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·FOREWORD· 

The desert of Syharhalna as far as the eye 
could see. The Metropolites' long red and 
white togas were flowing in the wind. 

They advanced slowly. Comingfrom the Temple of the 
Sands, they neared the promontory that overhung the 
Western Gate where Basyleus Villa, the high priest of Arh
Tolth, the alchemical divinity, awaited them. At the top of 
the six arches that crowned Shamir, the three Suffetes of the 
Earth and the three Suffetes of the Sea silently awaited the 
ceremony that would mark the triggering of the spell. They 
had been preparing this event for such a long time , and soon 
their powerful armies would follow the sands in their assault 
of the continent. All of the Empire's Metropolites were 
assembled for this celebration, which would eternally mark 
the reign of the Alchemists over the continent of Aarklash. 

No one remembers when this story began. Our 
memories are lost in the meanders of time ... How many of 
our childhood dreams told of never-ending journeys? We 
were great warriors, heroes going on impossible quests. 
We dreamt of strange and wonderful adventures, and 
while gazing at the stars we became powerful magicians. 
Time has passed ... How many glorious battles did we 
have to fight? How many nightmarish monsters has my 
sword sent back to limbo before taming the dragon and 
mak ing him my herald of legends? Many were the evil 
spells that tried to extinguish the flames of adventure. 
The struggle has already been long, yet it has only 
begun ... l will not rest before having accomplished this 
awakened dream, before having forged a world made 
of magic, of fantastic quests and of th.e imaginary. 

The story I will tell you begins with a magical formula, 
the one that opens the eternal gates of dreams. 

Once upon a time ... 

Jean Bey 
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· INTRODUCTION · 

If one is subject to fervour or doubt, if one believes in 
magic or in science, if one seeks one's future in the stars 
or in one's own hands, the signs are there ... The Age 
of Darkness has befallen the continent of Aarklash. 

The Incarnates, champions of the gods, return to bring 
the fury of the lords of Creation to their enemies' lands. 

Dark empires born of anger, of jealousy and of 
vanity join together to install a reign of terror. 

The heralds of virtue with swords soiled 
by blood must muster enough courage so as 
not to resemble the monsters they fight. 

Evil has been prowling in the mortals' thoughts 
for a long time. At present the low rumble of the 
armies being raised announces the return of war, that 
blind horror that hungers for carnage. The horizon 
reddened by the embers of hate promises an age of 
battles, of fury, of sacrifices and of heroism ... 

This is the Age of the Rag'narok. 

THi s i s 
the AGe 

of the 
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THE DAWN B efore their immortal eyes 
stood a lone tower, lost in the 
middle of this ocean of sand: 

the second Shamir, the Alchemical 
Tower, capital of the Empire of Dirz. 
No sound betrayed the presence 
of life within this vertical city that 
usually never slept 

Two travellers approached the 
gigantic tower. Just as an imposing 
drawbridge was lowered to Jet them 
enter , a monotonous hymn began to 
resonate within the walls of Shamir. 

Other eyes had observed the trav
ellers' approach. On their arrival the 
whispers of Shamir's inhabitants gave 
way to a song of celebration that now 
echoed throughout the whole city. 

At each new chorus, a faithful of 
the god Arh-Tolth came out of the 
highest stratum of the tower, that of 
the priests, to climb the steps of the 
Ladder of Perfection. Th is is how they 
named the immense staircase that 
ran along the walls of the city's central 
column like an infinite spiral. 

The first faithful placed himself on 
the last step and let the one following 
him pass him and place himselfon the 
next step ... As the litany of Arh-Tolth 
continued, the steps were occupied 
one after the other . 

A few metres from the procession, 
suspended in the air, floated one of 
the gigantic elevators designed to 
transport men and merchandise 
between the storeys of the capital 
of Syharhalna. Despite its size, the 
pod only transported a single man: 
a seminarist of the cult of Arh-Tolth. 
The humble student was charged with 
the delivery of an important message 
to the one who had climbed the last 

step of Perfection and who now lived 
at the top of the tower: Basyleils Villa, 
the Alchemical Emperor. Outin g his 
trip to the top, the messenger couldn 't 
help noticing a strang e cortege of his 
god's faithful. For him it was an hon
our to have been given such a mission: 
an occasion Like this one might never 
come again. 

He had to make a good impres sion, 
or else ... 



