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"THE JEWEL OF LANEVER

“Cadwallon. The name itself embodies the majesty of the frec city state. Outside there is only 2 world thrown
of F-balance by the Ragnarok, slowly slipping towards total war.

e/ shelter for some, a prosperous baven for others, the [fcwd of Lanever draws the emvy of every nation as the
war refugees coming in add to its cver z'ncrca;z'ﬂg population and workforcc

et Cadwallon, while being 1 beacon of bopc is also a smare. For life in the City of Thicves is ferst and foremost
4 never ending struggle to carn and securc one’s position.

Cadwallon, the two-faced city. < Most of its demizens know only the hideous features of the lower city.
The choice between bard labor or exctreme poverty, a life devoted to the guilds service or the unpredictability of
day to day strugglk.

1ts other face is the upper city. e A walled city within the city, its great towers reaching for the sky, its gigantic
crossbeams shadowing the strects. Being the beart of the city, it drains all the richs without any consideration for
its underprivileged counterpart.

Flope is a delusion, freedom a fantasy. The town where you were born shall be the town where you will dic.

We bave decided to reject that fatalism. We bave chosen prosperity and freedom. We are the free leaguers.”

L Viadar the e/frrogdﬂf. v










adwallon is a free city of Aarklash, a fantasy world torn

apart by a dreadful war : the Rag'narok. This universe

is the background of many games using miniatures
from the Confrontation collection.

In Cadwallon, the players hold in their hands the fate of a
party of adventurers who’s purpose is to protect the city from
threats (spies, traitors, rogue bands of outlaws an so on.); as well
as threats from the outside (invaders, enemy powers, blood-
thirsty gods and so on). Labeled “free leaguers”, these individu-
als are destined to undertake thrilling investigations and over-

come tremendous perils.

WHAT IS A ROLE-
PLAYING GAME

Like many other games Cadwallon allows you to enjoy a good
time among friends; but every game of Cadwallon is different
since the players do not choose their characters from a ready
made list of roles. In fact, they create their own through rules
and develop them after each game! This feature is what makes
Cadwallon a role-playing game.

- RROLES FOR THE PLAYERS

Sitting around a role-playing game table, every player but one
has a playable character (or PC), who are the heroes of the ad-
ventures set by an arbitrating player called the “game master”
(or GM).

The GM prepares a scenario beforehand, by inventing it him-
self or purchasing it. From time to time scenarios will be issued
in the publication Cry Havoc that deals with RACKHAM games.
The players’ decisions for their PC will allow the GM to unfold
the story according to the scenario and the rules. A scenario
does not always end well. Such situations should not be consid-
ered as failures, since the players can play the same character in
games to come. They can still try to resolve the consequences of
past mishaps while dealing with a new storyline.

These particularities (experience, interactive stories, the
possibility of overcoming past difficulties) are what makes
Cadwallon a particularly exciting game. In fact, if Boromir had
been a PC, he might not have found himself isolated and he

could have survived the attack by the orcs.

_..o L L

~ WHvY IS IT A TACTICAL
- ROLE PLAYING GAME?

The most intricate situations can be interpreted in numerous
ways because everyone has different understandings and rep-
resentations of a situation. To avoid time wasting arguments,
Cadwallon uses minatures and gaming tiles thought and
made exclusively for the Free City. The Confrontation minia-
tures stand for the people of Aarklash and the double-sided
RACKHAM tiles offer a depiction of Cadwallon.

Each player chooses a miniature that he details following the
rules in order to create his free leaguer. In addition, the GM gath-
ers various miniatures to embody the non-playable characters (or

NPC) in his scenarios.

Conviviality and interaction are the essence of role-play-
ing games. Many players enjoy customizing the rules
they use, so that the rules come closer to what they
expect from their gaming sessions. Some are more into
the “gaming” while others are more into the “role-play-

ing”; and anyone might have a different view about the

importance of some aspects of the game (initiative, magic

or combat management, acting out the characters, etc.).

Cadwallon takes this into account by offering “Advanced =

options” boxes, so that everyone may plan what they want _
! to simulate. Future Cadwallon publications will not rely

on those options. Customizing your role-playing game is

part of the pleasure for every RPG player.

WHAT 18 THE GMs POLE"’

The players only need to sit down at the table, whereas the GM

needs to be fully aware of:

« Events triggering the beginning of the game: a mysterious as-
sassination, disturbing overheard conversations about a ter-
rible conspiracy, the traces of a worrying curse and so on;

« The characters related to the plot other than the PC (or NPC):
a serial killer, conjurors, a powerful undead foe and so on;

+ How will the plot unfold if the PC are unable to counter these
events and characters: how and when the serial killer strikes

again, the location and the time the conspiracy takes place and

its consequences, the next appearance of the curse and so on.




The GM follows the game Tules and his common sense to help
unfold the plot and represent the different events experienced
by the PC. The conversation generated by the choices made by
the players and the descriptions of the GM give the general di-
rection of the story.

The GM does notalways have to be the same person. Cadwallon
is a particularly vast and multi-ethnic city. Therefore, the play-
ers can take turns as GM. You only need to define which dis-
trict and which character each GM will play. A GM who col-
lects a Confrontation army or plays Confrontation, Rag'narok or
Hybrid will be able for instance to offer scenarios for the areas
of the Free city where the people his miniatures represent dwell.
Thus, each player will be able to offer the others stories that cor-
respond to him and everyone will participate in the building of

a rich and coherent Free City.

-

~ ADVANCED OPTION:

NO NEED TOROLL

The GM may exempt the player from rolling the dice
when a character is in a situation with a constant diffi-
culty (without an opposing roll ).

p Brdag WU LBEn ns ()l isjconsidgigglithat B ties. The abilities show how many d6 should be rolled to resolve

without having to roll the dice, a character automati-
cally gets a final result equal to Attitude + Ability + 1.

« In order to “take the time to do things right” (in which
case the time spent is ten times the normal amount for
the action), it is deemed that without having to roll the
dice, a character obtains a final result equal to Attitude
+ Ability + 3.

This optional rule out rules the possibility to re-roll any

failed attempt, since the result cannot vary.

Example: A character has a.+ 5 in Dexterity (attitude) and a
4 in Climb (Ability). Should he need to climb a wall with his
bare hands, he might automatically overcome a difficulty of

10. I the character decides to take his time in order to.do his | o

best, he may overcome a difficulty of 12 with out having toroll. J .
?—- =\ Note: Every failure is critical for a character. You must not

i . —
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WHAT ARE THE DICE FOR?

When a player describes an action performed by his or her
character (unless the result of said action is automatic) the player
must roll one or more dice (as described in the Cadwallon rules)
to find out whether the character fails or succeeds. Actions are

resolved by rolling six-sided dice, which we refer to as “d6”.

Dice rolls, result and final result

Making a dice roll implies rolling one or more d6. The die
with the highest number showing gives the result of the roll,
and a bonus is added to reckon the roll’s final result. This total
is then compared with a number called the difficulty. If the fi-
nal result is equal or superior to the difficulty of the action, the
action is successfully performed. If on the other hand the final
result is lower, the character fails to perform the action. We will
refer to this as overcoming a difficulty.

In rules terminology, such a roll is codified as (number of

dice)d6 + modifier. The modifier might be a negative number.

A 0d6 roll nevertheless requires that you roll one die. If the
result is a [+], the attempt fails automatically. Otherwise, the
result is O regardless of the number actually turning up! So the
final result is equal to the roll’s modifier. As it cannot be a nega-

tive number, the result will be zero at worst.

Examples :

o 3d6 + 4 means three d6 are rolled and four points are added
to the best result. Therefore, if the dice show.”), [t and [}, the
result of the roll is %) and the final result is 5 + 4 = 9;

\ o +4d6 -1 means that four d6 are rolled and one point is removed

from the best result. Therefore, if the dice turnup| -, [."), [«*]and
(23], the result of the roll is [:3) and the final result is 4 -1 = 3;
* 0d6 + 5 means the final result is 5, except if the die rolls a [-].

Characters in Cadwallon are defined by attitudes and abili-

arelated action. The value added to the result of the roll is equal

g to an attitude. This simulation principle is described in details

| with the relevant rules in Book II.

In order to resolve an action attempted by a character, you
must make a roll of (Ability)d6 + Attitude.

Automatic failure: If every single die gives a| - ], that roll is an

automatic failure. You do not need to calculate the final result,

as the action will fail regardless of it.

confuse this rule of automatic failure with the “critical failure”



or “fumble” rules common with other role-playing games. The
consequences of an automatic failure are in no way worst than
a failure caused by a final result lower than the set difficulty.
At the very most, the GM may interpret a result as particularly
catastrophic if the roll was a 0d6 roll.

Adding rule: For each value equal to the highest value shown
on a roll, add an extra point to the result of the roll. If a player
fails a dice roll, another attempt may be made immediately. In
that case, the next roll is done with one dé less. After a series
of unsuccessful attempts, the last roll based on 0d6 is always a
failure!

Examples:

o A roll of 23, .7}, ), (-] and 23] gives a result of 5 (23] + 1 for
another[:3));

o Aroll of "], 33, (%) and 33 gives a result of 33+ 1 + 1= 8;

o[22, [7), (), 23] and [22) gives 6. And if two dice must be kept to
determine the final result, consider it 6 + 6 = 12 because the
adding rule is applied to both [:3].

Coordinated attempts

When several characters are working together to accomplish
the same action by using the same Ability, the GM may allow
them to make a common dice roll. In this case, the group choos-
es one character who will be the leading figure for the action and
roll the dice. Each “assistant” with a positive value in the ability
provides one (and only one) additional die for the roll. For an
opposition roll, the total number of d6 rolled cannot exceed the
ability level of the character rolling the dice. In addition, the
bonus dice from the help are taken from the Reaction Pool.

Example: Two characters are attempting to break open a double
door together. As they run up to it, the GM decides this means
they attack the door after a charge and asks for a Charge roll.
One of the players rolls with an additional dé. If the action had
been opposed, the number of dice rolled would have been limited
by his level in the Charge ability.

Note: The coordination must be possible for the character on the
playing board. In order to help someone smash through a door,

for example, you must be standing close and able to charge!

Quality and gambles

Certain circumstances allow for actions out of the ordinary.
The quality is a figure that gives the measure of an action’s
exceptional merits: The quality can vary between 0 and the
Potential (see further) of the character performing the action.
Unless specified otherwise, every roll has a default quality of
zero, regardless of how high the final result is. Some specific

rules (for objects, abilities, etc.) may sometimes allow 'a,qiofl
with a default quality above zero TS

A player may make a gamble by giving a number between 1
and his character’s Potential. This gamble is the risk taken by
the character that increases the difficulty of the roll. An action
with a gamble of X has its difficulty increased by X point(s). If
the action is successful, it has a quality of X.

Quality has an effect on opponents’ actions, when it logically
should (for ex.: Quality on a running action may make it harder
for pursuers to keep up, for opponents with guns to hit you, etc.)

The GM may disallow a player from making a gamble on cer-
tain rolls if it is too easy a roll.

« Gambles to set challenges

When a player thinks his character may overcome a difficulty
easily, he may make a gamble in order to outdo an opponent or
to give said opponent a disadvantage (during an arm-wrestling
contest, a race, etc.).

If the player obtains a final result equal or superior to the sum
of the difficulty and the gamble, his character accomplishes the
action with a quality equal to the amount of the gamble.

Example: A free leaguer tries to spot his enemies in a busy part
of the city. The GM asks for a roll of Scrutinize/DIS with a dif-
ficulty of X (according to the features of the district where the
action takes place: noise, lighting, etc.). The free leaguer’s op-
ponents have previously hidden themselves by making a roll
against the same difficulty, and by making a gamble of three. If
the player does not make a gamble at least equal to three for his
Scrutinize/DIS roll, he will not be able to spot his enemies. If he
makes the call, he will need to make his roll and obtain a result
at least three points above X (maybe more if he has made an even
bolder gamble!).

+ Gambles for special effects on some actions

When a player thinks his character can easily overcome a dif-
ficulty, he may make a gamble to gain further advantages. Some
game effects anticipate this by giving predetermined advan-
tages (damage bonus, benefits in a struggle for influence, etc.)
when such an action is successfully ma_ﬂe_,with a gamble. In such
cases, the gambles have no effect on quality, because they al-
ready have another game effect! :

If the player obtains a final result equal or superior to the sum
of the difficulty and the gamble, his character accomplishes the
action with the special effects described by the rules. . 7
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A WORLD
AT WAR

t was an age where time did not exist ... The age of the gods.
L4

+4 The gods traveled the Creation unrivaled. Their empires
knew no limit and extended over entire worlds born from
the magic energies of the Creation.

Discord came and the gods waged war among themselves for
supremacy. The crumbling of the dying worlds almost led to
the collapse of the Creation and the death of everything. The
Creation fought back. The gods were brutally thrown off their
thrones and sent into exile beyond the borders of the elemen-
tal worlds, Realms. Time appeared, imposing its curse to the
vain immortals: if they dared to reappear, they would suffer the
punishment and would be forever forgotten. Thus, the age of
the gods ended.

However, one does not get rid of these terrible forces so easi-
ly. After thousands of years in exile, the gods continue to wage
war through their champions - Incarnates - and their most
faithful allies.

The balance is once again under threat. The curse of Time is
fading. Darkness seizes the heart of the brave and the gods get
ready to lead their armies.

The ultimate age has come.

A CONTINENT
LOST IN DARKNESS

Not far from the heart of the Creation is a sought after
Kingdom: Aarklash. Magic thresholds can be opened there to
travel to all the Realms, including those where the gods are im-
prisoned. The future of the Creation is linked to the fate of this
singular world.

