were also marginalized, with military service their only
hope for advancement. Many of the most fervid were killed
in the invasion, fighting to save their homes. Those who
remain remember the lack of respect they suffered from the
Ryn. A renewal of Umbrean spirit has swept the region, and
increasingly Umbreans are gaining positions of authority and
influence, while Ryn scramble to curry favor. For the Umbreans
in particular, life has improved under the new government,
even if the region remains in turmoil.

Llael also possesses natural resources that for centuries enabled
it to stay competitive with its larger neighbors, notably a high
content of coal and, in the northern mountains and particularly
around Rynyr, great quantities of the minerals required for
making blasting powder. With nobility owning the lands,
Llael's upper classes increased their wealth from coal and
powder profits while the nation’s poor did all the work. Indeed,
the disparity between the classes appeared more clearly in Llael
than anywhere else in the kingdoms, yet thousands of workers
from all over western Immoren arrived daily to work the mines.

THE LLAELESE RESISTANCE

Life among the Resistance is hard; food is scarce, and one
must remain constantly on the move. Any Llaelese found
to be supporting the Resistance in any capacity, even by
unknowingly providing food or shelter, face execution at
the hands of the Khadorans. Rhydden is the last city in
the hands of the Resistance and has transformed from a
tranquil city of wine into a heavily fortified encampment.
Elsewhere operatives must make do with the dubious
security of safe houses and underground dens in
Merywyn and Laedry.

The Llaelese Resistance is in a state of transition but
remains fiercely dedicated to its cause, perhaps all the
more so as the dream of restoring Llael becomes even
more unlikely. In Rhydden their emphasis is on the
immediate needs of the citizens collected there, ensuring
their preservation amid desperate circumstances.
The objective of the Resistance outside Rhydden has
become the disruption of Khadoran bureaucracy and
harassment of the military however possible rather than
the pursuit of conventional military gains. The surviving
Resistance leaders have years of experience fighting
difficult battles while outnumbered and outgunned;
some of them are former members of the Llaelese Army
or held prominent positions in esteemed groups like the
Order of the Amethyst Rose, gun mages who have long
dedicated themselves to the kings of Llael. These veteran
commanders are training the next generation of warriors
for a different sort of war, one fought in alleyways and by
small groups seeking to evade detection as they strike
at their enemies and exact a cost in Khadoran blood for
the occupation.

Funding for the Resistance has also changed. Much of
its financial support has come from a group identifying
themselves as the Highborn Covenant, former nobles of
Llael who feel betrayed by the former prime minister.
Many of these nobles, now living in exile in Cygnar or
Ord, are still willing to support those fighting at home,
but as their own situations have changed, the funds they
supply have dwindled. Increasingly the Resistance relies
on alternative sources of support, including selling their
services as mercenaries and raising sympathy for their
cause among displaced Llaelese. Fundraising for the
Resistance has taken place wherever former Llaelese
have settled, most particularly near Corvis in Cygnar and
in certain Ordic cities like Five Fingers, Berck, and Tarna.
Both fulfilling mercenary contracts and the need to raise
funds, sometimes by guestionably legal means, often
requires Resistance agents to go abroad on a variety of
dangerous missions.
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sl has changed except that now Khadoran laborers work
~zside former Llaelese citizens and the fruits of their toil

== tood on the tables of the kayazy industrialists rather than
Rvnnish aristocracy.

“~ough battles between the Llaelese Resistance and the
-=doran occupiers still flare, the central conflict in this nation
-~zed with the arrival of the Sul-Menite Northern Crusade.

cally allied to the Resistance, the Northern Crusade

= =eized vast swaths of Llaelese land for the Protectorate

tenoth. New battle lines have been drawn between the
rans who have conquered the region and the Sul-Menites,
- the Black River as the main divider.

:ern Llael past the Black River remains in greater chaos,

the southern portion still held by the most dedicated
sers of the Llaelese Resistance and the northern city of
~1n and its environs in the grip of the Northern Crusade.
- relationship between these allies of convenience became
after the Protectorate moved into Leryn and it
—=me clear the Menites were more interested in gaining a

zined

Id and converting the Llaelese citizenry than in driving
-he Khadorans. Many here who are not of the Menite faith
- begun to wonder if their lives might have been better
Khadoran rule. For others, the difficulties of the last

--z1 vears have provoked renewed piety, and they pray for
=tion, miracles, divine intervention, or mercy. The faith of
Morrowans and Menites in the region is stronger, and
—= Llaelese see the Northern Crusade not as invaders or

~oiers but as deliverers.

-:i::)nir'icant power in the region is the Iooming
-=nce of Rhul to the north. Even the Khadoran Empire
~=cts Rhul’s military might and are aware of its interests

due to ongoing vital trade through the region. Many

~=rn Rhulfolk disapprove of the Khadoran Empire and its

sests—a number of Rhulic citizens who lived and worked

_z=lese cities were casualties of the war—Dbut ultimately

~reservation of trade is their priority. Rhul trades with the

an Empire as much as with other nations so has been
ng to take sides.

Khadoran control of the Black River through Llael,

- shipments have found ways to reach Cygnar and Ord.

= —= Zegree of Khadoran complicity seems likely, even if only
rm of bribes. In truth, the costs to Rhulic interests are
~stantially greater than they were before the war; the coin

d to Llaelese nobles and merchants as exorbitant tariffs
—colv now spent on bribes and smugglers.

ering strife makes the region a considerably less
ole place to live, but it also provides opportunities for
urageous and ambitious. This is particularly true for
-~aries, as there is no end to clients looking for armed
=w:lled individuals. Whether motivated by greed or by
for the locals, warriors-for-hire have flocked to the
znd a variety of commerce and services have sprung up
mmodate them. Locals may disdain such trade as war-
cring, but they also may find themselves needing to rely
=cll-swords for protection.

ORD

The kingdom of Ord is a land of fog-
shrouded moors, rolling highlands,
and rocky coasts. Bordered by the
hungry Khadoran Empire to the north
and east and the powerful Cygnarans
to the south, Ord has maintained
skillful
diplomacy backed by stalwart soldiers and a navy capable of

its  sovereignty thr()ugh

holding its own against any fleet on Meredius.

The Ordic people are descended from two mighty kingdoms,
Thuria and Tordor, and its people are proud of that ancestry.
For some the tales of ancient glories help distract from their
difficult lives, as this nation has widespread poverty and a
sharp divide between the wealthy and the poor. The Tordorans
dominate the upper classes and are particularly populous in
the north, where they own and control the most fertile and
prosperous lands. Many of the wealthier Tordorans have made
their fortunes in livestock; the region is famed for its cattle,
goats, sheep, and horses. The Thurians, more numerous in the
south, are far scarcer in the halls of power; even those families
that have risen to power are generally subordinate to their
Tordoran counterparts. Those Thurians who have attained any
success have had to do so with wits and hard work. '

The nation’s ports are home to the finest sailors and dock
men in western Immoren. Ordic fishermen and sailors exert a
great deal of control over seaborne trade routes all across the
western seaboard. True, some Ordic ports are pirate havens
and thieves’ dens, but the goods their merchantmen procure
from all over the Iron Kingdoms can make even the most
disreputable cities worth the trip. Ord’s largest city and most
thriving trade center is Berck, where the leaders of merchant
houses dominate city politics. While it is a city with a dark
criminal underbelly, it is considered the fair face of Ord and is
home to the famed Ordic Navy.

Equally important and of far darker reputation is Five
Fingers, also known as the “Port of Deceit,” a city sprawling
across numerous islands at the mouth of the Dragon’s Tongue
River. Five Fingers is a city that has made an industry of vice,
including smuggling, gambling, and extortion. The seemingly
lawless environment here, combined with Ord’s neutrality in
the wars abroad, makes Five Fingers appealing to mercenary
companies, and it has garnered a reputation as a place where
deals can be struck for anything under the sun. As dangerous as
it is, for many the unique opportunities offered in Five Fingers
outweigh the risks.