The pod came to a halt at the last 
storey it cou ld reach: the stratum 
of the priests. The seminarist 
then climbed the last few storeys 
that separated him from the sum
mit while being careful not to 
meet the disquieting gaze of this 
sanctuary's guardians. On each 
step stood a faithful who, his eyes 
closed, tirelessly repeated the same 
obsessing liturgy. Intoxicated by the 
adrenaline pulsating in his veins, 
the messenger didn't even notice 
that his sandals were no longer 
touching stone, but white marble! 
Catching his breath, he remembered 
what he had been told: "Shamir is 
in the image of Syhar society: an 
individual's status is measured by 
the height at which he lives." .Each 
one of these steps represented years 
of abnegation and sacrifice in order 
to rise in the Scorpions' hierarchy. 
Here lived the priests of Arh-Tolth. 

Who knows, maybe one day he'd 
have the chance of being one of them? 

The marble soon gave way to gold 
and little by little theheatcoming from 
the lower storeys was replaced by the 
night's cool air. The moon's silver glow 
suddenly illuminated the seminarist's 
face: he had reached the top! 

But a firm hand gripped his shoul
der and put an end to his dreams of 
perfection. 

"Where are you going, my friend?" 

The messenger quickly turned 
around. His soft-voiced interlocutor 
was none other than the magon, the 
high priest of Arh-Tolth! His throat 
taut with emotion, the young man 
immediately lowered his eyes and got 
down on his knees. His answer was to 
be as respectful as possible. 

"My name is Methra, your .Emi
nence. Lord Razheem has entrusted 
me with a message: he humbly asks 
to be received by his Excellency the 
Basyleiis." 

"Methra ... That's a beautiful name. 
l will remember it. Quickly go and 
join your brothers, the ceremony has 
already begun. Tell them that the 
Basyleiis gives L~-az heem and his 
guest his autbcrr1zation." 

Methra just had the time to catch 
a glimpse of the majestic assembly 
meeting at the top of the Alchemi
cal Tower, caressed by the wind. He 
perceived the shape of the Basyleiis 
addressing strange guests visiting 
from far away countries no doubt. 
In the centre of the place was a kind 
of metal well studded with gems cut 
into uncommon shapes. 

The young man wasn't able to talk 
to the Basyleiis. He nevertheless 
silently thanked his parents for hav
ing given him a name that was liked 
by the magon. 

Basyleiis Villa had invited the 
ambassadors of Syharhalna's allies 
to come and witness the Empire of 
Dirz's brilliant revenge. Every dip
lomat came escorted by one of the 
Commodores, the generals of the 
Scorpion army. 

The first to respond to the invitation 
was Rhea de Brisis, the Crimson 
Countess of Acheron. No doubt that 
her enchanting beauty, which had 
already seduced Dirz himself in his 
time, has resisted the test of centuries 
at the price of bloody sacrifices that 
gave her her name. Near her stood 
Ash'Ra the Unique, the Commodore 
of Shamir, the greatest strategist of 
the Empire and maybe even of all 
Aarklash. The Unique's eyes were 
turned towards the horizon, towards 
three feminine shapes only he could 
distinguish ... 
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Vilyad Hayann , the ambassador 
of Akkyshan, had joined them a fe¼ 
days later accompan ied by the one 
they call the First Pillar of Danakil, 
Mezalan Genariah. Like the dawn 
warriors he has been leading for such 
a longtime, the desert sun has marked 
the Commodore through the slits in 
his helmet leaving hvo dark marks 011 

each of his cheeks. Compared to the 
impressive general, Yilyad Hayann 
could seem insignificant if one forgot 
that he was the Master of Daggers, 
the best duellist in the Sorority of 
Ashinan. 

Only Razheem was missing, the 
youngest and most intrepid of the 
three chiefs of the Diez army. They 
had lost trace of the ambassador 
of Mid-Nor five days earlier; the 
Commodore of the fortress of lnuka, 
nicknamed the Insane by his own 
men, had decided to find him no 
matte r the cost ... and he succeeded . 

The Insane and the emissary of 
Mid-Nor were presently in a rising 
pod, the same one that had brought 
Methra a few minutes earlier. The 
crowds of the lower Strata's cheers 
were slowly replaced by the litany of 
the faithful of Arh-Tolth who contin
ued their inexorable descent towards 
the city's foundations. 