The history of the continent of Aarklash was written by the
victors of the great wars of the past. The glory and the pres-
tige of the conquerors of long gone eras hide fratricide wars and
dreadful lies. The nations of Aarklash were built on pain, blood
and treachery. Some nations did not resist the erosion of Time.
From their ashes, larger and stronger empires arose, yet also
younger and drawn towards the warlike temptations of power.
The desire for revenge or domination thrives in the memory of

the sovereigns of this land soaked in blood.

Many and diverse are the cultures of the peoples of Aarklash.
Those who share a close philosophy or common objectives
forged alliances to face the enemy and to secure a crushing vic-
tory. Thus, three great Alliances came to be.

« Paths of Destiny cherish their freedom and refuse stubbornly
the future promised by the powers of Light and Darkness. They
are the most ancient peoples of the continent: the Daikinee
elves, the goblins of No-Dan-Kar, the dwarves of Tir-Na-Bor,
Wolfen of Yllia and their enemy brothers who follow the way
of Vile-Tis. Just like the orcs of the Bran-O-Kor and those of
the Behemoth Mountains, the peoples of Destiny refused to
give in to the temptation of the split and choose a side; a con-

cept introduced on Aarklash by the humans.

.

Ways of Light work to create an age of reason and prosper-
ity. They try to seduce the most prosperous civilizations,
such as the dwarves. If the kingdom of Alahan, the empire
of Akkylannie and the tribes of Avaggdu are all human na-
tions, the Ways of Light also include a young elven nation: the
Republic of Lanever. These civilizations try to push away the
forces of Darkness. They respect the peoples of the Destiny,
even when these refuse to assist them.

» Meanders of Darkness keep trying to quench their thirst for
power and do not hesitate to appeal to the most terrifying
and the most twisted powers. If the living-dead of Acheron,
the alchemists of Dirz and Drune nation are human powers
which study the lore of dark magic, they are allied to weird
creatures, such as the dwarves of Mid-Nor and the Akkyshans
elves. These dreadful forces sharpen their weapons of destruc-
tion to silence forever the Ways of Light. Most of them see in

the Paths of Destiny worthy opponents.

The war Lords of Aarklash cured the wounds inherited from
their fathers and gathered armies for the end of the world. All
are getting ready for the Rag’narok, a merciless war announced
by ancient prophecies, but of which the mortals still ignore the

real stakes..
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In these hours of darkness, Cadwallon is a cosmopolitan city
outside the conflicts of the Rag'narok. The center of all the at-
tentions. The powerful and the most ancient races of Aarklash
contemplate it with a mixture of envy and hope, but also fear

and aversion.

Cadwallon is the City of Thieves.

Fortunes are made and lost there along its winding alleys.
Silk and rags mingle when night comes. The powerful and
the miserable mix in a ballet of merciless and murderous in-
trigues. Far from the wars that set the continent ablaze, emis-
saries coming from all over Aarklash meet to negotiate in the
corridors of the prestigious embassies and the backrooms of

the most infamous inns.

Cadwallon is a Venomous Rose.

The noble towers of the upper city, which challenge the heav-
ens each day, take root in the back alleys of the low city, chok-
ing in poverty and despair. The balance of the precarious alli-
ances allows the arrogant aristocrats of Cadwallon to sit with
the most powerful sovereigns of Aarklash. They have numerous
enemies, but allow themselves to impose their rule when one

dares to challenge them.

Cadwallon is the Jewel of Lanever.

Like a ring of darkness set with a glistening diamond, the Free
City draws the banished, the dispossessed and all those who
refuse to die in the name of the glory of the commanders of
the Rag'narok. A lost people from diverse horizons live there,
united by the laws of the dukes of Cadwallon.

Once cursed and deserted, lost in the jungle of Lanever,
Cadwallon was conquered by a handful of adventurers seeking
glory and wealth: the Dogs of war. The latter, led by Vanius, had
to face a thousand hazards to reach their goal, but they were met
with fortune! Since the exploits of the Dogs of war, Cadwallon
1s a-ﬁ‘ee city.

Today, more than a hundred and fifty years after the leg-
endary battle of the Wall of Earth which saw these adventur-
ers battle against the Meanders of Darkness, the free leagues,
the heiresses of the Dogs of war, are the guardians of the inde-
pendence of Cadwallon. Their members are the free leaguers.
- Tha them, the Jewel of Lanever is spared by the Rag'narok.

%ess in its heart, somewhere along the border that sep-
argtes shadow from light, lies the secret, which will seal the des-
1y of Aarklash therefore the destiny of the Creatlon

THE PEOPLE OF A
WORLD AT WAR

The people from all over the world are welcome to Cadwallon,
if they obey the ducal laws. Therefore, it is hardly surprising
to see visitors stunned by the cosmopolitan magnificence of
the streets and galleries of the City of Thieves where individu-
als from all over the continent established themselves and live
there lives. Even before considering oneself as an elf, a goblin or
a Wolfen, every Cadwé is above all a citizen of Cadwallon.

The following pages offer an overview of the various races,
which live in the Free City. The race of an individual is differ-
ent from its culture. Depending on the race, one dominates the
other. Thus, a dwarf remains a dwarf, even if he was raised in
the shadows of the Aegis Mountains (Paths of Destiny) or in
Akkylannie (Ways of Light), whereas the humans and the elves
of the various Alliances are very different from one people to

another.

- The presentations of the races and the cultures that are
. playable in Cadwallon are all ensued with a box, which lists
their special features.

Average size and weight M/F: Size and average weight for
both genders.
Life expectancy: It is rare tolive longer.
Distinctive features and feats: Collectively representative
features of this race. This piece of information has an im-
pact in the game.
Cultures: Every culture is associated to a totem. This piece
of information has an impact in the game.
. Size: Reference size in game. This piece of information has
an impact in the game.
Base: Nature of the base of a miniature representing a
| member of the race.’A base larger than'a square is a draw-
! back in urban areas. This piece of information has an im=
| pactin the game.
Assets: Peculiarity put forward by rules. This piece of in-
formation has an impact in the game.




Destiny

Daikinees form the original stem of

- =
LHE ELVES

the elven race. They live closest to the
The elves appeared in the western forests of the conti- forest of Quithayran and still follow a
nent, long after the other races had dashed in the conquest sylvan existence. Many of them maintain
of Aarklash. Even the elves ignore where they come from a symbiosis with animals or plants, which feed
and why their existence is inextricably connected from the Elves’ bodies, strengthen or protect them.
to the forest of Quithayran. The closer an elf is The Daikinee women suffer from a curse cast by
to the heart of the Eternal Forest, the lon-
ger his expectancy and the better

his body defends itself from the

outside attacks. The presence of

Scaélin, the matriarch of Akkyshans: they die
shortly after giving birth to the fruit of their

first union with a male Daikinee.
the Fayes, the spirits of nature ;
Light

The elves of Cynwiéll origin are a little taller

live in Quithayran, seems to have |
the same effect on the “Maalivaté”, |
“those who have left” who live far and stronger than their fellow creatures, but live
from the cradle of their race. far from the heart of Quithayran. They do not feel
Except some typical racial features, fear of heights.
such as a more slender silhouette
and longer ears, the elves look pret- |

Darkness

Akkyshans are often capable of seeing in the dark

ty much like humans. Union with
the latter is fertile and gives birth to
the half-elves.
The elves have paid a heavy trib-

without any trouble. Some rare warriors received the
Iblessing of their goddess, Lilith, and where blessed with
ute to History; their race is no more arachnid features: additional members, strength and
one people, but three: Akkyshan, ‘ \ overdeveloped reflexes, etc.
Cynwill and Daikinee. Besides |
culture, these factions distinguish The male elves are thinner than humans whom they

themselves from the others by minor look like so much. Their features, almost androgynous,

morphological differences. are very harmonious. They show great dexterity and

r! cellent visual acuteness. Their pilosity is weak and is
' f?u\ﬁd_in all the classic tones, from luminous blond to the
jet‘ lacTz}Few elves are born with infirmities.
Females are even more graceful than males and share
the same attributes. Their beauty is without equal on

Aarklash and lasts throughout their existence.

Whatever their origin, the elves are bound to the

i history of Cadwallon. Some people believe the city
Average size and weight M/F: 1 m 70 (60 kg)/1 m 60 (45 kg).
Life expectancy: 60 - 120 years, according to the nearness
of the forest of Quithayran.
Distinctive features and feats: Toxin (Meanders of % I ancient times. If most forgot the reasons of these
Darkness). Regeneration (Paths of Destiny). Concentration ] . - legends or the motivation of their leader, every
(Ways of Light)- =
Cultures: Spider (Meanders of Darkness). Beetle (Paths of
Destiny). Dragon (Ways of Light).
Size: Medium size (3).

' Base: Infantry (25 x 25 mm) or type “1”.
Assets: Stylish (STY + 2). Swift (MOV = SIZE + 2). 1
Akkyshans (Spider) see at night as well as in broad daylight. ;. 2

to be cursed, others want to conquer it and yet all

remember that it was at the center of attentions in
elf knows that the Free City hides a terrible secret

deep insid_e. ’; s -

.



"THE GOBLINS

Most people think that the goblins come from the swamps
of No-Dan-Kar. Others, with more education, claim that they
lived in the depths of the Aegis Mountains before the dwarves
settled there. Some rare scholars, finally, whisper that the gob-
lins appeared from the void when the world began.

- The genetic heritage of the goblins is erratic. No characteristic
can be universally verified within their race since the mutants
appeared, near the year 820.

The goblin is relatively puny and endowed with little cold
blood. This rather humble appearance hides a sharp-witted be-
ing with a colorful personality.

The goblins are alert. To them, the exploitation of the re-
sources of their environment is a second nature, even if they
have a hard time restraining themselves. Their great tactile
sensibility, their lack of physical arguments in front of adversity
and their innate curiosity confer them a visionary imagination.
This inspiration pushes them to the manufacturing of tools and
artistic expression. The goblins are unequalled inventors and
main promoters of written material through Aarklash. Some
are hardened city-dwellers while others live in tribes, isolated
in forgotten forests.

The goblins are underestimated and even frequently abused

by other races. These vexations have cruel repercussions:
goblins tend to put their inventiveness to the ser-
vice of vengeance and often show a tendency
for perversity when they have the advan-
tage over their opponent. They also

show spontaneous solidarity when their community is threat-
ened. To attack a goblin is to attack his family, his tribe... Once
the danger is past, and the goblins find themselves alone; dis-
cord usually soon sets in and the group disbands.

The goblin population includes an increasing number of brats
and mutants. The exact origin of this phenomenon is unknown.
The clergy professes that it is the manifestation of the wrath of
the Rat god. Whereas scholars tend to believe in an unavoidable
degeneracy of the blood.

The brats are parodies of goblins, insignificant, stupid, but ex-
tremely numerous creatures. A female who gives birth to a litter
of brats has every chance of becoming sterile afterwards.

The mutants bear their name well. Nature endowed them
with varied, advantageous or crippling alterations, for which
they are respected and feared. They bear the brand of Rat, the
god of the multitudes.

There is not a place goblins have not settled. Those of
Cadwallon are one of the oldest communities and most thriv-
ing. Like all the representatives of their race, the cadwé goblins
quarrel for the control of the goods and the money generated
from its commerce. Besides, they considerably influence the ge-
ography of the city, which has to take into account their small
size and their high birth rate.

SPECIAL FEATURES

Average size and weight M/F: 1 m 50 (40 kg)/1 m 40 (35 kg).
Life expectancy: 30 years, with large amplitude for the
mutants.

Distinctive features and feats: Survival instinct.

Culture: Rat (Paths of Destiny).

Size: Short (2).

Base: Infantry (25 x 25 mm) or type “1”:

Assets: Opportunist (OPP + 2). Swift (MOV = SIZE + 2). In
* case both characters are the same Size to determine initia-

tive, the goblin wins over another short size fighter




THE HUMANS

The humans, stemming from the mythical continent of Kel,
arrived on Aarklash at the dawn of the age of the Rebirth. Then
chased away from their native land, the people of Kel sailed of to
find new horizons to be conquered. Alas, not all agreed on how
to proceed and soon discord appeared. The human race split up
as it took over the continent. Men tore themselves to pieces over
excessive ambition, in the name of an ideology or religion; thus,
they created powerful civilizations under the sun, caressed by
the wind or eager for blood. Very soon, some chose to follow the.
Ways of Light, the others preferred to trust the Paths of Destiny, \
the others even got lost in Meanders of Darkness.

Even more than the other peoples, the humans shine tmh \

the complexity of their culture, the depth of their kno e

and the prestige of their sovereigns. Without the permaneni’:.
war among themselves, there would not be any of it. Indeed, a
drive for conquest and a fratricidal instinct govern the human
destiny. Contrary to the dwarves, the humans do not share an
instinct of immediate brotherhood. Their culture of origin and
their social environment are determining factors when they
have to interact. A human is capable of the best and the worst,
capable of showing the spirit of self-sacrifice as well as dealing
the most hideous tortures.

The Free City of Cadwallon is the symbol of the disparity of
men. Travelers and diplomats of all the horizons rush there and
give in to their secular hatreds. The human cadwés, the descen-
dants of this noble and murderous race, can be proud of the
wealth of their lineages. Will they also inherit of glorious curse
of their fathers, or will they manage to look beyond their differ-
ences to conquer prosperity? -

The male humans show a large variety of appearances. It is
the legacy of the legendary adaptability of their race. Different
latitudes have privileged some physical features rather than
others. Moreover, cultures have favored certain clothing styles.
Fair haired, brown haired and red haired people live, dressed in
animal hides or in the finest silk. ;

Apart from a generally less important muscular mass, the hu-
man females share the same features as the men. Here again,
culture is a primordial influence on their position within soci-
ety and the choice of clothing. Some are seen as mere breeders,
others manage to evenly match men, and even surpass them in
many domains.