Ord is the poorest kingdom in western Immoren. Aside from
peat harvested from hundreds of bogs, Ord has little natural
resources, with livestock the only other significant export.
The coal deposits in the riverbanks near Merin are considered
abundant but are only sufficient for the needs of the capital
and the northern city of Midfast. Inland residents tend toward
farming, raising livestock, or trade in peat or wool.

Like the craggy hills and boggy moors, the people of Ord are
rugged, weathered, and difficult to tame. They are mostly a

common people who enjoy a wide variety of sport and gambling
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FE IN THE IRON KINGDOMS

diversions from their everyday lives of dock
work, shipbuilding, or tilling fields. Those
born to wealth live on large estates high
above the lowlands. Both classes can fall
prey to the numerous brigands that
plague the nation despite the efforts

of its kings to eradicate them.

While more famed for its navy,
Ord has an army that has earned
respect in border
wars, The Ordic Army has
managed to repel numerous
Khadoran
throughout history despite
its  chronically  dated
relatively
small size. Its soldiers

countless

invasions

arms  and

are traditionally well
trained and brave, but
the nation lacks the

economic might to outfit

them with the advanced

mechanika now common in the

other armies of the Iron Kingdoms.

Much of Ord’s security has been

derived from the rugged border between

Khador and the Ordic interior, jagged hills

fortified with dozens of holds and fastnesses.

The recent seizure of the Thornwood by Khador

has imperiled that, prompting the Ordic Army

to increase recruitment and commit to a frenzy of
construction along their eastern border.

Ord’s King Baird Cathor II, known as “the Baird” among his
people but sometimes called “the Bandit King” behind his
back, relies on shrewd political maneuvering to ensure his
kingdom'’s survival. Some say he earned his less flattering
moniker as much from his shady associates as from the
curses of castellans complaining of his high taxes. While he
presents himself as a simple pleasure seeker, he has proven

to be one of the shrewdest and best-informed monarchs in the
kingdoms and possesses an expansive network of spies. Since
the outbreak of war, he has carefully maintained his country’s
neutrality even as he attempts to play other nations off one
another. While Ord has suffered repeated attacks from Khador
over the centuries and Baird’s sympathies rest with Cygnar,
he is too pragmatic not to exploit opportunities to enrich his
struggling kingdom.

Such opportunities lately have bestowed the nation with the

chance to become a more significant power. As the only kingdom
not yet actively engaged in war, Ord is in an advantageous
position. After the fall of Llael many refugees, some possessing
valuable skills, sought refuge in Midfast and Merin. This led
to the Free Order of the Golden Crucible establishing its new
headquarters in Midfast, bringing with them a wealth of
alchemical expertise as well as considerable income from their
far-flung membership. Cygnar seeks to solidify an alliance with
the kingdom now that Llael has fallen, and the Ordic throne

recognizes its increased value to Cygnar. This has resulted
in some exchanges of services and mechanika between the
Cygnaran Armory and the Ordic Navy, spearheaded by King
Baird’s second son, a distinguished naval officer who has taken
up the cause of modernizing the kingdom’s military assets.

The annexation of the Thornwood by Khador resulted in an
unexpected development when the Cygnaran city of Fellig was
cut off from the rest of its nation after the fall of Northguard.
Mercenaries working together with the Ordic Army were able
to provide the city relief from a Khadoran siege, and now
Fellig has become an Ordic possession, creating a stalwart
northeastern bastion for the Ordic Army. Cygnar’s King Leto
has seen fit to allow this situation to persist, at least until his
nation can recapture the Thornwood. For now, it is better
that Fellig be in Ordic rather than Khadoran hands. The city’s
citizens find themselves in a peculiar position, as it is populated
by proud Morridanes who remain fiercely patriotic to Cygnar;
most residents are grateful to Ord but become prickly at any
talk of the city being anything but Cygnaran. Nevertheless, the
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HOUSE MATEU

If any group in Ord could be said to rival the authority
of the throne, it would be the powerful Mateu family,
believed to have its fingers in virtually every major
financial dealing across western Immoren. The family has
been led for over fifty years by Castellan Izabella Mateu,
known as a merciless tyrant who will stop at nothing to
increase the power and reach of her house. Where wealth
will not achieve her ends, she is said to turn quite readily
to extortion and even murder.

The Mateu Merchant House is most influential in Ord
znd headquartered in its largest city, Berck, but its reach
extends to a number of Ordic and Khadoran port cities.
The powerful family’s only rival is the vast Mercarian
League, and in recent years the conflict between these
two groups has escalated into a bloody shadow war
spanning multiple nations.

Adding to its nefarious reputation is the house’s
ongstanding rivalry with the Cathors, Ord’s current
royal dynasty. From 381 AR to 421 AR, a Mateu sat on
the throne, having seized the crown by assassination and
osing it by the headsman’s axe. Many castellans in Ord
zre convinced the Mateau house seeks to topple not only
the Mercarian League but the Cathors as well.

of Ordfolk including fresh soldiers has been a boon, and
v is in the midst of finding its new identity.

r Khador has proven reluctant to test Ordic borders.

nador’s only source of outside commerce, Ord is a market
<avazv wish to preserve. Like the tides from which the
~Zom derives much of its livelihood, Ord’s outlook seems
- and flow from day to day, and her leaders and king cast
cts into the choppy seas of politics and intrigue to see
~ounties they might draw forth from the deep.

PROTECTORATE
OF MENOTH

The newest of the nations
recognized as the Iron Kingdoms
was not forged in the fires of the
Rebellion and defined at the Corvis

Treaties but was born from civil war

and religious strife. It is unique in
s=spects, most notably for being a strict theocracy, ruled

ron hand and watchful eye of the Temple of Menoth.
7 and government go hand-in-hand in the Protectorate
»th; religious faith and the worship of the Creator is
socct of daily life for even its most ignorant laborers.

t every citizen of the Protectorate is equally pious or
= there is no escaping the omnipresent influence of the

Menite priests, who control the nation’s government, police,
judges, and executioners. Ardent believers view themselves
as the last bastion of the true religion of mankind and see
around them endless examples of heresy and blasphemy.
Their nation and faith are inseparable, and now they are part
of a key moment in history when a great crusade has been
called to bring the wayward back into the fold.

The Protectorate began as a compromise during the peace
talks at the end of the Cygnaran Civil War in 484 AR, and
for most of its history it was beholden to Cygnaran authority.
Even in the eatliest years the Cygnaran Crown preferred
to leave the Sul-Menites to govern themselves. The only
stipulations imposed on the people of the Protectorate were
that they continue to pay taxes to the throne and that they
not create a standing army. Even these mild limits would
eventually fall by the wayside, and for the last several decades
the Protectorate has acted as an increasingly sovereign state.
The situation reached a head during the Llaelese War when
the Protectorate launched attacks against Cygnar and the two
severed all lingering ties.

Over the last century, the Protectorate developed a unique
culture centered on a strict caste-based theocracy. While the
Menite priests like to think of their role as an extension of
ancient beliefs, their theocracy is a uniquely modern invention
and includes many reinterpretations of sacred text. The leaders
of this nation are both more fanatical than Menites of the
recent past and pragmatic when it comes to making use of
developments such as mechanika. The Protectorate is noted
for extremely strict laws controlling virtually every aspect of
its citizens’ lives. Within the walled cities and fortress temples
of the Protectorate, Menoth's will is the Law meant to govern
all mankind, honored above all else and followed without
question or hesitation.

In past decades the Protectorate was heavily taxed by Cygnar,
which stoked the fires of enmity. In retaliation, the theocracy
prohibited the use of Cygnaran coinage within their borders.
Visiting merchants and travelers had to change their coins at
exorbitant rates for Protectorate currency or risk engaging in
illegal transactions. When making arrangements with those
who would not accept their currency, the theocracy has paid in
uncut diamonds harvested from its mines—to the surprise of
the Cygnarans who had ceded the land believing it barren and
devoid of resources.