A little smile crossed the lnsane's 
angel-like face as 11e watched the top 
of the tower get nearer. Yh-Kthan , the 
diplomat of Mid-Nor, didn't share his 
protector's good mood. Being a Domi
nant among his people he didn't need 
an escort! The demon of the abyss had 
no trouble at all making his way to this 
place on his own ... only the fortress's 
entrance was a bit of a problem. 

He was sure though that the Syhars 
wouldn't appreciate to know that it 
was he who had found their Commo
dore and not the other way round. 

Yh-Kthan's arrival caused a most 
lively astonishment at the top of 
Shamir. Never had anyone seen a 
Dominant who so rightly deserved 
his rank! The Despot's emissary was 
a true force of nature, almost as big 
as a man and thr ee times wider. The 
intensity of his diabolical gaze would 
have caused a moment of hesitatiOn 
in any adversary, except perhaps in 
a reckless one. That's why Razheem 
had been chosen to watch o\·er him. _. 
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Afttt th<.' ~ual formal introduc
tioru the aa~, 1eus motioned the 
iunbu,;.idor-. to be seated a few metres 
trom him around the central well The 
I ..;1m ol Arh-Tolth was almost done ... 

• 
The last of the priests of Arh-Tolth, 

the magon himself, began walking 
down the Ladder of Perfection. He 
recognized every single faithful during 
hil> journe y and one by one he passed 
everv st ratum o( the Alchemical 
Tower. That of the faithful, of the labo
ratories, of the technomancers, of the 
warriors... The Ladder of Perfection 
didn 't end at the flagstone, the tower's 
base. It continued through its founda
tions, into the quarters forbidden to 
all but the priests and their slaves. The 
magon threw a glance at the mosaics 
on the flagstone and renewed his 
ordet·s to the guards present: no pod 
should move and no one shou ld touch 
the mosaics until further notice. The 
punishment would be without appeal: 
summary execution. 

The litany of Arh-Tolth ended when 
the rnagon reached the door of the 
tllnnels. 

During his ordination , the faithful 
of Arh-Tolth's middle ftngers are 
removed. A sallyar, a plug made of 
finely crafted copper, replaces the one 
of his right hand. On his left hand a 
sa.nyar is grafted, a socket made to 
channel the energies flowing in his 
body. They are then each covered 
with a prosthesis imitating f:lesh to 
protect them from sand, which would 
corrupt their sacred properties. For 
a mysterious reason only the magon 
had the privilege of being endowed 
with two Sanyars . 

Confoi:m to the ritual the faithful 
uncovered their sanyar and their 
saUyar. Then each stretched his right 
arm. his hand placed on the shoulder 
01 the faithful in front of him. The lat
ter did the same , his left hand placed 
on his own right shoulder. The priest 
~anding on the last step of the Lad

der ,1 Perfectio n inserts h is sanyar 
mto tM Dawn Alta r, the most sacred 
miblem among aU and the symbol 

perfectl n that has guided the 
StorplOn Empire for generatio ns. 

The magon then entered the obscu
rity of the foundations of the second 
Shamir. Many minutes passed in a 
dreadful silence ... 

Several hundred metres further 
below. 

The magon's footsteps echoed in the 
gigantic corridors of the strangest 
of necropolises. In the middle of alJ 
the humid ity and dust that filled 
the place glinted thousands of 
tan.ks of all shapes and sizes filled 
with various fluorescent chemical 
substances. The oldest ones were 
also the biggest: behind their thick, 
armo ured casing slept creatures that 
were inconceivable to a sane mind. 
Around these antiquities, countless 
warriors born of Dirz's desire for 
perfection also awaited the day of 
their awakening. 'The high priest 
noticed one of them moving. What 
could he be dreaming of? No matter, 
soon his long sleep would be coming 
to an end ... 

The magon reached a dark room 
decorated with the same mosaics as 
the ones on the flagstone. The chain 
of the faithful ended here before a 
large well ident ical to the one before 
which the Basyleus stood hundreds of 
metres above. A familiar shape sitting 
on its edge spoke to him. 

"Magon ... " 

"D'Jabril.1 thought I'd find you here. 
Your task will be done in a short time 
and Arh-Tolth will no longer need his 
loyal guardian ... To tell you the truth, 
l believe that it's been a long time that 
he hasn't needed him anymore. You 
should thank me for relieving you of 
such a responsibility." 

As he got nearer , the high priest 
saw the bubbling ethereal Liquid that 
surfaced in the old well. The person 
he was speaking to, the one known as 
the Voyager, caressed the surface of 
the strange fluid with his hand. 