In a universal way, clothing has a particular importance ae-
cording to the social status within the human race. The bette

clad individuals are those who have the power.

The humans came from a distant land, beyond the seas, which
line the continent. They quickly domesticated their environ-
ment and rivalries grew between the various clans. If no human
nation has ever appeared on the shores of Cadwallon since, the
Free City suffers none the less from the influences of the wars

that divide the human race

)
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SPECIAL FEATURES

Average size.and weight H/F: 1 m70 (65 kg)/1 m 60 (50 kg).
Life expectancy: 55 years.

Distinctive features and feats: Depends on the culture.
Cultures: Lion, Griffin and Minotaur (Ways of Light), Ram,
Stag and Scorpion (Meanders of Darkness).

Size: Medium size (3).

Base: Infantry (25 x 25 mm) or type “1”.

Assets: Subtle (SUB # 2). Dominant race; most of the inha-
bitants of the continent are human or under the influence
of their cultures. Drunes (Stag) see at night as well as in
broad daylight.

AARKLASH
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® 4 Tuc DWARVES

The dwarves have always populated Aarklash ever since the
beginning of the Creation. They believe to have been conceived

and named by the gods at the same time as the other races.

Light and Destiny

The dwarves are considered for their extraordinary stamina.
They share an intimate link with the earth and have a natural

tendency to dwell in subterranean locations or isolated on vast

. - plains. They are reluctant to move and hate strangers. Finally,

they possess a sharp sense of the community: even though they

i [
might come from different regions and meet for the first time,

two dwarves would feel shared trust at once.

Males bear a developed pilosity. Bearing a dense and decorat-
ftbhgh it is widely spread.

"gngeners, but just as stout.

Darknesss

The Possessed are dwarves bewitched by gruesome magicians.
Their leader, the Despot, being originally a dwarf of Tir-Na-Bor,
has turned his threatening gaze towards his fellow creatures.

During a dreadful ritual, the soul of a dwarf is imprisoned,
whereas its internal organs are collected in a canopic doll. The
body of the victim is skinned. It is sewn then with the skin of
the other victims, as well as with additional cloth, to form a ma-
cabre parody of a body.

The canopic doll comes to life at the same time as the
Possessed. Its features resemble vaguely those of the Possessed
to which it is bound. These strange idols must be fed by plung-
ing them into blood; otherwise, they sink into a lethargy, which
gives them the appearance of simple rag dolls. A Possessed and
his doll share a powerful empathetic link: if its canopy doll is
destroyed, the Possessed dies.

The skin and the organs of the Possessed decompose at a very
variable pace. It is necessary to them to renew them to avoid de-
struction. For that reason, heat, the sun and water are sources of
danger, which are dreadfully painful to the Possessed if exposed

to them more than a few minutes.

In Cadwallon

The dwarves do not like to live far from the Aegis Mountains.
Cadwallon is one of the few cities of Aarklash, which can boast
of having seduced these hard-boiled beings that contributed
to the architectural development of the city. Cadwés owe their
most modern districts to the dwarves, as well as numerous in-
novations. This does not prevent certain city-dwellers from al-
leging the dwarves with secret intentions, such as exploitating
the Cynwill vestiges.

The Possessed whom one can meet on the streets of Cadwallon
are renegades. They are hunted down by their fellow creatures
because their link with the Despot was broken by some demon
from the depths.

SPECIAL FEATURES

Average size.and weight M/F: 1 m 60 (60 kg)/1 m 50 (35 kg).
Life expectancy: 90 years for the Ways of Light. Several
centuries for the Meanders of Darkness.

Distinctive features and feats: Hard-boiled for the Ways
of Light. Night vision and Possessed for the Meanders of

Darkness.
Cultures: Wild Boar (Paths of Destiny). Griffin (Ways of
Light). Hydra (Meanders of Darkness).
Size: Short (2).

¢ Base: Infantry (25 x 25 mm) or type “1”.
Assets: Disciplined (DIS + 2). Resilient (SIZE HP / health
status).

e



LHE OGRES

The ogres are native of mountainsides of the Aegis Mountains
and used to live in families loosely spread around the cradle of
their race. The Rag’narok came prematurely for this terrible
race. Their wild appetite and their brutal customs did not allow
them to adapt to the new era and, one after the other, they were
exterminated by the civilizations of the countries in which they
lived. The ultimate survivors, led by the warrior Khaurik, took
refuge in Cadwallon where duke Vanius offered them a new
homeland. Some clans of wild ogres still survive in the most se-
cluded sanctuaries of Aarklash, notably in the Bran-O-Kor and
on the island of Zoukhoi, but the majority live in Cadwallon.

The ogres possess no survival instinct, which makes them
unpredictable and terrifying when they are angry. On the
other hand, they are naturally loyal and faithful to the causes
that they chose to embrace. It makes them particularly dif-
ficult to corrupt. Therefore, the guard of Khaurik, exclusively
consisting of ogres, is an elite unit dedicated to the protection
of the Duke.

The ogres have a limited life expectancy; ageing is however
interrupted when ingesting the flesh of the young and innocent
in considerable quantity. A bloody feature that they attribute
to the god Hyffaid urges them to indulge in disgusting feasts.
Although they can decrease the urge easily, this voracious in-

v stinct sometlmes leads them to devou} defenseless victims,
I_' notably.
tion of eating thelr offspring, the ogres entrust them to «god-
‘ @M fromteﬁler races. Being the godfgt-her of'a child ogre
M ﬂ?ﬂicult task, but.ltﬁurce Qprestlge in

Cadwallon. To benefit from fheil‘rrt"'ére and loyal friendship of

d children. In'order to avoid the tempta-

an ogre family is also an invaluable gu

The male ogres are mountains of flesh,

They walk the city, bent, their small head rock gs
a generous belly. They take great care of dressin i

SPECIAL FEATURES

" The major part of the ogres lives in Cadwallon. They are not
numerous enough to be able to point out distinguishable
races or cultures.

Average size and weight H/F: 2 m 20 (280 kg)/2 m 00 (160 kg).
Life expectancy: 40 years. The ogres do not age if they feed
on flesh of young and innocent preys.

Distinctive features and feats: Brutal, Hard-boiled or
Sequence.

Culture: Upper city or low city (Cadwallon).

Size: Large size (4).

| Base: Infantry (37, 5 x 37,5 mm) or of type “1, 5”.
Assets: Disciplined (DIS + 2). Strong (POW = SIZE + 1).
Frightening.

of safety. gk‘ w
cles.and a %

according to cadwé fashion, but nothing can make the carnivo-
rous aura which surrounds them vanish. One needs to be either
bold or well protected to oppose an ogre, without speaking even
of provoking him.

Female ogres are much less massive than their congeners and
often extremely sensitive, notably when they are pregnant. They
dress in a simpler way and try by all the means to integrate the

cadwé society.

The ogres were not able to organize into a nation and never
found a collective reason for participating in the Rag'narok.
They nevertheless became integrated into many cultures.

Cadwallon, faithful to its role of earthly haven, shelters a large
number of representatives of this race. The scholars claim that

the ogres are divided in var. é)uls clans.

; x‘flfd
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THE ORcs

The orcs were created in 808 in the cloning tanks of
Shamir, the capital of the empire of the Syharhalna
(Scorpion). Conceived by crossing goblin and human ge-
netic material, the Khorda clones - the original name of
the orcs - turned out more intelligent and more power-
ful than their creators expected. Khorda rebelled in 852
and, having perpetuated a thorough massacre, sought
to hide in Bran-O-Kor (a handful of them settled in the
Behemoth Mountains).

Since them, the youngest of the races of Aarklash
has been prosperous. The most reckless of them left
their kin and ventured further and further on the con-
tinent’s roads. Cadwallon constitutes the second larg-
est orc community in terms of population. An increas-
ing number of orcs answers the call of the Jackal god and
sets off for the City of Thieves in an attempt to unveil its
secrets.

The orcs bear war within them. They easily develop an im-
pressive muscular structure and show endurance to effort en-
vied by the other peoples of Aarklash. The orc women are fer-
tile at a very early age. In addition, they remain fertile until the
end of their days. Although they cannot reproduce with neither
of them, the orcs inherited the best features of the races from
which they were created. They possess the goblins’ adaptability
and the humans’ craving for conquest. The blood of the orcs
still carries the stigmata of the impious manipulations of the

- technomancers.

Most of the time, the orc magicians are unable to grasp the
subtleties of six the Elements. They develop an affinity with
a totemic sort of magic called instinctive magic. Drawing its
strength from the mana rather than its essence, they can use

any kind gem to cast their primitive magic.

SPECIAL FEATURES
Average size and weight M/F: 1m75 (95 kg) / 1m70.(80 kg).
Life expectancy: 50 years.

Distinctive features and gifts: Brutal.

Cultures: Jackal (Paths of Destiny).

Size: Medium size (3).

Base: Infantry (25 x 25 mm) or type “1”. Some individuals
are particularly massive: creature (37, 5 x 37, 5 mm) or of
type “1,5"

Assets: Skillful (DEX + 2). Strong (POW = SIZE + 1).
Natural weapons: Fangs. Instinctive.

JEWEL OF LANI

_main streng points of this warrior race.

Males, showing an overdeveloped muscle structure and with
an aggressive face, are real brutes. Those who belong to warrior
or mystical castes often display tattoos and tribal amulets.

Females are few in numbers. Hardly less muscular than

males, they are nonetheless as ferocious.

The orcs are not city-dwellers, but their instinct urges them
towards the vestiges of the Jewel of Lanever. Many dream about
the groves in the gardens of desire along the way, which leads
them into the ruins of the old city. On arrival, all are bewil-
dered to find such activity there and think about leaving. Yet,
they trust their instinct and integrate the cadwé society, con- iR
vinced that the spirits will deliver them the secret of the city ')
of their dreams. The orcs are particularly appreciated among

those who value physical power and the adaptability, two of the i



preys easily. The strongest individuals become the elite warriors

% ,' v OLFEN e and the pack leaders of their people. Their mouth full of fangs is

that of a wolf and the hands bear claws.
Females, apart from their more slender physical appearance,

share the same attributes as males. They are generally better

SPECIAL FEATURES . dressed than their male counterparts are and wear rudimen-

e .ty jewellery. Subjected to the same laws as their congeners,
Average size and weight M/F: 3 m (450 kg)/2 m 70 (380 kg). they compensate for their less impressive muscle structure with
Life expectancy: 120 years. agility and speed.

Distinctive features and feats: Born killer. .

Cultures: Wolf for Wolfen of Yllia and Hyena for the de- ;

vourers of Vile-Tis (Paths of Destiny). j The vegetation of the Free City is so particular that some
Size: Large size (4). : Wolfen see there the supernatural influence of Yllia. Whatever
Base: Creature (37, 5x 37, 5 mm) or type “1,5% || the share of truth in this belief, one can find Wolfen in all the
Assets: Pugnacious (DRI + 2). Swift (MOV = SIZE + 2).

¢ Frightening. Natural weapons: fangs and elaws. Instinctive %
and heightened sense of smell. Good night-vision. because their size prevents them from living as comfortably as

rural fiefs of Cadwallon. They carefully avoid the other districts

in the wide-open spaces of Nature.

A wild and intimidating race, the Wolfen reign where the i
“civilized” peoples did not impose their corruption. Nobody
can evade their animal fury. The origins of the Wolfen are lost
in the mists of time; their legends, passed on orally throug};\]
the ages, claim that they would have been born from the union
of Yllia, the moon-goddess, and from the most powerful of all
the wolves.

Not only are they impressive in size, it is their heightened
predatory instinct which characterizes best Wolfen. Their in- =
stinct rules their behavior in their environment and multi ip pli ies
tenfold their natural abilities. The law of the fittest applles 0 u___',-
burrow to barrow: hardly a third of wolf cubs reaches th b )
of the weaning. The predatory instinct sometimes reaches'dis=
turbing extremes. Wolfen have carnage in their blood and thel
lust for killing is never satisfied for long. |

One can find these predators anywhere on Aarklash. The great % w’
majority are organized in nomadic packs, which follow the prey
or plunder the resources needed for their survival. Others keep
large protectorates and defend their territory bitterly. Their
muscular mass and their coat vary from a pack to the other, ac-

*-nr
cording to the climate and the resources available. E‘-;:..-

Formerly united under the laws of the moon—goddess t

Wolfen know an era of unprecedented danger. Their ra

torn bit by bit by religious and cultural schisms. For the yo

L est, the predatory instinct turns into a murderous impulse

19 N phenomenon that the elders have given the name of “Spaw ing
! . i of Devastation”. A handful of rebels and adventurers leav i

i Y AR - wild and go to the cities to look for a remedy for the evil, w d

}
f {1 $] ',I" ' _ threatens their race, to find a refuge or to hunt down preys"
| o 5 i af . Male Wolfen are true beasts in combat. Their muscula

. f ! ‘_". ‘_ ..masswe legs allow them to run fast and far. Relying soleiy
{ | : \ thelr natural talents to survive, Wolfen are endowed w1t
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_HISTORY

Cadwallon is a place filled with history and myths. Well be-
fore men began digging into the city’s ground, the high Cynwill
tower dominated the sea. According to the legend, other peo-
ples that have disappeared since lived here long before this

tower was built.

~ THE CITY OF EXILES

The Cadwés know little about these legends. Only the most
erudite and most forthcoming Daikinee elves tell of an an-
cient people whose territory stretched over here, a powerful yet
bloodthirsty people allied to the most evil dragons of the whole
Creation. Concerning these matters, and especially concerning
the alliance with the venerated reptiles, the Cynwalls have al-
ways refused to express themselves, so there is nothing to con-
firm the Daikinees’ claims.