Despite the accord in 484 AR that ended the Cygnaran Civil
War, Sul-Menites view the Cygnaran Crown and adherents
of the Morrowan faith as Menoth’s enemies. The Sul-Menites
believe the Morrowan faith usurped the rightful place of the
Creator to gain influence over most of western Immoren. With
such deep and fundamental disagreements with the Morrowan
way of life, a renewal of this conflict was perhaps inevitable.
This sentiment has become increasingly entrenched among
the Sul-Menites since the rule of Hierarch Ravonel, who
had overseen the initial development of the Protectorate’s
nascent standing army. Ravonel’s work was carried forward
by his successor, Hierarch Voyle, who continued to expand
the Menite war machine and went so far as to state that the
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Civil War had never ended but that there had simply been a
prolonged ceasefire.

By the terms of the treaties allowing its relative independence,
the Protectorate was prohibited to establish an army, a law
that proved futile. Publicly the visgoths agreed to Cygnar's
conditions for peace, but they continued to train soldiersin secret
and hide stockpiles of arms. When Cygnaran dignitaries raised
the question about the increasingly obvious militarization of
the Protectorate, the standing forces were justified under the
pretext of protecting holy sites from “the savage natives.”

The Sul-Menites had indeed become involved in armed conflict
with local Idrian tribes dwelling east of the Black River. In
one of the first and most spectacular miracles manifested by
Menoth in the modern era, a massive earthquake struck the
largest Idrian city even as they waged battle with the Menite
crusades in 504 AR. The Sul-Menite forces were untouched,
while thousands of resisting Idrians were swallowed by the
earth and their homes demolished. This demonstration of
Menoth's power ultimately saved many more lives than it took,
as the majority of the local Idrians immediately surrendered
and converted to the worship of Menoth, joining the new nation
and eventually becoming a significant portion of its population.
The blend of converted Idrians and Sulese (once Caspians)
would give rise to the rich culture of the Protectorate, which
over time would adopt a number of Idrian customs. The event
did not end Idrian resistance to the spread of the Protectorate,
however, and more far-flung tribes continued to refuse to give
up their beliefs and fought and died by the thousands in the
following decades. Despite this contentious past, Idrians have
become a vital part of the theocracy, particularly valued among
the Temple’s martial orders for their loyalty, discipline, and
fighting prowess.

Geographically, while the Protectorate lacks fertile farmland as
well as forests to harvest wood, it has other resources in great
abundance. Modern mining techniques have unearthed rich
iron veins in the hills east of Imer. Several high-grade quarries
have been excavated in this region, fueling the expansion of
the capital, Imer as well as other great structures like Tower
Judgment in the north. The harsh wilderness of the Protectorate
is blessed with rich diamond veins, and the lands have proven
rich in the crude oil that can be refined into Menoth’s Fury,
a highly flammable substance that has become vital in the
defense of the nation. The greatest blessing has undoubtedly
been the Idrians themselves, a people who have bolstered the
numbers of the Sul-Menites and brought with them skills at
warfare, numbers useful for labor, and a fierce dedication to
their adopted faith.

For decades, the Protectorate quietly stockpiled weapons,
bribed inspectors, and gathered its strength. This included the
production and refinement of steamjacks, purportedly for labor
but in fact as weapons of war. The adoption of warjacks was one
of the first pragmatic concessions made by the Synod of Visgoths
in the early days of the Protectorate. The religious tenets of
the Menite faith have long disapproved of any magic that was
not invoked through the prayers of Menite priests, including
inventions made possible through mechanika. The Cygnaran

Civil War amply proved the worth of these machines in battles
waged in Caspia’s streets, and the Synod decreed these and
other weapons might be used by the faithful if cleansed through
prayer and other rites. Each warjack built by the Protectorate was
therefore purified and blessed as it was assembled and made
ready for battle, a practice that continues today.

Other related doctrinal concessions have been made in more
recent decades. While Protectorate foundries were capable of
creating the basic chassis and weaponry for warjacks, they
were initially unable to produce the cortex, a highly technical
and advanced piece of mechanika. Early on, its artificers had to
rely on foreign-built cortexes salvaged from fallen machines or
smuggled into the nation, such as from Menite sympathizers in
Khador. This ended when Khador launched the Llaelese War
and declared all cortexes too valuable to be sent abroad, even to
a power hostile to its enemy. Those involved in the smuggling
trade were declared traitors, and the Protectorate was left to
find other means of acquiring cortexes. This gave rise to the
founding of the Vassals of Menoth, an extreme measure that
began with the capture and enslavement of foreign arcanists
capable of cortex construction. Several highly skilled arcane
mechaniks from Ord and Cygnar were forced to create new
cortexes and train others to do so. As with the purification of
warjacks, the Protectorate believes this work is dangerous and
involves unholy energies but that the proper measures can
reduce this taint and allow for cleansed weapons to be built
in order to bolster the Great Crusade. Today, mechanika has
become an accepted part of life in the Protectorate, even if the
arcane is still treated with suspicion.

Well before Hierarch Voyle’s declaration of the Great Crusade,
relations between Cygnar and the Protectorate had been on a
steady decline. While the Sul-Menites had taken measures to
hide the full extent to which they were preparing an army, it was
quite obvious they were not in compliance with the treaties that
had ended the Civil War. Just as his predecessor had, Cygnar’s
King Leto Raelthorne chose not to enforce these treaties,
knowing armed conflict would be the result. Furthermore,
Hierarch Voyle intentionally forestalled the conflict for which
he was preparing by periodically sending emissaries to discuss
grievances between the two powers, leaving the impression a
diplomatic solution might be possible.

Several key factors inevitably converged to whip the Protectorate
into the frenzy required to launch its crusades. The first and
most important of these was the rise of the Harbinger of Menoth
in the northern Protectorate. A young girl emerged from a
small village, one who had clearly been chosen by Menoth to
serve as the Creator’s prophet on Caen. Floating in the air by
dint of holy power and capable of channeling the raw might
of the Lawgiver, the Harbinger was also gifted with visions
wherein the will of Menoth was revealed to her, and through
her, to the Synod and the hierarch. For centuries Menoth had
been a remote presence, occupied by higher matters in Urcaen
and rarely deigning to pay heed to Caen. The arrival of the
Harbinger sent shockwaves through the religious communities
of western Immoren as a tangible sign not only that Menoth
was willing to intervene in the world but also that he clearly
supported the Sul-Menite cause. Together the Harbinger and




= hierarch decided the time for crusade was upon them,
sticularly with Cygnar distracted in the north with the onset

- the Llaelese War. Knowing Caspia might be left vulnerable,
stilities erupted in full.

mighty armed expedition marched north from the
~otectorate, led by Grand Scrutator Severius and accompanied

-he Harbinger. This would become known as the Northern
_-==ade, and it would battle heathens in Cygnar and the
“ornwood and eventually seize gains in eastern Llael.

-znwhile, southern forces laid siege to Caspia in the opening
» of what would become the Caspia-Sul War, a fierce and
nsive clash between the two adjoining cities that has only

~=ntly ended. This war was costly on both sides and included
1 invasion into Sul followed by nearly a year of turmoil

s streets, and then a counter-invasion into Caspia after

==ining Sul. Neither city escaped these conflicts unscathed,

- the inhabitants of both remain at high alert. The conflict
:=e to an end with the death of Hierarch Garrick Voyle and

- ~etreat of the crusading armies. The leadership of the nation

===d to Hierarch Severius. Sul has since entered a period of

-uilding, and a tense cease-fire has been established between

- zarrisons on either side of the Black River, although smaller

-mittent conflicts between these armed powers still erupt

here along the border.

le the battles between Caspia and Sul resulted in each side
2ining their respective cities, the Protectorate has made
~—-=: zains in recent conflicts. The Northern Crusade seized
Llaelese city of Leryn, an extremely defensible mountain
ness that has become the home of the crusade and the
:r of ongoing operations in that region. Imer remains the
1, but Hierarch Severius has made Leryn his temporary
znd from there supervises the Northern Crusade, which
-i= a sizable portion of the Protectorate’s military might. The
d continues to govern the Protectorate’s heartlands in the
their actions continually scrutinized by junior scrutators

to the hierarch. In addition to furthering the plans of the

¢ Crusade in the north, the seizure of additional lands has
-ht additional converts and resources to the Protectorate.