"That's right, magon. But Arh-Tolth 
has asked me to translate the insig
nificant human thought for h im. 
At his scale we are just primitive 
organisms that infest this plane of 
existence. Si nee he still considers 
his ... loyal guardian ... to be of use, 
it is to you that he has given this 

sensiti:ve mission, and not to me. But 
dawn will soon break, and then you'll 
understand .. .'' 

The magon knew exactly what he 
had to do. He placed his left hand on 
his right shoulder and received his 
predecessor's sallyar. He then heard 
the creatures sleeping in their tanks 
move about restlessly, as if they were 
having a nightmare. Nothing could 
have prepared him for what was to 
follow... The moment he plunged 
his other sanyar into the well 's dark 
water, an indescribable pain took 
him and made him scream from the 
deepest parts of his soul. 

At first he was surprised: he had 
watched D'Jabril noncha lantly touch 
the water without suffering! The high 
priest instantly felt as if his nerves, his 
blood and his muscles were turning 
against him, that they were taking 
revenge on his corrupt mind that had 
soiled such a pure body... Then all 
was only pain. 

"I knew you'd be receptive, magon.' 0 

• 
When he saw the day break, the 

Basyleus raised his arms to welcome 
the sun. The bottom of the well 
opened like a lotus of meta l while 
the first rays hit the countless gems 
that studded its walls. The sun's light 
warmed the Dawn Altar that was a 
few metres below while the magon's 

cry resonated like an echo of suffering 
in all the Alchemical god's faithful. 
Many pries ts collapsed, flattened by 
the pain. 

The underground well's fluids thus 
reached the Dawn Altar, sealing 
Aarklash's fate forever ... An immense 
and blinding beam left the altar , 
crossed the fower from top to bottom 
and hit the flagstone's mosaics while 
pu lverising aU the pods in its way. 

Enormous blocks of stone broke 
from the upper storeys while the earth 
furiously started to tremble. Every
thing that was touched by the pillar 
of energy was instantly vaporised. 

The Basyleiis exulted. At the heart 
of this cataclysm he roared with 
laughter. 
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"Watch, impotent gods and vain 
mortals, the rise of the True Shamir! 
May this be the day of the Empire of 
Dirz's triumph!" 

All of Shamir's inhabitants were 
taken by panic when the tower seemed 
to teeter on its foundations . .But their 
cr ies were nothing compared to those 
of the faithful invested by the power 
of Arh -Tolth. The tower wasn't col
lapsing ... it was growing. The second 
Shamir was on ly the visible part of an 
incredib ly taller structure that now 
was emerging from the sands with an 
apocalyptic rumb le. The sand sunk 
beneath the tower as it rose, thus 
forming a depression severa I hundred 
metres in diameter. 

Shamir's shadow stretched further 
and further, becoming more and 
more menacing ... 

• 
The True Shamir's shadow covered 

the three women in no time at all. 
There was no doubt that this dreadful 
spectacle was visible for dozens of ki
lometres arou nd. 

"This is the dawn of a new era, my 
sisters." 

1t was on.ly the beginning ... An age 
of hatred, of carnage and of destruc
tion began before their eyes. 

The Age of Darkness. 

The wind was much stronger now 
that Shamir culminat ed at an alti
tude four times higher than the one 
it reached a few moments earlier. 
Most importantly the tower had to 
be rebuilt. The strata had to be made 
bigger to correspond to the size of the 
True Shamir. That which once was 
the second Shamir wou ld now be
come the stratum of the priests ... The 
clones that were sleeping in the tanks 
were now awake. The conquest had 
begun; the alchemical army would 
soon be on the move. 

The alchemical Emperor turned to
wards the ambassador p and the Com 
modores. 

"We will burn Aarklash. From now 
on the will of Darkness is in the earth." 

When .he partly opened his eyes, 
the magon thought he saw D'Jabril 
threatening him with a weapon. 
But when he regained his senses he 
realized that the Voyager was smil
ing at him and held out his .hand to 
he.Ip h im get back up. The arabesques 
and the mosaics on the walls had dis
appeared. The high priest's st rong 
condition allowed him to resist h_is 
god's unlimited power ... 

Alas, this wasn't the case of all the 
faithful who followed him. At best 
they were emptied of their vital force, 
at worst they were charred beyond 
recognition. When the magon tried 
to speak he noticed that his once so 
crystalline voice was forever broken. 