Those who have explored the underground tunnels of
Cadwallon claim that in the entrails of Aarklash lie ruins of
unknown architecture of which the Automat, a gigantic ar-
ticulated statue, is the ultimate visible remnant still working.
Cylindrical tunnels wind underground and lead to forgotten
sanctuaries, domes of stone and rock covered in moving sym-
bols that reflect the shadows.

Among the Voyagers, the magicians who explore the strange
landslost beyond the common senses of mortals, alegend claims
that the Cadwé tunnels lead to another world, an accursed and

When Elhan and his followers embarked on the path of exile
to found the Cynwill nation* they settled the land now known
as Lanever. Lying at the mouth of the Ynkar6 and Leak Shear,
they built a stronghold that quickly became an important trad-
ing post between the peoples of Aarklash. The only place where
the nations were allowed to walk the ground of Lanever with-
out attracting the Cynwills’ isolationist wrath, the city grew

quickly.

No one can agree on this city’s original name. Once again
the Cynwills stick to their usual discretion and only speak of
Cadwallon. This is the name that, during the Golden Age, was
spread among the centaurs that lived in the region and was then
transmitted by this people to the first men, the Kelts.

While the Steel Age was already marking Aarklash, Cadwallon
the Prosperous rapidly vanished, smothered by the voracious
vegetation of a bewitched jungle. Rumors spread about a curse
placed by the allies of the Meanders of Darkness.

The Cynwills were attacked by a horde of undead warriors led
by a powerful necromancer, Sinlis Mantis. The animated corpses
invaded the city by springing from the ground, or rather, to be
exact, by using the forgotten network of tunnels. Though the
threat was eventually thwarted, the lake became infested with
rotting bodies that contaminated the city’s water supply, spread-
ing infection and disease. Within a few days Cadwallon was de-
serted by its inhabitants.

* Cynwdll means “exile” in the elven tongue.

labyrinthine country. This maze is said to be the proof that the 4

Cynwills inherited the power of a foreign people.

Lcal\ Shear river

- Daélith

o
Cadwallon . \




SOME IMPORTANT DATES

DATE

255
832
833

834

835
843

844
859
900
902

932

950
955

956

957
958
961
062
963
966
969
972
983

988

991
e

995
996

999

1002

1003

EVENT

Settlement of goblin exiles (Kraken Harbor)
Founding of Cadwallon, the Free City
Charter of the leagues decreed by Vanius 1.
Establishment of the Barhan embassy
Ennobling of Racllk of Kraken and creation of the fiefdom
Repairing of the Cynwall automat, which becomes
the symbol of the eponymous fiefdom

Charter of the fiefdoms and the peers decreed by Vanius L.
Johann of Drakaéy is granted the privilege of

riding a dragon

Creation of the Free University of Cadwallon
Founding of the fiefdom of Ogrokh

The Great Aood devastates the city’s districts

Sale of the Rampart fiefdom to the Orrkik family Rampart)
Declaration of the non-transferability of the fiefdoms
Expropriation of the Markropets by the Duke (Trophy)
Granting of the Trophy fiefdom to Bran Standing-Wind
The duke claims the island of the Choltry

The plague in Morgue Street,

which is placed into quarantine (Soma)

Invasion attempt by Water Elementals

Creation of the fiefdom of Ghieronburg

The free leagiiers burn down Morgue Street (Soma)
Building of the Denerac Villa (Ghieronburg)
Construction of the catacrypts (Ghieronburg)
Appearance of Baron Mardi (Ghieronburg)
Founding of the Gamehead fiefdom

The Tamarez Canal scandal (Ghieronburg)
Discovery of the dome of the Skinner (Gamehead)
Settling of the Barhan embassy in the Soma fiefdom
The great Akkyshan raid that led

to the rebirth of the leagues

Large riots in Kraken leading

to the death of the Peer

Massive strike of the Ferrymen

Adoption of Den Azhir by Camelia Orrkrk (Rampart)
Founding of the guild of Birders (Immobilis)
Accession of Duke Den Azhir

Extension of the birthright

and of the free duty (free leaguers)

Beginning of the construction of the Tractor
Appearance of the coiling emissaries on the Day of Ashes
Wedding of Racllk to Oklair Odazzur (Kraken)
Assassination of Urakh Khaurik Argam (Orgokh)
Today..

22

~ 'THE STATELESS

Many decades went by before a group of rogue warriors set-
tled in this accursed place. Surely on the hunt for riches, these
men were the founders of Cadwallon as we know it today.

These men went by the unflattering terms of mercenaries,
outlaws, bloodthirsty warriors and rejects. Having dubbed
themselves “Dogs of War,” they blindly follwed their leader,
Vanius. They discovered the ruins of an ancient Cynwall city
and decided to settle there, hoping to unearth timeless artifacts
left behind by the elves.

The 200 Dogs of War were organized into 21 free companies,
each one led by one of Vanius’s lieutenants. These officers took

care of clearing away the dirt and rubble...

The Battle of the Wall of Earth

The secrets buried in Cadwallon also caught the attention of
others. The forces of the Meanders of Darkness, which had al-
ready been the cause of the fall of the Cynwiall city, tried to push
out the new comers, yet the Dogs of War stood fast. Therefore,
Sophet Drahas, the commander of the armies of Acheron and
baron of Taer Haez, requested for assistance from Feyd Mantis,
the most powerful lord of his barony of origin.

Hordes of walking dead soon attacked the Dogs of Wars’ camp.
The assault was bitter and the battle dreadful, but Vanius’s com-
panions managed to drive back the attack. The sudden appear-
ance before the battle of a deck of 22 tarot cards endowed with
magical powers was surely linked to this miraculous victory.
Before the offensive, Vanius handed out a card to each of his
lieutenants and kept one for himself: the Emperor’s card.

At the end of the battle the Alliance of Light’s troops arrived
to provide support. The city’s ruins were thus taken back from

the enemy.



In spite of their exemplary bravery, the Dogs of War remained
nothing more than outlaws in their allies’ eyes. Thanks to his
charisma, Vanius nevertheless managed to preserve the inde-
pendence of his Cadwallon.

According to the tale, while Alahan’s emissaries were mock-
ing his wish to build a kingdom on this field of ruins, Vanius
pulled out an old battered gold coin and threw it at the Barhan’s
feet, replying: “Sir, these remains please you so little that I make
them my kingdom for a ducat!”

Thus, aware that he couldn’t give himself the title of king
without upsetting his allies, yet refusing to recognize Alahan’s
authority by becoming a baron, Vanius took the title of duke, an
old Barhan military rank.

Despite his defeat, Sophet Drahas, hidden underground, nev-
ertheless managed to spread his influence over the city. Still to-
day many local legends mention his name and he continues to

plot to take control of Cadwallon.

Birth of a duchy

Vanius’s tour de force gave birth to the free city of Cadwallon
in 832. The officers who remained with their leader founded
the city’s first noble lineages and were able to mine unexpected
riches from the ground. Three years after it was founded, Vanius
carved out a domain for each house, thus establishing the first
fiefdoms. At the same time he gave the city a militia.

Within a few years Cadwallon was reborn and was wealthier
than it had even been under the Cynwills. Eternal prosperity
seemed to be on the horizon. Yet this was obviously merely a

dream...

The embassies

One year after Vanius’ rise to power, the kingdom of Alahan
established an embassy in Cadwallon. Other diplomats soon
followed and the city looked proudly towards the future as it
kept growing.

In 844 the wish to turn the city into a place of learning led to
the founding of the Free University of Cadwallon. In many ways
this was a failure, Cadwallon being better known as the “City of
Thieves” rather than the “City of Knowledge”!

Nowadays only the kingdom of Alahan, the republic of
Lanever, and the empires of Akkylannie and Syharhalna, as well
as the goblins of No-Dan-Kar, have an embassy in Cadwallon.
The other nations nevertheless regularly send envoys to negoti-
ate with the duke of the Free City.

The guilds

As it grew and flourished over the years, Cadwallon welcomed
numerous craftsmen who assembled into guilds. Because pros-
perity allowed a constant flow of economic and fiscal reforms,
within a couple of decades these guilds became major players
in the city’s power struggles. At the same time the old merce-
nary traditions tended to fade away. The riches mined from the
ground no longer interested anyone and the guilds” workshops
were more than enough to feed the common people and make

the greedier ones rich.

In spite of this, Cadwallon never knew a golden age. While the
wealthiest citizens finished building the upper city as it is known
since the flood of the year 900, Sophet Drahas prepared his re-
turn and other powers tried to invade Cadwallon.

Thus, in 956 magical beings launched an attack on the city
from their elemental realm. In the face of this unexpected and
unknown enemy, only the original tactics of a foreign general
allowed then to triumph. This hero was then ennobled and gave
his name to a new fiefdom, Ghieronburg, a former goblin colony

near the harbor.

The leagues

This invasion was not the last threat Cadwallon had to face.

In 983 the Akkyshan elves launched a vast offensive against
the city. Since its founding by Vanius they had satisfied them-
selves with small scale lightning raids launched from the forest

of Ashinan. The Free City suddenly grew fearful.

Only the forgotten heirs of the Dogs of War, who were scornfully
called “the shrews,” rose to protect the city. Thus these descendents
of the mercenaries who, not having enough money to settle down,
continued exploring the ruins, made the Cadwés understand that
achieving prosperity wasn’t everything. They had tobe able to se-
cure it, as General Ghieron had 40 years earlier.

The population managed to get organized behind the shrews
and the city’s militia to push the Akkyshans back to the sea. This
was a great success, yet at a very high cost.

We are now in 1003. Duke Den Azhir has been ruling Cadwallon
for eight years. The guilds haven't lost anything of their arrogance
and might, yet nowadays an older power is rising. For the past 20
years the heirs of the Dogs of War have been able to reclaim some of
their ancestors’ past glory while taking into account the opportuni-
ties provided by a trading center like the Jewel of Lanever. Mixing
martial tradition, the spirit of free enterprise, and the taste for ad-

venture, these individuals are called “free leaguers.”




A COSMOPOLITAN
CITY

All natives of Cadwallon are considered to be Cadwés, meaning
born free of other nations struggles and laws. Some even claim it to
be the same for religions and traditions.

All inhabitants of Cadwallon therefore aren’t Cadwés. Though
this term is widely used, it doesn’t take into account the city’s
cosmopolitan reality. Though the census of Cadwallon’s pop-
ulation may be approximate, it is nevertheless a well known
fact that only two-thirds of its inhabitants are “true” Cadwés,
meaning natives. This amounts to about 200,000 people. The
other residents, who are either well established or temporary
residents, come from cultures struggling among each other for

the supremacy of their beliefs in the total war known as the

Rag’narok.

~ Tue Capwes

Foreigners

A prosperous, independent and diplomatically neutral city,
Cadwallon attracts countless travelers. Merchants, envoys and old
sea dogs are the perfect examples of the kind of professions that
pass through the town. Such voyagers usually stay for a short time

and leave as soon as their business is done.

THE GUILDS ALLIES
IN THE RAGNAROK

Guild of Axrchitects: Cynwillelves, Griffins of Akkylannie,
Lions of Alahan and dwarves of Tir-Na-Bor.

Guild of Blades: All peoples.

Guild of Ferrymen: All peoples.

Guild of Goldsmiths: Living-dead of Acheron, Alchemists
of Dirz, goblins of No-Dan-Kar, Griffins of Akkylannie,
Lions of Alahan and dwarves of Tir-Na-Bor.

Guild of Usurers: All peoples of the Meanders of
Darkness.

Guild of Thieves: Living-dead of Acheron, Akkyshan
elves, Alchemists of Dirz, devourers of Vile-Tis, gob-
lins of No-Dan-Kar, Lions of Alahan and dwarves of
Tir-Na-Bor.

Guild of Cartomancers: Cynwill elves, goblins of No-
Dan-Kar, Griffins of Akkylannie, dwarves of Tir-Na-
Bor and Lions of Alahan.




The city’s most influential guilds have always mingled in politics
and diplomacy. Breaking with Cadwallon’s tradition of remain-
ing free, they have built alliance networks with some nations and
maintain private armies that intervene in the Rag’'narok. Many
citizens of these nations come to Cadwallon to strengthen these
relations or, on otherwise, to end them.

Though one cannot deny the omnipresence of foreigners who
are temporary residents of the city, their influence on daily
life nevertheless remains insignificant. Interested by nothing
but their own business, these exiles don’t play an active role in

Cadweé society.

Refugees

The troubles that come with the Rag’narok lead many refu-
gees to Cadwallon. They are fleeing the war and arrive penniless
after their journey to the city, for the vessels and caravans that
travel to Cadwallon have made the transportation of refugees a
true commerce. And though these trips are far from comfort-
able, the fees are nevertheless very expensive. Others try to

reach Cadwallon by their own means, yet few manage to.

What can one do when arriving in Cadwallon klti-less*? For
some the disillusion comes quick and hard like a lightning
bolt. These usually end up in the worst parts of the lower city,
adding to the ranks of the homeless or used as guinea pigs
in the underground laboratories of unscrupulous alchemists.
Yet most refugees manage to integrate. By pawning their last
belongings, they manage to borrow enough ducats to settle
down and carry out their profession with the guilds’ permis-
sion. Without the slightest qualms, the guild of Usurers offers
to the poorest to pawn their own body. If they don’t pay back
their debt on time, then the borrowers end up as more or less

consenting organ donors.

In the light of these explanations, it seems obvious that the
first few years of a refugee’s life in Cadwallon are far from bliss-
ful. However, the guilds know how to make the most of their
members. An individual with sought after abilities and who
is ready to work hard can provide a relatively comfortable life
for his family. It’s impossible for him to own his own store or
workshop, but he can become the indispensable assistant to a
master of the guild, with the fantastic income that this position

implies.