Llaelese region is far more fertile than the barren soil in the
“neast, and such gains may well be a boon to the Sul-Menites

= long term.

=2 zainstaketimetotrickledown, particularly inatimeof war,
‘he citizens of the Protectorate live in austere conditions,
- compared to the smaller towns of the Khadoran north. All
=ns are expected to contribute to the temple, in terms of

zoods produced and strength of arms when needed. In
v the citizens require little more than their faith, but not
—one is equally devout. The scrutators maintain a watchful

==nce, as do Menite monks dressed as ordinary citizens

ch for any who would speak out or act against the
cracy. Such blasphemers can be incarcerated and subject
iishment at any time and requiring no evidence beyond
picion of temple authorities. While most Sul-Menites are
== and love their Creator, there is no question that worship

“es are zealously attended by all as much from fear of the

=tors as out of pure religious sentiment.

LIFE BEYOND THE
IRON KINGDOMS

The nations of the Iron Kingdoms are not alone in western
Immoren. Other civilizations and empires have existed for
millennia beyond their borders, separated from the kingdoms
of men by mountains, seas, and secrets. In the wilderness great
forces are stirring to heed ancient calls, and from the east comes
an army of cruel invaders.

CRYX

Just across the waters west of Cygnar
lie the Scharde Islands, home to Cryx.
Lord Toruk, the Dragonfather, is the
unquestioned ruler of this empire,
though he rarely condescends to the
vulgarities of governance, leaving
such trivialities to his council of
twelve lich lords. Ancient chronicles
place the dragon’s arrival at the Broken Coast around 1,000 BR,
but even older evidence indicates he has plagued western
Immoren for more than four millennia. Toruk may be the oldest
known entity on Caen, which makes his self-proclaimed status
as a god extremely convincing.

In the western seas, sheltered by rings of razor-sharp reefs, a
long and foreboding coast of jagged peaks juts from dark waters
like the fangs of a monstrous creature hungry for the flesh of
the sky above. On the main island in the shadow of its jungles
and mountains, terrible creatures inhabit putrid cities and
villages of collapsed and crumbled architecture, communing
and festering like ticks on a mangy wolf. Though Cryx is the
host to Lord Toruk’s undying legions, its black cities house
desperate, disposed mortals attempting to eke out their lives
within the borders of the Nightmare Empire. In these wretched
places, the weak survive at the mercy of the strong, and the
strong know no mercy.

Toruk rules from his capital of Skell, where the blight emanates
from him like a sickening fog. The major island and several
nearby are awash in this blight, darkening all aspects of life. The
living cannot abide proximity to Toruk, and Skell is populated
only by the dead and those few priests of the Dragonfather in
the final stages of their deathless transformation. All things on
the main island are corrupted. Nothing is untouched, and very
few outsiders who journey to Cryx, however briefly, can say
they left unchanged. Even the familiar races are often blighted
and twisted into forms alien to their mainlander kin. In
addition to the many necromantic monstrosities haunting the
islands, Cryx is home to Satyxis, trollkin, ogrun, and gobbers,
all of whom have a stake in—and are subject to the predations
of—the Nightmare Empire. Although humans account for the
majority of the population, Toruk’s kingdom is clearly not a
place ruled by living men.

The wilds of the Scharde Islands are home to terrible beasts
of fiendish cunning. They are driven by more than instinctual
hunger, for the beasts of this land are capable of malice and
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THE DEATH BELOW

The people of the Iron Kingdoms have never comprehended
the machinations of Lord Toruk and his lich lords. For
centuries, Cryxian raiders struck the coasts of Cygnar, Ord,
and Khador seemingly at random, slaughtering entire villages
without warning. Occasionally, Cryxian raiders struck further
inland, but their purposes were obscure. Only a few decades
ago, in what came to be known as the Scharde Invasions,
Cryx carried out a series of brutal raids along the Cygnaran
coast. The Cygnaran Armory’s close examination of the events
resulted in the Hurstwallen Report, which drew the disturbing
. conclusion that the seemingly random raids and attacks
. contained a sinister purpose: to draw attention away from
i Cryx’s drive into the mainland interior.

Such action have borne a dark fruit in several hidden locales,
including the Wyrmwall and beneath the Thornwood Forest.
The Cryxians possess a tremendous network of tunnels
there, within them a factory complex to rival any in the

cruelty, a subtler effect of Toruk’'s pervasive blight corrupting
even farther than is visible to the eye.

Toruk's legions have spread plague, death, and famine across
western Immoren for ages. Before the Scharde Invasions,
the Dragonfather and his servants were a mysterious and
formless threat preying on the outskirts of civilization. But
in recent decades they have begun to make their presence
known across the mainland. The days when Cryx was known
by little more than legend and the sporadic predations of its
blackships are no more.

It is no great secret Toruk has designs on western Immoren,
though not for the frivolous motivations of mortal conquerors.
The Dragonfather is consumed with an ancient war and longs
for the day his legions will raze the lands of men and drive his
progeny from their hiding places where they will be consumed
by his deathless rage.

‘g.* 10S

The forested interior and mountainous

borders of Ios have never welcomed visitors.

It is a nation of dreadful secrets and
enduring tragedy. Few visitors have ever
been invited in, and any who have attempted
uninvited entry have vanished. Scholars
and historians know little of the history of
the losan people—only that they are the diminished remnants
of the great Empire of Lyoss that endured for millennia before
annihilating themselves in a moment of great hubris. Academics
who have studied and spoken with the few losans that venture
into the Iron Kingdoms believe the barren, wasted Stormlands
beyond the Bloodstone Desert may have been generated by
whatever force smote the Empire of Lyoss.

Scharde Islands. The twisted passages were inherited from |

a race called the cephalyx who were eager to join with the !
undead minions of Toruk for purposes known only to them.
With this alliance in place, the dominion of the lich lords

has begun to spread across the Thornwood and beyond.
Necrotechs labor endlessly to create a legion of helljacks A

and bonejacks to exceed any Cryxian army in history, and
the thralls at the disposal of the lich lords now number in
the tens of thousands.

The Cryxian armies have begun to stir, preparing to carry out
the next stage of Lord Toruk’s plans. The Iron Kingdoms know
Cryxian activity has increased in the mainland, but they do not
suspect the extent of the death that lurks beneath their feet.
Nevertheless, no one travels alone through the Thornwood,
where even armed patrols have begun to disappear, and
those who live on the edges of the great forest whisper of "_'
sinister shapes moving in the night.

Since settling in western Immoren, the Iosans have maintained
only limited contact with their neighbm's, an isolationism
that has become almost total in the past three decades. This
isolation comes from a deep source of misery. los is ill. Its
people struggle with a terrible cancer, for the nation is slowly
dying from the inside. This sickness has led them to mistrust
an_\'thing unfamiliar, and it grows ever worse. Before 581 AR, los
sometimes sent emissaries and diplomats beyond their borders.
Though always aloof and reluctant to part with their secrets
these ambassadors made an effort to negotiate commerce and
maintain some relations with the other kingdoms. Today the
losans no longer entreat the other kingdoms whatsoever.

The reclusive nature of this nation is facilitated by a number
of geographical barriers, including looming mountains to
the north and south and a vast and maze-like western forest.
Beyond the forests and mountains, monolithic cities of stone
and glass are filled with wonders beyond the comprehension of
men, but there are also wide tracts of land that much of the time
are cloaked in a drifting brume of pale gray that obscures sight
and distorts sound. It is said this mist is sentient, that it has a life
of its own and whispers in ill-defined voices. Some Tosans sav
it is the mist that takes the souls of those born soulless and that
the whispers are the anguished spirits of those souls casting
vengeful aspersions at the living. Amid the natural beauty of the
wilderness abandoned cities lay in ruin, as do forgotten temples
to dead gods. Many of these sites are inhabited by dangerous
and horrific spirits, and worse. The losans themselves tread as
carefully as any outsider in some portions of their lands for fear
of awakening things ancient, terrible, and vengeful.