The well was empty. A weak echo 
like breathing could be heard in the 
depths. D'Jabril whispered into the 
magon's ear. 

"You have succeeded, magon. Arb 
Tolth is now in Shamir. Come with 
me into the well, he'd like to see you 
with bis own eyes ... " 

i 
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Fae ,w, y from Shami,, in th, mt. r Th, m, n and "o m,n p,es,n t we, , 
dark but richly deco rated throne also magnificentl y dressed, but al
room of King Gorgyn the Lion in Kai- ways in the uniqu e style of Cadwal 
lienne, the capital of Alahan Ion . Several guard s with heavy red 

"The soothsavers are tormal, your cap es we re charged with th e guests' 
~taicStY The D,n,.n Ritual will very a nd especiaUy the hos t's security. 
-..'ell take p!ace tod.l, · Nobody could, nor shou ld, not no-

•\\r'Jt ) tM enemv's progres s?" tice the embass ies' repres entatives: 
•:-; one l.now~ yet, your M ajesty . Brehnan the Lion of Alahan, Lraem 

El"ffl the yhars probab ly don't know. th e Griffin of Akkylan n ie, Zakin the 
1he pr0£ression of evil will be slow; goblin of No-Dan-Kar , Dyrsin th e 
the bnd of Aarklas h will defend it- Cynwiill of Lanever and Shafan Alud 
:,di the alchemi st of Dirz. The exchanges 

·\\ e must aler t our allies." betwee n the diplomats and their 
·our envoys inAk kylanni e have let su ites were a bit Lively, bu t remain ed 

us know tha t the Griffin considers courte ous. The.ir bodyguards re
this threat to be unre al, your Majesty. mained at a certain distance behind 
Your lette r has barely been brough t th e amb assadors of the great powers 
m Pope I nno cent's knowledge. The of Aarklash. 
Legates laughed at our diplomats' Yet the weapon bearers were every-
claims." where, especiall y around the diplo -

"Thei r pride can lead us all to our mats , but they weren 't hostile , though 
doo m, cham berlain . W hen the y fi- they did poke fun at each ot her or 
nally open the ir eyes, it may be too made faces. 
late . W hat about our cont acts withi n 
the Inquisition?" 

"Our welcome th erew as even worse, 
your Majesty. They did not laugh, 
th ey simpl y could not believe it. The 
Inqu isition cann ot imagine such a 
gatheri ng of power." 

"Their fait h blinds them . We mu st 
warn the Drago ns of Laroq, if th ey 
aren't already aware of it.'' 

"It shall be done as you wish, your 
Majesty." 

"We must also find a man who 
kn ows Sha mir, its inh abita nt s and its 
customs well." 

"Ambassa dor Brehnan , currently 
statio ned in CadwaUon, was the last 
of the kingdom 's ambassadors in t he 
Alchemical capital before all diplo
matic relations were severed .... " 

aHave him ret urn at once. He mu st 
come and see me as quickl y as tr avel 
from the Free City allows." 

"\'ery well, your Majest y.'' 

• 
In the duke of CadwaUon's palac e, 

Om :\zh1r the maste r of t he place, 

""•' !'rnng ,. recep tion to celebrate 
.;..-ion of the city's founders 

.zp s.: tM cbmned ho rdes of Sophet 

0: 125.. 

In the shadows , qui et and obser
vant, stood lsabeatL and her servant. 
As usual , th e Secr et One wore her red 
arm our marked by many duels in the 
City of Thieves. 

Her attenti on seem ed focused on a 
youn g and refined Lion around whom 
some of the city's prettie st ladies 
swarmed. Even the visiting Cynwall 
princesses, w ho norm ally were indif
ferent , couldn 't resist his charms . The 
young man attracting all their atten
tion was none ot her than the Lion 
amb assador's nephew. 

On hearing the young man re
cite poems to the damsels, lsabeau 
couldn 't help but snigger with con 
te mpt. These mimics were so usel ess 
and futile, especially just to get one of 
these brain less girls into his sheets ... 
But t he Secret One was charged with 
th e adolesce nt's pro tection by his un
cle, and she would carry out her mis 
sion with all the efficiency that her 
reput at ion demanded . 

Anyhow, it wasn't one of these dam
sels who would pose any th reat to t he 
Lion ... 