The natives

Being a Cadwé means being born in Cadwallon and being
raised in the city’s tradition of freedom. A Cadwg, regardless of
his life standards, carries within him the heritage of the found-
ing fathers of the Jewel of Lanever. Very often families continue
to pass down certain values that are specific to their original

* The currency of the goblins of No-Dan-Kar that has slowly be-

come the standard in international trade.

nation, yet these are often mixed and smoothed over by living
among Cadwallon’s cosmopolitan population.

Today Cadwé values are relatively abstract whereas on a daily
basis nothing seems to be able to diminish the independence won
a century and an half ago with the strength of arms. The end-
less quest for riches, the will to settle durably and make the most
of this city and its lifestyle are recurring elements. The pride of
being a Cadwé isn’'t as much about being scornful towards the
refugees as being intimately convinced of being part of the ad-
vancement of a society detached from the nations and their wars.
For some this means contributing to the guilds’ prosperity, while
harvesting benefits for oneself. For others, enlisting to the service
of one of the noble families is seen as a better social investment,
even if this means having to develop the indisputable qualities of
a courtier. The most impatient and the most idealist newcomers
directly enter the duke’s service by joining the militia or the free
leagues.

Yet in the upper city there is a certain form of elitism. Being
outrageously rich is not enough; one also has to have a certain
number of degrees of Cadwé lineage. The oldest noble families
can trace their ancestry back seven or eight degrees and an im-
portant part of the protocol during aristocratic receptions is

founded on how many degrees of lineage a guest has.

— ProspeERITY

The widely spread nicknames of “Jewel of Lanever” and “City
of Thieves” carry a certain amount of truth about Cadwallon. A
seaport city and a lakeside city, a land of asylum, a crossroads
of a great variety of trades, a cosmopolitan town and a political
playground: Cadwallon is all that at once.

Trade

Because it attracts populations from the four corners of
Aarklash, Cadwallon benefits from a wide range of expertise. It’s
true that the secret research done by Cadwallon’s omnimancers
is far from equivalent to the Syhars’ discoveries in the field of
mutagens, just like the local steam machines are far from being
as perfected as those of the dwarves of the Aegis Mountains.
Yet all of these products have an enorri;ous advantage: they are
available to who is willing to pay the price.

In addition to this undeniable asset, Cadwallon has been
known to develop its own commerce: the exotic animals ffom.
the Immobilis islands are most wanted all over Aarklash, just
like the secret plants cultivated by the guild of Tailors for the
Cadwé nobles. And what about the long and fast galleys made
from strange types of wood found only in magical groves that

randomly grow in the Free City?




The City of Thieves has thus become a major trade platform. All
of the continents merchandise transits on the docks one day or an-
other, including slaves, whose commerce and transport are prohib-
ited within the city, yet permitted on board vessels entering the port
(which doesn’t prevent the duke from taxing them as “cargo”).

As for obtaining merchandise that normally isn’t available,
there are always discreet ways of dealing and unwitting indi-
viduals who think that everything can be sold in the City of
Thieves. Isn’t Cadwallon’s motto “My kingdom for a ducat!”? If
‘there are fools who wish to buy things that cannot be bought,
why deprive oneself of their gold?

My kingdom for a ducat!

Considering its importance, the harbor is the stage of non-
stop activity. The merchants barter directly on the docks, sur-
rounded by goblin sailors and Kelt dockers, in an atmosphere
filled with shouts and sweat. Even in the upper city trade is in
full swing: here a dwarven engineer is demonstrating his do-
mestic automatons; there a master tailor is presenting his avian
hats...

Diplomacy

The upper city of Cadwallon constantly hosts the plenipo-
tentiaries of all origins who meet, negotiate treaties with the
duke, and seal secret alliances with Cadwallon’s most influen-
tial guilds, either to recruit an army or to profit from generous
investments.

Diplomacy always going hand in hand with a little spying and a
hint of treason, the Free City is the stage of a great deal of plotting
and nighttime maneuvers. The odd towers of the upper city then
become the stage of bloody yet discreet pursuits. Shady dealings
are hidden from curious eyes in the alcoves. Sometimes conflicts
are solved in public duels in the reception hall of an embassy or on
the field of honor.

There are four official embassies in Cadwallon: those of Alahan,
Akkylannie, Syharhalna and No-Dan-Kar. The relations with these
nations are especially strong but not always very warm. Most of
Cadwallon’s important guilds are allied to one or more of these
nations and one can often meet their leaders in the hallways of the
embassies.

The latter play an important role in the upper city. All mem-
bers of Cadwé high society are expected to attend the numer-

us parties and ceremonies organized by the ambassadors. Of

[

course, these extravagant activities hide very pragmatic objec-
tives. They are all opportunities for the powerful to mingle, to
get together and thus build relations that are then strengthened
through formal agreements. The embassies are therefore places
where important exchanges take place, day or night. The city’s
independence allows the ambassadors to meet the representa-
tives of any other people without worry and without causing
any protest. It’s hard to imagine a meeting in Akkylannie with
a Syhar envoy!

In the past Tir-Na-Bor had an embassy in Cadwallon. Even
though this is no longer the case, the dwarven nation maintains
its trade relations with the city and its guilds. Diplomats are al-
most always present in the upper city. Depending on the period,
they stay either in the Varr-Nokkt family residence or in the
suites of the best hotels of the ducal enclave.

The Jewel of Lanever also hosts a Cynwéll ambassador who
lives in the tower that dominates the upper city. There isn’t an
embassy in the strict sense of the term and the ambassador
himself is a secretive character who very few people have had

the honor to meet. He never partakes in any festivities unless he

has something of importance to announce.




THE COILING EMISSARIES

Since the year 999, on every Day of Ashes, a strange
delegation appears in the upper city. Springing out of
nowhere, six strange shapes enter the ducal palace and
go to meet the local leader. They glide on the ground
rather than walk and are dressed in huge coats with
wide hoods that barely hide their inhuman features.
The palace’s militiamen and courtiers have named these
figures the “coiling emissaries,” not knowing what else
to call them. This moniker might come from the ara-
besques that decorate their coats. Instead of reflecting
light, these designs reflect shadows; they only appear
when light becomes dimmer and they then reveal a
leaden metallic color. Maybe the swaying gait of these
emissaries also has something to do with their nick-
name.

The reasons for this annual visit remain a mystery.
Without any further process, the coiling emissaries go
straight to the duke and demand a secret meeting. No
one but Den Azhir knows what they really look like or
sound like.

The first year they showed up the courtiers thought
that this delegation came from a nation of Darkness or
from Sophet Drahas himself. Despite all the investiga-
tion, the King of Ashes’ court was also unable to iden-
tify the strange delegation. During a moonless night,
in a tavern of the lower city, a Voyager has claimed
that they are the ambassadors of a Realm of Darkness
hidden by the unfinished Realm of Hollowdeep.
Though the guild of Cartomancers has rejected this
theory, it nevertheless remains the theory most used
in Cadwallon to explain the origins of the coiling
emissaries.

The nations that don’t have an embassy are nevertheless pres-
ent in Cadwallon. Most peoples send delegations to the upper
city. Their members are housed either by the guilds or by the
noble families depending on the nations’ affinities. In addition
to the Var-Nokkt family, the guild of Ferrymen regularly invites
various representatives from the major ports of Aarklash to a
lakeside mansion with a private marina. The seat of the guild of
Goldsmiths, a sumptuous tower in the heart of the upper city,
also welcomes prestigious guests from allied nations.

The delegations sent to Cadwallon aren’t always official repre-
sentatives. Many economic powers have interests in the free city,
be they rich goblin traders, powerful Kelt clan chiefs, venerable
craftsmen from the Aegis, or renowned Syhar alchemists. The
upper city teems with grand hotels that are willing to accom-
modate any visitor, as long as he is wealthy and has clearance
from the ducal authorities.
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The guild of Thieves provides these eminent visitors with many
services. Some want to discover the lower city and its nightlife
while others wish to stay in town discreetly, far from the brou-
haha of the high society. This guild thus hosts individuals who
are generally discriminated in Cadwallon, especially devourers
of Vile-Tis and Akkyshan elves. In exchange for these services
the guild can get hold of rare or illegal supplies intended for
the black market. The devourers supply countless relics stolen
during their raids, and the forest of Ashinan provides dreadful

venoms and poisons.

BRIZT

A -y




CADWE

_IDENTITY

The first thing that may be surprising concerning the peoples
of Aarklash is the fact that they know more about the world
beyond the heavens than the one surrounding their continent!
Among astrologers there are heated debates about such delicate
topics as the true shape of the world, the links between magic
portals and the stars, or the question if Lahn rotates around
Aarklash or vice versa. And yet who can claim to know what
lies beyond the oceans? Truth be told, no one has even bothered
giving a name to the world of which Aarklash is only a conti-

nent... Unless it’s the other way around.

-

~ - ASTRONOMY

The days and nights follow the rhythm of Aarklash’s revo-
lution around a gigantic sun which provides a golden light:
Lahn. Two other shining bodies sometimes light the sky above
Cadwallon: Ley, with a pale bluish glow, and Lyth, a twinkling
dark-red pearl. The appearances of these twin suns are chaotic
and feed the debate among astronomers. For the Cadwés the
presence of Ley and Lyth in the sky is an omen announcing
disaster and woe, of sudden climatic change, of animal migra-
tions, or of wide-reaching magical phenomena.

At night a moon, Yllia, lights the sky in its milky, bluish aura.

The guild of Cartomancers also uses about 15 constellations
for observations and predictions: the Lion, the Griffin, the Spider,
the Wolf, and so on. Most Cadwés don’t care much about this for
they rarely ever look up to the stars. Only four of these astral
formations attract attention because of their role in nighttime
navigation. They have been known by the goblins for a long time
and are called Nerea for the north, Sylhea for the south, Elion for
the east, and Olhim for the west.

S
~ 1HE FREE YEAR

On Aarklash the year of 400 days is usually divided into ten
months. Yetthisisn'tsoin Cadwallon. The guild of Cartomancers
has established an original calendar based on the 22 figures of
Vanius and his lieutenants. The astronomers themselves use
a much more complex version of this calendar. Most Cadwés
simply use 21 “months” of 19 days each. To these is added a leap
day, the last day of the year, which disappears every four years to
adjust the free calendar to the actual revolution around Lahn.

The seasons

Cadwallon has the same seasons as the rest of Aarklash.
However, in the Free City’s peninsula every season has a spe-

cific influence.

« The first season of the year, the time of banners, corresponds
to spring. This is the month of preparation and decorum. The
trading posts of the guild of Blades’ companies raise their
oriflammes and the vessels of the Cadwé fleet get ready to
leave the port for their commercial expeditions. When the
day comes, the ships gather in fleets and set off on the seas to
amass new riches. In the Kraken harbor there is then a jubilant
atmosphere.

The caravans traveling over land do the same all along the
season, parading up and down the avenues of the lower city.
The most popular spectacle nevertheless remains the depar-
ture of the guild of Blades’ troops clad in their shining armor.

« Summer, the season of blades, is the season of the bloodiest

confrontations in which huge armies clash after having roamed
the continent during the previous season. In Cadwallon, too,
the season of blades is placed under the sign of the Rag'narok.
The Cadwés know that during this period there is a chance that
an army might besiege the city. The duke often sends free leagu-
ers to patrol the borders and the blacksmiths work twice as
hard to supply the militia’s stock of weapons. Though this rarely
happens, the free leaguers can also be sent as ambassadors to
faraway lands.



« After the sale of their merchandise, the Cadwé fleets and car-

avans return loaded with exotic goods: food for winter, rare
plants, revolutionary tools, new maps, etc. While the Rag’narok
slips into autumn, in Cadwallon the time of return is a period
for reunion... and danger. Mercenaries unsatisfied with their
booty prowl the countryside and attack poorly defended cara-
vans. Once in a while they gather in companies big enough to
attack Cadwallon. The free companies therefore remain just as
alert during this season. Maybe this zeal is also motivated by the
allegations of the guilds, which don't hesitate to blame these dep-
redations on the free leaguers.

« The time of whispers is the season of intrigue and alliances
in preparation for next year. The quietness of the night is of-

ten broken by the secret meetings of the guilds strengthening

The months

Because it welcomes people from every nations, Cadwallon
set its own calendar right in the first days of its founding. This
was certainly a way to mark its independence. The free calendar
was then the object of much debate that was fed by astronomers
from Tir-Na-Bor and even those from Laroq.

The Cadwé months have known many different names. At
first they were given the names of the Dogs of War’s 21 com-
panies, and then those of the trump cards of Vanius’s Tarot. A
few years later Duke Lothar passed a decree to change this de-
nomination: because the original tarot cards had been lost, it
was inconvenient to bind the city’s fate to these artifacts. The
duke suggested the names of Vanius and his lieutenants, but
the people reacted vividly to this concealed deification attempt.
Pressured by the Cadwés, the ducal administration developed a
calendar that was truly free of all cultural influences.

In this evolution one can glimpse the influence of the guilds
in whose eyes a calendar must above all serve the requirements
of production and therefore be functional and rational.

" The week

The first day of each month is a free day, meaning a day off. The
18 remaining days are divided into three weeks of six days each: the
Prime, the Median and the Final. The days don’t have names. One

.. then speaks of the “fifth day of the Median of Decarde” or of the
' 2 __f:twelfth Decarde, 1002.”

their relations with the nations that are about to go to war. The >

duke receives foreign delegations while the common Cadwés
work to produce goods to allow the guilds and the free city to
prosper.