Travelers who stray too near the region invariably discover
fortresses called aeryths manned by merciless riflemen, archers
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~d swordsmen. These warriors line their ramparts and patrol
“<ir borders in search of any who venture too deep into their
-=cred domain, for the footsteps of outsiders despoil the earth
~d weaken their lost gods with every stride.
sans possess a deep and unique understanding of the arcane

=4 have mastered principles radically different from the
-=ditions of human arcanists. They use tremendous stones

=ped and laid with expert precision to create their imposing
—ructures, many of which are pyramidal, made of massive
-raced stone blocks. Portions of the stonework are covered
th ancient engravings and reliefs. Incredible engineering has
ne into these fantastic structures; some feature giant doors

—=zde from a single slab of stone hundreds of tons in weight
¢ balanced so perfectly that a child can push it open. The

“hitecture seems to defy physics, and it is a mystery whether
“=is an illusion or actual magic at work.

- the center of losan society, hundreds of noble houses called

fyr, or "high house,” oversee the various aspects of culture.

cresentatives of the fifteen most powerful hallytyr constitute
~= Consulate Court, which has ruled los for many centuries.

~= sickness that plagues Jos is due to the departure of their
sies, known as the Divine Court or simply the Vanished. Of

~= eight gods that once lived among them, only two are known
=211l exist, and both are uncommunicative with their faithful.
<t losans worship Scyrah, the goddess of spring, who appears
nove closer to death each day. For centuries her priests had
answers to what ails their goddess or how they should
ceed, but in recent years things have changed rapidly. In the
=rmath of a violent civil war, the marginalized group known

-~ the Retribution of Scyrah has risen to sudden prominence in

<2n politics. This has been accelerated by the recent discovery

- another of the elven gods has survived—Nyssor, the god

inter. Proclaiming that the answer to the sickness of their

- lies in the death of all human arcanists, the Retribution is
-easingly urging the nation to prepare for war.

= threat of annihilation weighs heavily on the people of los,
- they have begun to see the Retribution’s argument that
-= is a chance, as desperate as it is, for salvation. Others still
-ve the Vanished may yet be found, and a small group called
seekers is dedicated to investigating any leads about the
= =sing gods. This group has not succeeded in convincing the
ritv of their beliefs, and recently even they have become

-= sympathetic to the Retribution’s goals.

RHUL

Rhul is a great expanse of soaring
peaks, rugged mountains, sheltered
valleys, and deep gorges. The landscape
is both beautiful and terrifying, for the
Borokuhn Mountains, Silvertip Peaks,
and Glass Peaks boast some of the

tallest mountains in western Immoren.
2 the outer mountains from the south or west requires
ge of the dangerous icy roads and trails created by
Zwarves over the centuries. Some lead into chokepoints,

- under massive fortifications, or twist back on themselves

THE SEEKERS

Convinced that they can prevent the demise of their
goddess and locate the Vanished, the Seekers have
in recent years become increasingly desperate. All
members of this sect have sworn a solemn oath, devoting
their lives to restoring Scyrah’s health and finding the
Vanished. Certain Seeker philosophers theorize that
Scyrah suffers because she does not have the power to
support the entire divine order by herself. They believe
she is overtaxed and the Vanished must be restored to
help shoulder the burden. To this end, Seekers frequently
leave Ios and interact with members of the other races
in an effort to learn more of their faiths.

The Seekers have always had strong religious
overtones, and several fane priests have become
invaluable to the sect, even to the point of providing
secret information to the organization. Priests found
to be aiding the Seekers are ostracized and face harsh
punishment. Nonetheless, there are many within the
fane who secretly admire and sympathize with the
Seekers and lend them covert assistance.

as they climb the mountains, allowing watchers to observe
those venturing inward. The outer clans that man the major
fortresses like Horgenhold and Hammerfall take their duties
seriously, and only those travelers who ask permission and
pay the proper tolls are given easy passage. Nestled safely
within these barriers, the great lake Armsdeep stabilizes the
harsh northern weather and provides life and livelihood for
over a million dwarves and a hundred thousand ogrun.

The greatest cities of Rhul rest on the shores of this lake. The
timeless capital of Ghord and its sister city Ulgar are sprawling
complexes of intricate stonework that have taken dozens of
lifetimes to complete. The Rhulic gift for crafting metal and
stone is second to none in the kingdoms. Even minor landmarks,
roads, and towers rival Caspia’s Sancteum in grandeur and
perfection. The mountains of Rhul contain vast quantities of
ores and minerals, including rich deposits of otherwise rare
minerals difficult to find elsewhere.

Some of these minerals are required for advanced metallurgy,
and Rhulic genius at this craft has placed the dwarves and
their ogrun clanmates at the pinnacle of smithcraft. Some clan
lords, for instance, wear armor that seems truly impenetrable.
A portion of the peerless goods produced by these craftsmen
find their way down the Black River from Armsdeep, one of the
primary trade routes to the southern lands.

The dwarves of Rhul claim to have the oldest and most stable
civilization in western Immoren, with records dating back over
eight millennia. They have always lived in the great northern
mountains and seem to have no thirst for conquest. They once
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enjoyed friendly trade arrangements with los but now find
those borders sealed to them as well as humans.

Rhul keeps a close eye on the politics of the Iron Kingdoms.
Though it has maintained neutrality in the affairs of humans
for thousands of years, it started to change this policy during
the Rebellion against the Orgoth. For the first time raw
materials and Rhulic industry were loaned to humans to aid
in the construction of the Colossals. The Rhulfolk have since
taken an interest in the south, impressed by the innovations
of humanity and see great opportunities. Many dwarves
are pragmatic by nature, and those involved in affairs
abroad prefer not to let opportunities for profit or industrial
advancement pass them by; others watch humanity knowing
foreign politics could threaten their own security. Having
enjoyed trade relations with Cygnar and Khador as well
as Llael, the merchants of Rhul suffered in the recent wars
when they lost direct routes to the south through Llael. They
have since found solutions to some of these issues, but it
seems they must increase their dealings with the growing
Khadoran Empire.

Life in Rhul has always centered on the clan, a tightly
knit extended family of shared bloodlines and marriages.
Clans vary considerably in size, with the most important

New

periodically formed by youths seeking to branch out from

encompassing thousands of members. clans are
their family and start a fresh tradition or industry. In marriage
the wife usually adopts the clan of her husband, but the
reverse may also occur. Clan lord is the most fundamental
rank in Rhul; these leaders are the patriarchs or matriarchs
of their extended families. Clan lords are given respect and
deference proportionate with the size, prosperity, and honor
of their clan. The thirteen most powerful clan lords are
known as the “Stone Lords of Rhul,” the ultimate authorits
in the nation. They are responsible for the defense and
prosperity of the dwarven people and handle all interactions
with foreign ambassadors and sovereigns. Not all stone lords
are equally talented, intelligent, or suited to their position
yet each is descended directly from one of the Great Fathers
and is thus deemed worthy of respect and obedience.

The internal politics of Rhul revolve around complex tallies
of clan influence, honor, and industry. Disputes among
individuals within a clan are resolved by their clan lord, bu:
those between members of competing clans can be settled b:
lawful duels. Larger disputes between entire clans can also be
resolved by legally sanctioned feuds which can extend across=
decades or even centuries. While violent, these martial clashes
are governed by strict laws and rules and bear no resemblance

THE OGRUN OF RHUL

Millennia ago, the dwarven clans provided shelter and food
for neighboring ogrun tribes during a famine. The ogrun
placed the same great value on duty and honor as their
dwarven saviors, and in only a few generations the ogrun had
become citizens of Rhul. Over time they have grown much
more civilized than their forebears, but they retain a unique, if
complementary, culture within Rhulic society.