The season of whispers is also the time of the lawfully feared
raids by the Akkyshans. These elves bound to Darkness take
advantage of the long winter nights to harass the outlying fief-

doms of the lower city and amass easy plunder.




Holidays

The Cadweé year is dotted with official holidays that are days
off for the inhabitants. Here again, the guilds have made sure

that the holidays are events shared by the whole population so

that production follows an organized pattern.

There is no doubt that the week of Freedom is the most
important holiday. It marks Cadwallon’s independence and is
known all over Aarklash for its colorful carnival where all liber-
ties are permitted. It takes place between the 2nd and the 7th
of Odecime. For six days the Cadwés don’t work and don't sleep:
they party. Masks and costumes dance around to all kinds of
music. Overwhelmed, the militia only intervenes to channel the
movement of the biggest crowds and to ensure the protection of
official buildings. In the upper city as well as the lower one the
party is in full swing.

The day before Freedom week starts, on the free day of the 1*
of Odecime, the annual free assembly meets in the presence of
the free leaguers and the duke (see About the leagues...). The end
of this assembly marks the beginning of the festivities.

The week of the Kraken is when the Cadwé merchant fleet

E . sets sail. Divided into several flotillas with each having a differ-

ent destination, the vessels leave Kraken harbor one after the

|

other, cheered on by the population. Celebrations are arranged
to wish the sailors luck and the port remains full of life even at
night. Everyone who does not belong to the guild of Ferrymen is
released of their professional duties. This holiday lasts from the
14*" to the 19t of Quint.

The ducal jubilee is a tradition of Akkylannian origin that
celebrates every fifty years the founding of the Empire of
Akkylannie by Arcavius de Sabran. In Cadwallon the inhabit-
ants celebrate every year their duke’s accession to power. Den
Azhir claimed this title of the 15" of Octose, 996, so it is on this
date that the Cadwés honor him. A procession is organized in
every fiefdom and they all join in front of the ducal palace. This
event is important for it is the only occasion on which groups
of citizens from the lower city are allowed to enter the upper
city. These processions are of course supervised by the militia.
Traditionally, when the processions unite, the free leaguers re-

new their allegiance to the duke.

The Day of Ashes and the Day of Lanterns can’t go with-
out the other. Though they aren’t celebrated on the same day,
both represents the struggle between the Ways of Light and the
Meanders of Darkness.

The Day of Lanterns commemorates the Battle of Kaiber and
takes place on the last day of the season of blades, the 10th of
Ondre. All day long the children go wild and pretend to be war-
riors with sticks or metal bars. As for the adults, they decorate
the walls of all houses with countless lanterns that will light up
the night before the time of return. Usually the refugees bound
to the Meanders of Darkness go into hiding. Sometimes things
get out of hand and people get lynched. The fact that the refu-
gees suffered more from their nations policy than the Cadwés
doesn’t matter much.

The Day of Ashes takes place on the last day of the time of
return, the 15" of Hexadime. Cadwallon turns into a dead city.
During the previous night the hearths are kept burning so the
city remains lit. The next day the remaining ashes are scattered
all over the city. These ashes are supposed to keep the dead at
bay by giving them the impression that Cadwallon is a ghost
town where nothing lives. Rare are those who would dare step
outside, and those who do carefully respect the taboo of the day:
never to look someone in the eye. Therefore the passersby walk
with their head bowed and a hood over their head. Even the mi-
litiamen hate having to check an individual’s identity.
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The Day of Flowering takes place on every 12 of Privime.
It celebrates the spotting of the first magical groves after the
“deforestation” of the ruins by the Dogs of War (see further).
The orcs are the ones who observe this holiday, as well as the
traditions linked to it, the most carefully. On this occasion the
shakas improvise ceremonies devoted to Cadwallon’s flowering
nature in most of these groves. Regardless of their origins and

their beliefs, many Cadwés participate in these ceremonies.

+ The beginning of each season is also a holiday. These aren’t the
actual beginnings of a season on Aarklash (equinoxes and solstic-
es), but rather days that the guilds have set to celebrate the coming
of a new Cadwé season. These days thus give the illusion that the
seasons identical in length, even though in reality they aren’t (win-

ter is the shortest season and summer is the longest one).

TEE FIRST DAY OF EACH SEASON

SEASON DAY

Time of Banners 1t of Asce
Season of Blades 6% of Sixte
Time of Return 11 of Ondre
Season of Whispers 16% of Hexadime

In Cadwallon it is strictly forbidden to celebrate the equinox-
es and solstices since Vanius’s rule. The reasons for this prohibi-

tion are unknown and not all refugees respect it.

The day that the curse hit the Free City for the first time is still
commemorated, for it is closely bound to recurring events that
are well known by the Cadwés. That day the lake’s water carried
a putrid stench and hundreds of corpses. The city’s sources of
drinking water were infected, causing countless intoxications,
while mephitic emanations had the inhabitants flee into the
jungle.

To this day the tide of the dead still strikes the city occasionally,
however less violently than in the past. The Cadwés know that days
of heavy rain foreshadow this morbid event, therefore they lock
themselves in at home, stock up on potable water, and clean their
dwellings with gallons of boiling water.

The first tide of the dead greatly influenced the life of
Cadwallon by causing an intense fear of death and of its effects
on the body. Therefore, most corpses are burnt in order to pre-
vent “polluting” the ground with the unsanitary body fluids of
the deceased. The most notorious funeral parlor is at the edge of

the lake, a good distance from the nearest dwellings.

ANEVER

~ Tue CADWE LANGUAGE

Cadwé is a language that perfectly reflects the nature of the
City of Thieves. Based on the jargon of the Dogs of War and
Akkylannian grammar (which is especially easy to learn), it is
now a potpourri of various influences. Barhan, Akkylannian
and Syhar are the tongues that influence most Cadwé. Other
sources have durably affected this language: many technical
terms come from the dwarven language of Gheim and goblin
navigation terms. Ogre insults are surely the most commonly
used and widely preferred.

Cadweé is thus a language that is rich in multilingual refer-
ences, in neologisms, and in original sayings. Under perpetual
construction, it absorbs all cultures and tends to spread all
over Aarklash. The language used in the upper city is never-
theless more structured and less changing. It is based mainly
on the languages of the four embassies (Alahan, Akkylannie,
Syharhalna and No-Dan-Kar). The use of Cynwéll terms, how-

ever, is always impressive!










ecause it is built on top of the ruins of a Cynwill city,
the upper city is in an enclosed citadel. The lower city,
on the other hand, has developed outside of the walls

lying at the feet of the legendary Dyrsin Tower.
The works planned by the various dukes haven’t always been
very successful. Even though the city has prospered in all parts,
many of its districts are especially crowded, making circulation

in the higher city as bad as in the lower city.

GET"’ENG AROUND

The Cadwés, at the urging of the more advanced communities
(dwarves and goblins), have developed several ways of getting
around in their city. The Jewel of Lanever has thus known an
unrivalled technological, scientific and industrial revolution on
the continent. This metamorphosis was accompanied by eco-
nomic and social advances that also came from No-Dan-Kar
and Tir-Na-Bor. This is so true that many immigrants think that
the city’s motto is “In Cadwallon, everything can be bought” in-

stead of “My kingdom for a ducat!”
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“Ducats make the str angels
steps heavier.”

— Cadwé proverb

“Pay me, 'l take you there.
Don't pay me and you'll be taking a
huge risk. Think about it,
my friend!”

— Overheard in the port of Kraken
\4 _1‘| ,wl_= !;l‘\

No matter where one might be in the city, visiting Cadwallon
demands either unfailing courage and health or enough wealth
to be able to pay for efficient yet extremely expensive means of

transportation.

Cadwallon lies across a vast peninsula. For strategic reasons
the city occupies the whole stretch of land to allow for better
surveillance of the waters lying on either side of it. Thus the Free
City protects the lands of Light from potential invasions. As for
the upper city, it engulfs the northern part of a lake that Cadwés
call the “little sea.”

By way of the sea

In the north of the peninsula the Kraken harbor is the conti-
nent’s biggest merchant port. It harbors vessels of the open seas
as well as a squadron of goblin pirates that ensures their “pro-
tection.” Once on land, the visitor has a choice of several means
of locomotion: the bravest can walk, others can take a carriage,
and the wealthiest can use the Tractor. One can also reach the
port of Ondine, to the west, taking a small ferry. This maritime
route is used by the extremely wealthy who enjoy the view of the

city before reaching the fiefdom of Soma.

One can also reach Cadwallon by Shipwreck Bay, to the east.
The naval forces of the Ways of Light often choose to drop an-
chor in these waters, for they are defended by an Akkylannian
fort built on a small island. Whoever wishes to use this route
must get clearance and strictly follow the instructions given by
the fort’s garrison. A cutter is then used to reach the upper city.

This journey requires a generous donation to be made.

THE MAGICAL GP\OVE)"

In Cadwallon the magical groves are one of nature’s
curiosities. Regardless of place or time, in a totally un-
predictable way, an abundance of plants sprouts any-
where, on the street or in someone’s home. For,Cadwés
these plants are a good omen of Nature, especially for
peoples such as the Sessairs, the orcs or the Wolfen.
Destroying a magical grove is a crime in the city. These
small “jungles” are a great source of inspiration for =
the designers of the guild of Tailors and the vegetal
fashions of the Cadwé nobles are a direct reference to
them.




The waters of the lake

For a long time the Cadwés of the upper city have enjoyed
the lake next to the gardens of desire. These past few years the
construction of a marina has made boating easier on the little
sea. Certain of Cadwallon’s citizens have had piers built to take
better advantage of the lake. The city’s most wealthy families
quickly followed and now there are talks about organizing a re-
gatta. This persistent rumor has lasted for so long that it has
encouraged the construction of extravagant vessels built by
goblin or Barhan carpenters. By doing so sly craftsmen were
able to resell the wood from the trees that had been chopped
down to build the marina. The new district also allowed the de-
velopment of fishing in the waters of the little sea. This activity
sometimes seems like a party when humongous fish are pulled

from the lake.

Cadwé roads

Some parts of Soma lie inside old Cynwill quarries and are
the most densely populated areas of the Free City. The dwellings
are stacked on top of each other on either side of narrow streets.
It is dangerous to travel there in any other way than on foot.
These slums are home to a population living in misery and it
often happens that visitors are annoyed by beggars or attacked
by ruffians.

The streets of the lower city are worn by the weather and
the passage of overloaded carts. Though everyone agrees that
improvement of these roads is long overdue, only the Soma
family has actually done anything. Their fiefdom is indeed en-
dowed with better streets and a major artery, Paradise Avenue,
to make it easier for wagons to travel from the port of Ondine
to the upper city.

In the upper city, getting around is mainly question of hiring
the proper guide. There are countless bridges linking the feet of
Dyrsin Tower and many of them are too narrow for wagons to
get over. Yet one can walk or ride along them, though the use of

mounts is strongly discouraged for safety reasons.

Revolution!

After three years of colossal construction, the Tractor has
finally been finished! This gigantic steam machine does the
round-trip between the Kraken harbor and the Ogrokh fiefdom
four times per day, pulling five wagons (four for goods and one
for passengers).

It’s impossible for this mechanical monster to enter the up-
per city. The goods are therefore transported from the gates to
the warehouses of the Stock. Once it is moving, it reaches the
speed of a trotting horse and does the trip in one hour. Initially
planned for 40 passengers, the last wagon is the victim of its
success. Its seats have therefore been removed to allow about

100 passengers of all sizes to squeeze in.

On Lanb

_IN THE AR

In many parts of the lower city it is faster to walk than to
travel by carriage. Always looking for more comfort, the rich-
est citizens often use carriages, yet they take much longer than
pedestrians do to reach their destination. Indeed, the vendor’s
carts and stalls hinder the circulation of elegant carriages. In
some alleys even horsemen have a hard time making their way
through the tightly packed crowds.

Airborne transportation has been developed under the influ-
ence of the aristocrats who, taking advantage of the Cynwill
towers still standing, use hot air balloons for transportation in
the upper city. Unfortunately the strong winds that blow on the
coast prevent this form of transportation from becoming more
widespread. Furthermore, one can often see Lanever dragons
glide across the sky of Cadwallon to visit their titanic kin in the

Dyrsin Tower.




THE FIEFDOMS
OF CADWALLON

The following pages present the 11 fiefdoms of Cadwallon:
eight in the lower city and three in the upper city. The fiefdoms

and their districts are all presented in the same way.

A map presents each fiefdom and its most famous districts. It
is accompanied by a short description of the fiefdom’s popula-
tion as well as of the motto of the governing family at its head.
This also includes information that is useful for the game: dom-

inant attitude, meaning the attitude that is the most common
~ among the NPCs who live in the fiefdom, and the FAITH, which

The history, the ruling family and the intrigues that are linked
to the fiefdom’s inhabitants follow the presentation of the atmo-
sphere during the day or at night.

The most famous districts are then presented with the domi-
nant attitude and the FAITH that are specific to each one.

Several locations are introduced for each district. Their names
are followed, in brackets, by a dominant attitude and its alle-
giance. A place’s dominant attitude is the attitude that reigns
in this particular place and which determines the attitude of
the NPCs who live there. The allegiance indicates who owns the

place or under whose influence it is.

Throughout these pages the names of certain NPCs are indi-
cated in bold type: these are contacts. (see Interaction, p.230).
The other NPCs are presented in the Cadwallon supplements
reserved to the GM (see Secrets).




On the streets

The fiefdom of soma shines less by its surface than by its loca-
tion. During the day, traffic is important and many streets are

choked-up. Sailors coming from the port of the Ondine meet

rich merchants closely followed by pick pockets. These wealthy

traders don’t grant the slightest attention to the porters coming
from the Automaton or from Rampart to earn a living.