Ogrun culture is strongly feudal in nature, with young warriors

" seeking to improve their martial prowess and provide good

service to a strong lord. This allowed them to adjust easily to

S8l dwarven society with its clan lords, and in some cases entire

' families of ogrun look to a specific clan and its lord to lead

them. To the ogrun this ties into a vital concept called korune,

a highly personal relationship. In traditional ogrun culture,

there could be several layers of korune, whereby a young

warrior serves his korune, and that senior ogrun is himself

] sworn to an even more influential korune. The oath-sworn

| bond of korune is very strong, broken only in death. Those in

service to a korune are willing to offer their lives to protect
their lord.

1 " Ogrun may spend vyears or even decades seeking a
' korune, during which they are termed bokor, which means
"unsworn.” Bokor are in a continuous state of seeking a

worthy master to whom they can dedicate themselves, all
the while honing their own battle prowess so as to impress
their future lord and be worthy of service. Bokors will
often lend themselves temporarily to a cause or a specific
individual in order to get to know his merits and determine
whether a more permanent oath should be sworn. It was
once unseemly for a bokor to extend this status too long, |
but this is no longer the case. Rhul and its martial clans
increasingly offer their services as mercenaries and have
encouraged the ogrun to join them. Experienced bokors are
highly valued for their loyalty and fearsome skill. They might
spend their professional careers as bokor and wait to swear
this ultimate oath of fealty to their clan lord when ready to
retire. Such aged but highly experienced ogrun make for
excellent bodyguards and advisors to the Rhulic clan lord
and are almost always welcomed.

Even when they have not yet declared their korune, most
Rhulic ogrun are full members of dwarven clans and are
thus subordinate to its clan lord, whom they obey and
treat with great respect. Such fealty is still binding but less
personal than the oath-bond for a korune. In purely ogrun
communities korune will speak for their vassals, and there
may be a single great korune who leads the entire community
through a chain of vassalage.
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:he chaotic brawls of other
—=ces. Indeed, duels and feuds
=== often fought as a matter of
-oirited competition between
ns seeking to secure the
building
~-ojects or contracts for major

to certain

g

ck. As in most extended

=milies, the clans typically

aside their conflicts

~enever they are threatened
utside forces.

Rhulfolk
~sus outsiders is legendary

“-o solidarity of

vestern Immoren, and it

< well known that any dwarf

put aside other concerns

uld the
~reatened.

homeland be
Indeed, Rhul
== no “standing army” in
nventional sense, yet it
2sis perhaps the largest
=2 best-armed fighting force =
vestern Immoren, as so
—znv of its citizens stand ready to rally for national defense.
22 clan has its own host of disciplined warriors, who
% together in border regions to garrison major fortresses

-ould be gathered under the stone lords against outside

essors were it necessary. Any of the stone lords could
» muster as large of a Rhulic force as would be needed

- conflict, though this has rarely been necessary.

= is asacred principle among the dwarves, inextricable from
zious belief. The legal system in Rhul is governed by the
_~Zex, a living record of all judicial decisions made in Rhul
=<z its founding that contains at its core the Edicts of the Great
wers, the central principles set down by the progenitors
=2 gods of the Rhulic people. Its interpretation and the
~orcement of its rules are supervised by grim judges of the
of the Hundred Houses, Rhul’s major legislative and

- =rning body. The priests of the Great Fathers are respected

=roiters of dwarven honor and jurisprudence. The members
che Tribune, the highest-ranking priests, are frequently
~sulted in matters of state.

O '.::hm'ity of clan lords over their families is absolute, but

—mands of the Moot and the stone lords, who alone have the
== to declare feuds with rival clans. Clan lords are advised
master builders, martial champions, and priests. These
== are of equal import to the Rhulfolk who approach battle,
“=truction, and religion as three expressions of the divine

they obey.

hout Rhulic history, strong clan lords have banded
—-ther in councils to oversee the counties, towns, and cities,
- the most important body being the Moot itself. The Moot is

Rhul’s central legislative and judicial body and meets frequently
to discuss the concerns of the nation. Only the hundred most
powerful clans can send speakers to attend. Membership
changus periodically as clan fortunes rise or fall, but most of
the top clans have held their status for centuries. Moot judges
are special experts appointed by the stone lords. These are
well-educated arcanists, priests, or scholars who spend their
lives studying the Codex. Moot Judges have jurisdiction over
entire clans and can pass judgment on clan lords. While this
system has worked well to maintain stability, the Moot is often
criticized for being slow to make decisions.

Several dwarven enclaves have been established abroad in
the human kingdoms, with the largest in Khador and Cygnar.
These communities usually work closely with neighboring
humans and have been a great asset to those nations’ labor and
industry. They were created after the Corvis Treaties as a way
of recognizing the Rhulfolk for helping construct the colossals
by which the Orgoth were defeated. These communities are
considered Rhulic soil and are governed by Rhuliclaw, although
citizens are expected to be respectful of the ordinances of the
host nation. When these communities were established, they
attracted many ambitious and younger clans who felt they had
little hope for advancement in Rhul. Working in one for a time
remains a tradition among young dwarves seeking their own
fortunes before deciding where they will settle permanently.
The same is also true for many of the ogrun who belong to
dwarven clans.
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G4 LIFE IN THE IRON KINGDOMS

THE PEOPLE OF
WESTERN IMMOREN
HUMANITY

Mankind holds sway from the far north of Khador all the way to
Bloodshore Island in the south. There is great diversity among
humanity. A traveler across western Immoren can expect to
encounter numerous ethnic and regional groups, most of
which identify themselves based on the most prominent old
kingdoms from the Thousand Cities era before the arrival of
the Orgoth. Those cultural identities are deeply rooted despite
the rise of the modern kingdoms defined after the Corvis
Treaties. Cultures and appearance can vary dramatically
among these groups, as most of these identifications were
regional rather than based on bloodlines.

CASPIANS AND SULESE

The most numerous people of western Immoren are the
Caspians and Sulese, native to the southern region that has
been home to their ancestors since the founding of ancient
Calacia. The distinction between the two is very recent but very
important to both. Those descended of the ancient Caspians
and living west of the Black River in Cygnar refer to themselves
by the old name of “Caspians.” People of the same ancestry
east of the Black River in the Protectorate of Menoth refer to
themselves as Sulese to honor Hierarch Sulon, who initiated the
Cygnaran Civil War and who is the namesake of the city of Sul,
which was once eastern Caspia. While this may seem a matter
of semantics, in can be argued that in the century since that
war the Sulese have established a distinct culture, largely due
to their intense religious beliefs.

Even the appearance of the two peoples differ, as the less
comfortable living conditions experienced by the Sulese in
the Protectorate of Menoth often weathers their features. Both
groups share common traits, although the populations that
melded into this region were diverse enough that there is a
tremendous variance. Many Caspians tend to have cream-
colored complexions and lighter hair, while others are darker
hued and have black hair. Intermarriage between Sulese and
Idrians is relatively common, contributing to further subtle
changes over the last several generations.

IDRIANS

The Idrians of today were once made up of a number of diverse
tribes native to the eastern region known as the Bloodstone
Marches. These formerly nomadic tribesmen have largely
taken up the worship of Menoth, although some tribes have
remained outside the Protectorate and retain some of their
older traditions. While the Idrians were labeled as worshipers
of the Wurm before their conversion, their spiritual beliefs
were more varied. Some were indeed followers of the Wurm,
while others practiced a variant of ancestor worship. Both were
deemed intolerable to the Menites of the Protectorate, and
crusades were conducted to bring these people back to the faith
of the Creator. Idrians typically have olive skin, dark brown or
black hair, and almond eyes.