At night, another kind of population takes over the streets.
The artists spend their hard earned ducats on drinks, gambles
and debauchery. The thieves of Morgue Street roam their do-
© main, laughing their hearts out with the patrons from the upper
city looking for forbidden pleasures. Many voyagers and poets
- consider Soma to be the keeper of the bohemian traditions of
© Cadwallon.
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4  MORGUE STREET S5

HEAVEN HEIGHTS Soma was a run away slave of Acheron with a heart for justice.

PoORT OF THE ONDINE During the Battle of the Wall of Earth, he led the way for the
Dogs of war by neutralizing the magic snares set by Sophet Dra-

has and his minions. To express his gratitude, Vanius granted

him a fiefdom.

Soma who had become one of the dukes most revered advis-

ers, died many years later. Meanwhile, he helped his children’s

= EI e accession to the highest offices of the city and secured the grip

[ / f . d [_, of his family over the fiefdom.
ﬂ l C d 5. l” 6‘1 ) 4 A dreadful plague swept the district between 955 and 957, no-

tably renamed “Morgue Street” since. The authorities had to wall

PEER: Vanho Soma the place with high barricades of stone and steel. This wall still

POPULATION: stands today.

« Elf: Common

» Goblin: Common oty )

« Human: Common 1 hC Soma Famdy

« Dwarf: Common The Somas are a well united family thanks to ancestral tradi-

» Ogre: Common tions. Their multiple talents allow them to be represented at every

+ Orc: Uncommon level of the Cadwé society. The family treasure insures them a

+ Wolfen: Rare lavish life style and opens all the doors of Cadwallon. Thus the
Somas are seen sometimes as lazy eccentrics having lost contact

DOMINANT ATTITUDE: Subtlety. with reality, sometimes as avengers tormented by their fascination

FAITH: o +1, @ +1 for the occult.

The actual Peer of the fief is Vanho Soma. This disturbingly hand-
some warrior-mage has a hard time trying to hide the pride burning

him from the inside. For many, he is the link between the rigorous

traditions of the Somas and the boldness of modern times.

Isabeau, nicknamed “the Secret’, is an outstanding member of
her clan. The young maiden has left the delights of an easy life
to embrace the call of the sword by joining the guild of Blades.

Brehnan, the ambassador of Alahan, often requests her services.
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Powers

Despite the considerable influence they enjoy, the Somas

never feel comfortable when in the light of power. Though one
only needs to look a bit closer to see that the family has a strong
grip on the reins of their domain. For the Somas, blood links
have more value than gold. The clan kept the esoteric tradi-
tions of its ancestor and welcomes several magicians. The latter
take great care not to show the whole extent of their powers
which feeds the mystery surrounding them and is useful during

negotiations.

Plots

Vanho soma inherited the family fiefdom after the loss of both
his older twin brothers, Anon and Aghovar. The first who was
in charge of the family domain before him, died under the blade
of the Usurers’ assassins. Aghovar who was the Guild master of
Thieves soon followed him to the grave after an attack by Sophet
Drahas. The necromancer stole the Talisman of shadows, a leg-
endary treasure of the guild. No one knows how long the bloody
vendetta between the Somas and the Usurers will last.

The people of the fiefdom have way to much on their mind to
care for these intrigues. The quietness of the port of Ondine is
constantly disturbed by the menageries, to a point that it threat-
ens the peaceful reputation of the neighbourhood. Moreover,
the presence of the only proper school of magic of Cadwallon, of
the guild of Thieves and the Embassy of Alahan provides enough
gossip and plotting to keep the inhabitants busy.

Over the last months, individuals bearing cumbersome par-
cels have been spotted at night. According to rumors, they come
back from the underground. Yet no free leaguer or shrew has met
them. Though, considering the number of parcels transported,
these mysterious individuals must be roaming the Free City’s
tunnels for quite a long time now.

iwho
was going around telling everone
that the templars were hand in hand
with the Harlequin? Well, he has

been found dead this morning...

With his throat slit...”

= Langan, night bird of Heaven heights




=4 i* qgl’ ?ﬁ I_-'.\ f )
!I}’ h‘_‘!“.‘\i._"___ . c{f' 3

4 FLOWER CITY



NN Sy ——

MORGUE STREET

Dominant Attitude: Opportunism.

FAITH: @+1

After the plague, a poor population invested Morgue Street
and rebuilt everything, assembling unsanitary shelters in build-
ings. Not surprisingly the guild of Thieves chose this poverty
stricken stronghold to establish their headquarters. Day and
night the street is swarming with life. When the moon shines
over the city, robbers and beggars easily use their weapons to get
what they desire.

» Many stockades surround the street, each one under the sur-
veillance of a guard station (Discipline/Milicia). These stations are
in charge of securing the quarantine, even though no evidence of
the plague has been spotted in years. The inhabitants believe the
milicia is maintaining the watch only to keep an eye on the Thieves.
Anyhow, the militiamen selected to watch the walls are some of the
best recruits from the local barracks.

+ At one end of the wall is held the Beggars Market
(Opportunism/ Neutral), supplied by the wretched people of the
district and a few shrews. Among the broken knifes, the rags and
the rest, a costumer with a keen eye can find some true wonders,
sometimes sold for almost nothing, or barely enough the feed a
ducat-less wretch. Some Thieves hide there and sell highly illegal
articles.

« At the core of Morgue Street, one can find the guild of thieves
den (Sleight / Guild of the Thieves), a set of buildings linked by an
incredible amount of bridges and secret passageways. The hous-
es are adjoining, thus the untrained eye would have problems

distinguishing the exact limits. A thief on the run might come in
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one way, disappear and walk out another door at the other end

of the street a minute later. Lately, the guild has known a leap in |

activity. At night the narrow windows of the highest towers shine
as if they were lit by a thousand candles and are the hideaway of
all the thieves of Cadwallon. Those who wish to contact them can
ask the young Mirole who doesn'’t hesitate to boast of his thefts
to seduce the ladies.

« If no one seems to know the exact location of the Clinic
(Subtlety/Syhar), the elder people living by tell of the grotesque
operations taking place there when the plague was at its climax.
Syhar scientists who worked in this sinister place promised to
heal the sick. Though everyone knows they have left long ago,
yet when a beggar disappears, the population tends to attribute
the event to some mutant creature coming from the entrails of
the city.

HEAVEN HEIGHTS

Dominant Attitude: Style.

FAITH: (0)+1 (@+1

This well known hill has seen its sides covered with artists’
workshops, rich patrons’ mansions and many animated taverns.
By day, the atmosphere of the streets exhales a bohemian lifestyle.
When night comes, Heaven Heights turns into a temple of pleas-
ure and luxury: nigh time artists, shadow beauties and wealthy
young people meet to celebrate the happiness of a life that can

end the next day.




~« The best way to anger a Soma is to compare Haven (Subtlety/

oma), the mansion of the Peer’s family with one of the Claws

--ﬁof Terror, those direful strongholds owned by the houses of

Acheron. The walls of Haven haven't lost any of their grandeur
over time, quite the opposite. The wear of time makes the build-
ing look as if it was enchanted, its silhouette largely overshad-
owing the surrounding districts. This is where the Somas and
their allies meet to discuss and keep in touch with the important
events of the city’s life.

« After having moved no less than five times, the diplomatic
delegation of the crown of Alahan (in office in Cadwallon since
833) has settle in the luxurious palace of “Whitehaven” (Style/
Kingdom of Alahan). The current ambassador of the Lion,
Brehnan of Alahan, doesn’t seem ready to leave this shelter which
was offered to him by the Soma family and in which he has been
living for almost thirty years.

+ The Workshop (Style/Tailors) is a huge store set in an old
warehouse. The current owners, the masters of the guild of
Tailors, do their best to give an “Upper city” twist to this crum-
bling old building. Contrary to what this excess of style might let
believe, this store is not only for the aristocracy; and the com-
moners of Cadwallon come here to find some good bargains, es-
pecially before and after the carnival.

« The Solitary Lodge (Discipline/Empire of Akkylannie) is the
meeting place for the Templar order in Cadwallon. This massive
building which looks like a fortified library is subservient to the
Temple of the West, one of the four cardinal commanding of-
fices of the warlike order. Paradoxically, entry is free thanks to
Brother Sauvalle, confessor of the rogues and redeemer through
wisdom.

The Solitary lodge, with its diamond coat of arms, is consti-
tuted by individuals who are more interested by the mysteries

_of knowledge than those of arms. Nevertheless the lodge houses

a handful of companions and followers able to defend it. To this
day, the building hasn’t been the target of any theft. Particularly
indulgent, the Templars have sheltered by the past many wound-
ed or runaway rascals. Also, they are not selfish concerning their
knowledge and do not hesitate to share it if one manages to stir
their educational feelings. This reputation of hospitality is prima-
rily due to Brother Sauvalle

The Solitary lodge has lately been under the scrutiny of the
embassy of Akkylannie. Several investigators of the Inquisition
have offered a large reward to anyone who would help them find
a mysterious masked woman.

« Capable of housing a great number of visitors and lavishly
decorated, the Last Dance (Style/Neutral) is the most prestig-
ious cabaret of Cadwallon. The artists and dancers working there
hope to draw the attention of rich patrons who are a large part
of the customers. The young handsome people from the sur-
roundings meet there to flirt with luxury and spend their par-
ents’ money.

The Last Dance used to be owned by Vanho Soma. When he in-
herited the charge of the fief, he donated his former den to Isabeau,
the daughter of late Anon. The Secret rarely appears there and the
personnel remain vague when asked about the place’s owner.

The cabaret is also Alizarine’s haunt. It’s there, shrouded in
smoke and luxury, that she draws the cards for the curious and
prepares operations in the foundations of the city.

« There is in Heaven Heights a really curious building despite
its ordinary appearance. It is easy to recognize since no other
building adjoins its large high walled yard. The reason is: Day or
night, the wanderers who pass by the gates hear wind blow, water
murmur, fire roar and earth rumble. Not everyone enters Cam-
eon Mansion (Subtlety/Neutral), the only school of true magic
of Cadwallon! This very selective institution welcomes around a
hundred students. Each one of them pays a great lot of gold to fol-
low the three year course. These chosen few learn to manipulate
Primagic and the ways of elementary magic with five expert pro-
fessors. There is a rumor that a longer course would exist to learn
how to master the art of magic in depth. The mansion is currently
under the benevolent guidance of Sayuri Soma, a half elf having
reached the maturity of his beauty.

« There is in the district another severe, yet ordinary looking
building. Strangers believe it to be a warehouse, but it really is the
locale Barracks (Discipline/Militia). The militiamen of Soma are
trained there and live there in a professional atmosphere wor-
thy of the upper city. The building holds a well kept prison. Even
though located in the lower city, the fief often welcomes prestig-

ious visitors, therefore rogues too.




PORT OF THE ONDINE

Dominant Attitude: Opportunism.

FAITH: @+1

The modest port of the Ondine, built on old quays, is sheltered
from the strong currents by heavy water locks which render any
kind of manoeuvre difficult. For this reason, it is used mainly for
the upper city’s important people’s boats, as well as the merchant
boats loaded with rare and difficult to defend products. More and
more burghers pass through there in order to avoid having to go
through the lower city when they need to go somewhere. Some
have even invested fortunes to build a secondary residence there,
far from the turmoil of the city but without actually leaving it.

The militia is not really interested in the Ondine, reputed for its
calm. The inhabitants wish to avoid drawing attention towards
the peculiar events which take place there sometimes at night.
The Ferrymen’s guild, which’s influence can be perceived in this
location, has recently launched a vast armed operation to find
out what is being planned against them in this posh harbor.

« The harbor office (Style/Ferrymen) is as much a luxurious
inn as an administrative building. The extremely numerous per-
sonnel show a lot of politeness and ingenuity to satisfy the port’s
privileged guests. Administrative procedures are dealt with sur-
prising speed. According to the word on the street, a special of-
fice even advises some ship-owners on the best ways of avoiding
the ducal laws on sailing or custom taxes.

+ The Palace (Opportunism/neutral) is a luxury hotel for well
off travelers. Unfortunately, situated in the lower city and a bit
too flashy for some, it only draws those whose lineage or purse
doesn’t allow to access the opulence of the upper city. One can
still come across prestigious visitors, who want to avoid the pub-
lic eye and keep their presence in the city as discreet as possible.

+ The walk of the Ondine (Opportunism/Ferrymen) is the
main street which runs along the harbor and its quays. The street
swarms with activity all day long: People come and go on and off
the ships, the shouts of the sailors cover those who sell all sorts
of victuals. Street “retailers” and “rising artists” try to sell their
goods to suckers unable to estimate anything.

At night, the taverns are filled with dockers weary after a days
work, and the street is quiet. Patrols of the guild of Ferrymen
closely control the goods sold at this hour prone to illegality.
Already very busy, the patrols don’t pay much attention to the chil-
dren and teenagers who stride from house to warehouses quickly.
These night prowlers aren’t doing anything illegal; they meet every
day with Raun Vomroh, a young man who organises “menageries’,
sorts of great meetings during which he exposes a revolutionary
dogma dangerously close to that of Vile-Tis.
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less people. Very discreet during the day, they assemble when
night comes and prepare their criminal activities to secure them-
selves a living. Tolerated until now by the mllltla in exchange for
bribes, these misled people seem to be trymg to federate lately.
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SOMA ""

Slang____

Walking the true Cadwallon: To frequent
the intellectual coteries of Soma.
Walk the wall, Rise to the crénels:
To flee to the Rampart fief.

By extension: To take some time off.
Acting the Soma: To spend w1thout &
counting, showing off.