KHARDS

North of Ord, the Khadoran Empire is dominated by the
second-largest culture in western Immoren, that of the Khardic
people, descendants of the empire that ruled the north before
the coming of the Orgoth. Over a thousand years ago, the
Khardic Empire and its western horselords conquered man:
small nations, city-states, and tribes, and the Khards of the
present day descend from the strongest bloodlines of those
times. Like the other peoples of the north, they tend to be tall
and physically robust on average, generally larger than their
southern counterparts, mostly with pale skin. At its height the
Khardic Empire stretched across a sizable portion of western
Immoren and included many different peoples.

KOSSITES

In the far northwest the once-wild Kossites have preserved much
of their culture. They are a tall and lanky people, descendants
of the forested tribes of Kos. The Kossite people are notorioush
hostile to outsiders and retain certain tribal customs, even
within larger towns and the great city of Ohk. Kossites have 2
reputation for wood lore and survivability in impossibly harsh
conditions, deserved after centuries negotiating the frozer
Scarsfell Forest. They are frequently sought after as scouts anc
trackers, and many serve the Khadoran Army in this capacity.

MIDLUNDERS

The populous Midlunders of northern Cygnar dominate tha:
nation’s northern heartland. They are a rugged and practica
people who have embraced an attitude outsiders sometimes
mistake for stubbornness. During the Thousand Cities Era the
Midlunds was a vast region with numerous farmlands anc
townships, and it was arguably the unification of the pragmatic
Midlunders with the urbane Caspians after the Corvis Treaties
that has given Cygnar its cultural identity. Many of the career
soldiers of Cygnar's armed forces are Midlunders, particularl:
along the northern and eastern borders. Even from ancient times
this was a region that saw the blending of dozens of differen:
cultures, and so there is no particular look that defines them
although more are dark-haired and ruddy-skinned than fair.

MORRIDANES

Hailing from the bogs and forests of the Thornwood, the
Morridanes are the descendants of the lost kingdom of Morrdh
territories that fall largely within the borders of moder:
Cygnar. Outsiders sometimes hold them in poor regard for the:
rustic ways and taciturn demeanors, but beneath that exterio:
the Morridanes are shrewd, stalwart, and loyal individuals
Physically, they are noted as being shorter of stature anc
slighter of build than their southern countrymen.

RYN

The eastern nation of Llael was dominated by the fair-skinnec
Ryn, a people of slight build and short stature who made up th=
majority of that nation’s populace. Much of the Llaelese nobilit:
were of Rynnish blood. Ryn were particularly dominant i
the Llaelese capital and eastern farmlands. They consides
themselves the inheritors of a long and esteemed history an:
are proud of their language and culture but now face the fac
that their nation lies divided, most of it conquered by Khadc-
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‘e the east has fallen to the Protectorate’s Northern Crusade.
Rvn take credit for inventing the firearm and refining the
' pistol dueling in particular but were a shrewd and well-
~-ken people with a fondness for negotiation, the fine arts, and
~emy as well as a taste for ornate architecture. Thousands
“vn fled during the Llaelese War and scattered abroad,
ling the nearest cities in both Ord and Cygnar, while some

» sought sanctuary in Rhul.

SCHARDE
- time, as civilizations rose and fell, some of their people
- wwest to the Scharde Islands. The people here are thought to
~rimarily a blend of those who were once Morrdh, Molgur,
Zorans, and Thurians. Before the coming of Toruk the
- dding archipelago was fertile enough to support a thriving

- —ulation, and it became a haven for pirates and raiders that
=d on the mainland while erecting fortified fiefdoms. When
Dragonfather arrived he seized control here, transforming
~irate lords into undead and immortal lich lords who

2 oversee the squalid lives of the petty mortals that were

-2th his notice. Over time his powerful blight has seeped
cvervthing here, transforming the people and the land. The
-rations spawned by the survivors of Toruk's arrival and the
 Cryx have been irrevocably tainted by the presence of
TDraconfather. These people, now called Scharde, are easily
nizable by their ritual scarification, tattooing, and bone

rcings. Some, however, bear the taint of draconic blight
bviously. Solid black eyes, razor-sharp teeth, scaled skin,

~upt have been influenced by the dragon’s proximity, and
~charde are largely a cruel and violent people.

SKIROV

ther once-wild people of the north that were tamed by
*hards were the Skirov, the people of Khador’s northern

ins. These thick-bodied and imposing people are among
—oststoic and fearsome of Khadorans, noted for their strong

n= and intense piety. The people of this region have long
eply religious—in ancient days they were zealous
<=ipers of the Wurm, but most took to Menite conversion

“he crusades of priest-kings emulating Khardovic. Many
communities are counted among the most stalwart
~—orters of the Old Faith, while others converted to the faith
-row and embraced its principles with a similar intensity.
- temples and churches dominate these rustic mountain

= and the people of this region are among the most

~=titious and distrustful of those suspected of witcheraft.
are fairer of skin and generally have lighter hair than
ther Khadorans.

T=HURIANS
~~=zn= are one of two major cultures that dominated the

= seaboard in ancient days. The Thurians of today are
nts of a kingdom now divided between northwestern

r and southern Ord. Thurians have long prized sharp wits

“= accumulation of secrets and lore; sorcery is unusually

n among them, and this region has seen more than its
snzre of prestigious arcanists. Organized human magic
= roots in this region, and the Stronghold of the Fraternal

Order of Wizardry is based in Ceryl, the heart of what was once
Thuria. Like Caspia and the Midlunds, Thuria was a welcoming
kingdom that brought many diverse peoples into its community,
and thus the physical features of Thurians vary considerably,
though a slightly higher than average number have red hair and
green eyes. Many Sinari, discussed below, settled in Thuria early
in the kingdom'’s history and left a legacy of dark-skinned, black-
haired individuals. Both proudly call themselves Thurians and
can trace lineages back before the Orgoth.

TORDORANS

The other great western culture was the Tordorans, who are
rightfully proud of their ancient traditions, particularly related
to mastery of the sea. Ord’s northern regions and particularly
its aristocracy are dominated by the descendants of Tordor, a
nation that conquered Thuria before the arrival of the Orgoth.
Tordorans rarely marry outside their own ethnicity and so have
a more distinct and identifiable appearance than many of the
region’s dominant cultures, with black hair and olive skin. The
ruling castellans are known as High Tordorans, but even lowborn
Tordorans pride themselves on their blood and ancestry.

UMBREANS

Several other distinct cultures have survived in Khador amid
the trackless wastes and vast wildernesses that naturally
divide the nation. In southeastern Khador and western Llael
are another once-divided people, only recently unified under
Khadoran rule after the Llaelese War. Heirs to the ancient
eastern horselords of old, the Umbreans once contested with
the Khards for domination of this region, and distrust and
animosity persists between them. Tales of the ancient battles
fought between Khards and Umbreans are still told in this
region, particularly near the grim battlefields where generations
of blood have been spilled. Umbreans have intermingled with
many other groups but retain a strong sense of cultural identity,
and many harbor dreams of a nation of their own. Their size
and build are similar to that of the Khards, but they usually
have slightly darker skin and black hair.

OTHER HUMAN ETHNICITIES

There are several other smaller ethnicities in the Iron Kingdoms.
The dark-skinned Radiz and Sinari are nomadic peoples found
across the southern Kingdoms, some living in caravans moving
across western and Central Cygnar. Both of these groups
have dwindled over the centuries as families have abandoned
the old ways and integrated with other cultures, bringing
greater diversity to the Thurians, Midlunders, and Caspians in
particular. Pocket ethnic groups in Cygnar include the Gnasir
and the Arjun, both of which shun contact with outsiders
and speak their own somewhat incomprehensible dialects. In
northern Khador a number of isolated groups persist that once
contended with the Skirov and Kossites for resources, including
the Vindol, the Ruscar, the Bolotov, and the Yhari-Umbreans.
Some of these people live in tribes little changed since the days
of the Molgur and still proudly display totemic emblems of the
wolf, the bear, and the raven.
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[ LIFE IN THE IRON KINGDOMS

NONHUMAN RACES

Although humanity accounts for the greatest part of the
populations of the nations of the Iron Kingdoms, many other
races are also present, particularly in Cygnar. Gobbers are
a common sight in most major Cygnaran and Ordic cities,
having adapted well to urban life. They are encountered less
often in Khador and Llael. Khadorans tend to be more insular
and distrustful of other races, who may not share their bold
nationalistic feelings, but gobbers can still be found in major
industrial centers like Korsk and Khardov.