« The slums (Pugnacity/neutral) are the refuge of many home—“’y %




THE FINE SHAFT
THE PRECIOUS
THE OBSERVATORY
THE LINE
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THEA rOMATON

Trvo masks G

PEER: Xir-Lilith and Yalin Aoue
POPULATION:

« ElIf: Common

» Goblin: Rare

+ Human: Common

+ Dwarf: Uncommon

» Ogre: Rare

» Orc: Rare

» Wolfen: Rare

DOMINANT ATTITUDE: Discipline
FAITH: (2+1

On the Streets

Built in former Cynwall quarries, this fief is set in a hollow
area, a bit like a bowl. In its centre stands a giant construct. The
streets, which follow the slopes, coil around the imposing stone
silhouette. The latter is visible from anywhere in the fief, even
from the most winding streets

During the day, the life of the inhabitants follows a well re-
spected routine. Though they are not machines, these Cadwés
know their role and perform it seriously and resolutely.

At night silence weighs over the fief’s districts. Only the cus-
tomary “clang” of the Automaton’s face changing orientation
disturbs this quietness.

History

When the city was freed by the Dogs of war, Twilight, a half-
elf from a company of parias, was spotted for his determina-
tion and his strategic qualities. He showed his value especially
during the battle of the Automaton by driving back an infiltra-
tion attempt by the army of Sophet Drahas. Twilight drew his
last breath under the mysterious Cynwill automaton fighting a
spectre of Acheron.

When the independence was announced, Twilights company
was given a fiefdom. An assembly of followers of the deceased
half elf decided to honor their captain’s sacrifice by remain-
ing united forever. Despite their good intentions, the project
crumbled apart under the pressure of the cultural differences
between the elven parias. For months, the fief was the stage of
many skirmishes between the Daikinee and the Akkyshan. The
wound left by Scaélin’s treason started to bleed again. To fight
side by side was one thing, living side by side is something else.

In 834, the intervention of the Cynwill cooled the spirits. The
elves of Laroq offered an alternate control of the fief by both ri-
val factions. Whereas the Cynwill would never interfere in de-
cisions, save in the case of major disputes. The Automaton was
chosen as the symbol of this union and the Cynwill mages gave
life to its mechanism. Ever since a mysterious process makes the
statue’s face change.

When the gaze of the Automaton is turned towards the for-
est of Quithayran, the fief is under the control of the Daikinee.
When it gazes to the west, towards the dark skies of the shadow
webs of Ashinén, the Akkyshan hold the reins of power. The
Automaton is ruled by a mysterious and unpredictable cycle. It
can remain still for weeks or keep changing each day.




The Xar-Lilith and Aoue families

Though they are called “families”, they are not families in the
true sense of the word. The fiefis ruled by two women who, albeit
their differences, have a similar vision of the peerage: they take
decisions, alone, concerning the durability of the Automaton.
With no direct heirs, they are surrounded by intriguers trying

to draw their attention.

The Xar-Lilith family is one of the most venerable elven
families. Their origins can be traced back to Scaelin’escape. Its
founder was no other than the fallen princess’s first courtesan.
The matriarchy is led by an old lady who is only known by her
moniker: Xar-Lilith @

Despite her bowed and frail frame, Xér-Lilith is a reputed dip-
lomat in the duchy. She was able of making people forget her
people’s atrocities and safe keep Cadwallon’s interests.

Xér-Lilith does her best to maintain the balance of the
Automaton. Her orders are respected by her kin. She rules
alone, and few are the advisers that survive more than a year in
her service. Xér-Lilith likes having around her servants work-
ing for her with a sickening devotion, tainted by admiration and
fear. She is also gifted with a strange power: the gift of ubiquity

which allows her to be in different places at once.

The Daikinee are ruled by Yalin Aoue, a young maiden whose
parents mysteriously disappeared two years ago. The dignitar-
ies of her people have brought her up to respect the traditions
of Quithayran. She is fourteen years old and was able to impose
herself as Peer of the fief; and her decisions are rarely contested,
even by the older advisers in her entourage. Early on she was
conscious of the adequacy of her heritage and the modernity
of Cadwallon. The only being able of making her change her
mind is a forest animae who appeared shortly after her parents’

disappearance.

Powers

The cohabitation between the Daikinee and the Akkyshan of
the Automaton has long been prevented by the rancor and the
hatred opposing the two people. Despite these frictions, the fief
organised itself around a gigantic construct. Each time the face
of the Automaton moves, the elf power and the local atmos-
phere change.

The important locations of economical life are in the hands of
the elf families since the independence of Cadwallon. Most of the
stalls have two owners (a Daikinee and a Akkyshan) who switch
around depending on the construct. Each have their own habits,
clientele and goods. Very few are those who do not obey this law,
since the sacrifice of Twilight — whose spirit is said to have found
refuge in the Automaton — is still present in everyone’s memo-
ries. Half elves benefit from a particular status. They must re-

® Xdr: Eye.

spect the law depending on their maternal ethic origin. Though
other Cadwés are not concerned by these strange rules, rare are
those who accept to work in this elven enclave. Yet most of them

respect this unconventional political system.

Plots

The movements of the Automaton are at the heart of many de-
bates : influence of the heavens, Divine intervention and so on.
Rumors go round concerning the true function of the animated
statue: guardian construct, astronomical device or simple re-
mains of ancient times...

Tremors regularly shake the earth in the fief of the Automaton.
Indeed, the forgotten shafts of ancient mines render the stabil-
ity of the buildings precarious. The free leaguers explore regu-

larly this network on account of the authorities. Their missions

are considered of scientific interest.




THE OLD DISTRICT

Dominant Attitude: Style ’ Pl -

FAITH: O +1 ;

Despite its name, the district is not that old. It’s rather a dis-
trict interested in what is old. Its founders wanted to unite all
the historical and mythological knowledge of the city, but the
project was swiftly put off track. The old district is now the hub
of a traffic of artistic goods. The explorers who walk the city’s

¥ S
underground come here to sell their treasures or have them es- J—x
‘timated. - £ g
"+ The Cadwés ignore the origins of the ancient statue standing o N
in the middle of the old district. The massive and still silhou- s
g

ette of the Automaton (Opportunism/Cynwill) overlooks the
entire fief. The gilded alloy which covers the colossus hides a
entanglement of silent yet complex gear system.

Day and night alike, many passer-bys bustle about the con- y

a - r—

struct, awaiting the slightest of movements of its impassive | ?5- %h
face. ; O AT

Around the Automaton Square, hundreds of sentry boxes have \,‘:‘v
been built for the ruling families messengers. These watchmen T
warn their Peer when the construct begins to shift. Feuds are
common around the statue and they do not hesitate “to take RO R G
out” a rival messengers. } ;

Since the beginning of the Rag'Narok, the face of the
Automaton has stopped twice in an in-between position. Many
explanation have been given and some have seen in it the end of § A 7
the compromise between both communities.

» The Company of the bolt meets in a building opposite the
Automaton. This mansion (Sleight/Company of the bolt) can-
not go unnoticed. As far as Cadwés can remember, it was never
finished. It is constantly undergoing renovations, extensions or
improvements.

+ The Arcade (Style/Cadwés) is a street which runs through
the heart of the old district. The shops display rare items which
gives the archway the appearance of a museum. The stalls are
clustered by themes: weapons, cults _and myths, Pteryx, The ar-

cheo-goblin, is one of the celebrities of the Arcade.



THE FINE SHAFT

Dominant Attitude: Subtlety

FAITH: @+1

The district is composed of troglodyte houses carved in the Cyn-
will mine shafts. Seperate clusters of houses make up the main
body of this mainly residential district. The inhabitants of the Fine
shaft share a way of life which distinguishes them from other Cad-
Wés.

« The weather-beaten walls of the former quarry are full of tun-
nels, many of which dive deep under ground. One of these net-
works of caves hides hot springs which have been turned into a
bathhouse reserved to women. Lady Fyea’s pools (Style/Cadwé)
are run by a Daikinee with a moiré complexion and a unforget-
table deep blue gaze. Adding to the servants (12 Cadwés), the es-
tablishment is protected by a minotaur, Dozer Grey Muffle, who
fell for the elf.

Around the tiled pools, the most influencial women of the
city meet. Here a cautious ear might gain some important in-
formation. The reputation of theses baths owe as much to the
sophistication of Lady Fyea as to the mysterious qualities of the
water. This water sometimes carries a strange pearly oil. Many
customers have seen there skin gain back its youth within weeks.
Beyond mere appearance, it also soothes burnt skin, infection

and skin problems.

i
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« The In-turn Towers (Discipline/Cadwés) is a curious build-
ing, erected on the remains of Cynwill columns. It’s the only
place in the fief which evades the rule of the Automaton. The
Peers gather there with their advisers. Both ruling families own
a tower of the building and the central bridge is dedicated to the
Peer’s function: interviews, fiefdom’s archives, administration
and so on. The management of trade and public spaces are dealt
with here as well as the shared life of the communities. In the
halls of the tower, black mail and corruption are commonly used
to take advantage of the revolving management system. Here the
coming and going is never-ending and the place never rests. One
might come across Qeanimriil the guide.

« The southern part of Fine shaft, nicknamed the Nasty shaft
(Subtlety/Usurers), is an entanglement of streets sprouting shops
of a particular kind. One can easily find money here, but the in-
terest rates are very high and pay back is often done in favors
rather than in ducats. One will also find the safe builders who are
fondly appreciated by the city’s rich people from the Upper city.
All the shops represent the visible features of the Usurers activ-
ity. To tell the truth, the latter are trying to take over Nasty shaft
and turn it into an independent district.

Many rumors go around concerning the many events that hap-

pen at night in the district. The passers-by tell of horrible creatures

and terrifying screams. Here at night everyone stays at home.
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THE PRECIOUS

Dominant Attitude: Style

FAITH: @ +1

This district is built within guarded walls and one must show
one’s credentials to be allowed inside. Inside, there are mainly

massive stone buildings. In here everything is negotiated around

~ atable, away from the nosiness of the street. At night, for security

reasons, activities are almost brought to a halt.

4 o:‘\t the heart of the district, the huge rooms of the Precious
‘market hall (O_pportunism/]ewellers) houses the dealing and
-bézftering of the gem sellers. The Jewellers’ armed men keep an
eye open and insure the correct development of the deals. The
upper storeys of the building shelter the guilds headquarters. In
order to enter there, one needs the recommendation of a guild
member ...even if one has to pay for it.

« The little temple of Widow Dawn (Discipline/Akkyshan)
is the only.place of worship dedicated to Lilith, the Akkyshan
divinity. Contrary to what many believe, this dimly lit place
does not stagé dark rituals and bloody sacrifices. If one does
not take into account the rhetorical contests which opposes the
Khelekera — a group of new converts led by the Akkyshan wom-
an Synaiya — to the followers of Lilith, the sanctuairy’s calm is
favourable to meditation.

Among the many passers-by who wander around Widow

Dawn, one can meet a Kelt mystic: Vestalia the Mystic.

THE OBSERVATORY

Dominant Attitude: Opportunism

FAITH: @+1

This district has been built around the observatory erected by
the Cartomancers to study the heavens and learn about their in-
fluence over the life in the city. Its inhabitants are a curious mix
of scientists, scholars, soothsayers, predicators and... charlatans.

+The Observatory (Opportunism/Cadwés) is a white stone
building, covered with a huge looking glass. Its entrance is barred
during the day, since the lens amplifies the heat of Lahn, and the
inside temperature becomes unbearable. When night comes,
many eccentric scholars hurry inside to be able to stargaze.
« In the north-eastern part on the old district, a side of the shore
is covered with dense vegetation with roots digging deep under
Cadwallon. The elves from Quithayran come here to meditate
and to be united in communion with the strange grove full
of exotic plants. They call this place the Mangrove temple
(Sleight/ Daikinee).




THE LINE

Dominant Attitude: Discipline
FAITH: -

The district of the Line grew under the influence of a group
of Cynwill, founders of the guild of Architects. This guild owns

several buildings in the area. The Line gathers the main trades ——— : — = :
linked to the building industry: architects, workers, building AUTOMATO‘\J
material wholesalers and so on. The district is rationally organ- j- S % i
ized around the stages of urban building process. In one day, Pl W S]al1g X ! ,_f
one can leave with the plans of a house, a list of material neces-

sary to its construction and an evaluation of the cost of hired

workers. Trag Vor the Coarse claims that here the spirit of the Reach the TWi]ight: To die as a hero.
earth is more alive. This saying is often used ironically.

Once their day’s work over, the workers from the district meet A cheap automaton: For an opportunist,
in the taverns and the atmosphere quickly becomes rowdy. a hypocrite, or someone one cannot trust.
-
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jHE RAMPART

Better alive and standing than

knecling and dead!

PEER: Camélia Orrkrk
PoPULATION:
« Elf: Rare
» Goblin: Rare
+« Human: Common
/ » Dwarf: Rare
» Ogre: Uncommon
» Orc: Rare
» Wolfen: Rare

DOMINANT ATTITUDE: Opportunism
FAITH: D2 @+1

On the Streets

Rampart owes its name to the remains of a wall which over-
looks the fiefdom of Ogrokh. No one knows why such defence
works were erected there, save for an attack from the sea... But
the name Rampart applies also very well to the density of the

. fief: a assortment of bricks laying against one another.

Shrouded in a foul smell resulting from the garbage, rancid
sweat and bird droppings left in the gutters only to be swept
away by stagnant rain water and urine; Rampart is not particu-
larly welcoming. Children in rags searching for anything eat-
able, faded prostitutes with rotten teeth, dirty wretches who
would do anything for a couple of ducats are what visitors to
Rampart notice first.

At night the fief is more enjoyable: the poor lock themselves
inside their homes and only the cockiest and most spirited resi-
dents go out. They usually show t