Though the Iron Kingdoms themselves can rightly be thought of
as human nations, all are also inhabited by a variety of races who
possess varying degrees of loyalty and recognized citizenship.
Other races are most common in the major cities, where the_\-’
are drawn to seek employment. By and large, members of the
other races are treated with tolerance by urban dwellers where
they lead similar lives to humans, although sometimes they are
pressured to settle in ghettos or communities of their own. They
are less welcome among rural communities, where prejudices
are stronger, particularly in-areas that sometimes endure raids
from nearby wilderness tribes or kriels. Where larger groups of
certain races have settled in a city, they may retain some of their
tribal organization within their district or quarter, and often
their leaders become influential outside of the community as
well. It is not uncommon for places with large communities of
trollkin to find that the kriel's elders wield significant clout in
city affairs; the threat of strike is a potent weapon in modern
labor disputes.

GOBBERS (GOBLINS)

There are two distinct species of goblins found in western
Immoren, and attitudes toward each are markedly different.
Gobbers are the most numerous of the two species and have had
great success in integrating into the communities of other races,
including human cities. Their small stature—most of them are
around three feet tall—makes them appear non-threatening,
and they have undeniable aptitude for mechanikal devices
and alchemy. Next to humanity, gobbers are the race that has
most successfully adapted to urban life. Inquisitive, cunning,
and entrepreneurial, some gobbers have earned their place in
society as owners of small businesses, often running salvage,
scrap, and repair services. Less civilized tribes of gobbers with
shamans and tribal chieftains still exist in the wilds, but by and
large, the race has moved into the cities.

BOGRIN (GOBLINS)

By contrast, bogrin are a largely reviled species of goblin
usually only encountered in the wilds, with only a few
established communities existing in human cities, such as Five
Fingers. Bogrin are larger than gobbers, are recognizable by the
distinct ridge on the top of their heads, and are likely to display
body piercings and tattoos. They are generally considered
more violent and aggressive than gobbers, and repeated
conflicts have pushed them away from most townships and
cities. Accordingly they encounter considerably more prejudice
than their cousin race, even in cases where an individual has
demonstrated a willingness to coexist in society. They are most
numerous among the Scharde Islands.

TROLLKIN

Trollkin largely live in the traditional communities of kriels
centered on villages far from human civilization. Until recentl:

the trollkin were a scattered people, living in much the same wa

as they have for centuries, but recent warfare and displacemen:
have shattered their lives. Some leaders among them have
begun to foment radical ideas, and previously peaceful trollki=
communities are uniting in war against all those who woulc
oppress them.

Trollkin are also commonly found throughout the cities

the Iron Kingdoms and are particularly valued in industries
that depend on freight or heavy labor, although their size anc
strength can also be intimidating. In most cases, they work fc-
lower wages than human workers and may face other difficulties
as they are often treated as lower-class citizens. Some kriels
have transplanted in entirety and live as communities amonz
the populations of major cities. These urban kriels face troublc
adjusting from their traditional lifestyle, and many of their yout-
have begun to give up the old ways in favor of human culture.

RHULFOLK (DWARVES)

With records dating back over six millennia, the dwarves
of Rhul oldest stable
civilization in western Immoren. Though they have officiall

have the and most continuous
maintained neutrality in the affairs of humans for thousands
of vears, Rhulfolk keep a close eye on the outside worlc
and periodically do involve themselves in outside affairs
Rhulfolk have become a common sight among humanit

both on and off the battlefield. Although Rhul itself seems :

have no interest in conquest, its leading clans do seek pros:
and happily adopt mankind’s technological developments
In some parts of eastern Khador and the Upper Wyrmwa

Mountains mixed communities of humans and Rhulfolk hav-
been established, though recent tensions between Khador an:
Cygnar sometimes threaten their sa fety.

OGRUN

The ogrun of Rhul are fully integrated members of Rhul

society despite constituting a minority of the population
Ogrun are also found among some human communities
especially those that are home to mercenary companies. Th
raw strength of the ogrun also makes them highly valuec
laborers, particularly in regions that see heavy shipping traffic
and the sense of honor treasured by most ogrun makes ther
prized as bodyguards. It is worth noting that many of the ogru-
of Rhul refer to themselves as “Rhulic” although the term
“Rhulfolk” is usually reserved for dwarves. There are also =
number of ogrun tribes living outside Rhul, most numerous!
among the northern mountains of Khador and also among th
tainted people of Cryx.

IOSANS (ELVES)

Though the nation of los closed its borders years ago, a fe
of its people can still be found among the Iron Kingdom=
Notoriously tight-lipped regarding their home, losans ar
poorly understood, and most people react to them with uneas:
Some few of them are found roaming far and wide, consultir:
ancient libraries and scholars on historical minutiae. A ver




21l number make a life as mercenaries, plying a bloody trade
coin in which they seem barely interested.

NYSS (ELVES)

= losans can seem almost loquacious in comparison to their

z=ins, the Nyss. They are a highly insular people who until

-ntly were rarely seen outside of the farthest reaches of

north. In the past few years refugees have begun to make

- way to the cities of los, Khador, and Ord, fleeing some

t disaster about which they are reticent to speak. Skilled

~zers and trackers, the Nyss are a proud and self-reliant

ole; that their tribes have been scattered implies a tragedy
-rofound consequence.

OTHER RACES

-~ are other races across the expanse of western Immoren,
‘hev have little truck with the civilized nations of the Iron
zdoms and their neighbors in Rhul and los. Scholars have

—Zzingly admitted that certain species such as gatormen,
bog trogs, and croaks are technicall}_' intelligent,
1zh they are usually seen as a menace and often labeled

—onsters. The same is true for groups like the Tharn and the

- is, both of whom may once have been human but who have

—<rormed into distinct—and hostile—e;pccies. Additionally,
- are some possibly intelligent but ferocious creatures that
ov an uncomfortable middle ground between beast and
=le, such as ravenous trolls, satyrs, and the eastern cyclopes.

2 few vears ago the vanguard of a great army of invaders
=d on the western edges of the Bloodstone Marches. The
e are a truly vicious race that honors its warriors above
s. Few citizens of the Iron Kingdoms have met a skorne

~~de of a battlefield, and little is known of their culture.
they seem bent on the complete subjugation of western
=—oren, they are likely to remain an enigma. Very little contact
< teen made with other possibly intelligent species from
=rn Immoren, such as the efaarit, which may be a race of
~er, or the primitive lethians. Somewhere in remote eastern
—oren there are rumored to be highly intelligent giants, but
- reports are often looked upon as fanciful legends.

LANGUAGES OF THE
IRON KINGDOMS

:zes in western Immoren have been evolving since before

-Zed history. In certain eras there has been a proliferation
~zues even more bewildering than the war-torn political

pe of the so-called Thousand Cities. Language has

in the wake of culture, and warfare between tribes has
‘=d in the dominance and subjugation of tongues, while
“ts have sprouted and evolved in isolated communities.

¢ these tongues has a complex and varied history and
regional variances, and dozens of lesser languages linger

inges. It is quite common for inhabitants of western
— cen to speak multiple languages with various degrees of
Being able to communicate effectively in two or three

-ent tongues is common, as is exposure to multiple dialects

-n. Written fluency is another matter and varies from
~—-om to kingdom. For many there is a wide gulf between
= comprehension and written fluency.

Languages are grouped based on their origins. Among

human languages, there are four main language families,
each named after their respective major languages: Caspian,
Khurzic, Molgur, and Morridane. Of these, only Molgur is
still spoken; the rest are known only to those interested in
ancient documents.

CASPIAN LANGUAGES

While Caspian 