Despite all this, she noticed th e un
expected arrlv al of a guest wh o had 
nothing to do at th e reception: it was 
Alahel the Messenge(. 

His presence was incong~ous wlth:, 
this place. His weapon bl!arer was 
from th e emba ssy; tht Me~enger 

mu st have gone there first to be au
thorised to interrupt these festivities. 
Brehnan hated being bothered dur
ing his diplomatic representations, 
especially by an individual of his own 
camp. 

Alahel threw a quick glance 
around the room and then walked in 
Brehnan's di.rection. Butthe ambassa
dor's bodyguard had already spotted 
him and moved to intercept him. He 
stopped him by placing his hand on 
the Messeng er's chest. The two men 
were smiling, yet their words were 
harsh. Alahel threatened to fight his 
way to Brehnan if he wasn't allowed 
to pass irnmediate).yl 

Finally t he amba!ftB~ 
observed the sc§~ r 
ofhiseye,excus s o hJs 
peers, not witho~s eir 
tioning and also ~ ~hir. 

The two men *llnto the bal 
cony and fotftd: a oqier . Only 
a young coup le of bl~ of Cad.wal
lon was there flirting. From the t-¥
race they had a magnificenli'view of 
the city, sur~e most beautiful one 
there was. 

"[t is hard to realise how beauti 
ful the city looks at night when one 
comes from the Lower City, ambas 
sador." 

"lts beauty is certainly ruined by 
your arrival, Messenger.n 

"Yes, of course. The shadow nears 
with_ its load of woe and sadness. " 

"You are being very poetic for once. 
But l would be grateful If you'd end 
your creative rambling and get to the 
point of your presence here. The situ
ation ls already tense enough between 
the ambassadors, and I mustn 't leave 
th e festivities for too long." 

"There was a great ceremony in 
Shamir led by Basyletis Villa six days 
ago. lt bore the name of the Dawn 
Ritual." 

Any trace of serenity suddenly van 
ished from the old Lion' face. 



"Toe Lion orders you to return to 
Kallienne immediate ly. You have 
deep knowledge of the alchemists of 
Dirz and their capital. Only you can-
organise an eventual operation in,.the 

Alchemical Tower." 
"I cannot leave Cadwallon, not at 

any price." 
"Even to help your fatherland con~ 

tain the desert menace?" 
"If I leave now, our ... friend ... Sha

'ian Alud will probably create a simi
lar situation over here, much closer to 
our borders." 

"What do you suggest?" 
"Hmm. l don't know yet. We will 

discuss these matters tomorrow 
morning at the embassy." 

"l must immediately return to Kal
Uenne, and you with me." 

''You have a few hours to spare. I 
have read simplified versions of the 
Tables of Zahar; l know the Ritual's 
effects. It will take some time to fe 
them. You will leave for our kingdo 
tomorrow, that will give you enou 
time." 

Discreetly hidden in the doorway, 
lsabeau had watched the whole scene....i.0 

. ..-...: ...... 

She did not hear the words spoken, 
but she couldn't help being surprised 
by such a long discussion between the 
two men. 

The situation must be sedous. 



GENESIS 
))FGODS 

Your friend, 
C. 

Even Creation had to be born. 
Time didn't exist. 
There was only emptiness, 

an infinite Void of all possibilities. 
Then came the Breeze. 
The Breeze crossed the Void. 

Creation took shape as many 
worlds. But they were too close and 
crashed into each other, making an 
indescribable noise. 

Then the Breeze returned to its 
point of origin and the noise of the 
worlds became a melody. 

From this melody was born 
EVERYTHING. 

Seduced by the melody of the 
worlds, U started dreaming. The 
melody came to an end when the 
worldsnnally arranged themselves. 

_o_ opened its eyes. Light invaded 
Creation, mixing with the Darkness 
of the Void. 

from the meetingbetwe enDark ness 
and Light was born CONSCIENCE. 

From the meeting between Light 
and Darkness was born BEAUTY. 

from the unfinished dreams of 
ti was born INS PIRATION. 

, .. OJooked at its child-gods and 
went back to sleep, cradled by the 
memory of the melody of the worlds. 

Only Conscience had an identity. 
Only Beauty had a form. Distraught 
by being incomplete, Beauty and 
Conscience bonded and exchanged a 
part of each other. 

fnspiration remained alone, invis
ible to the eyes of his kind. Born of 
the imagination of the first among 
all, he could change identity and 
form at will. 

Beauty and Conscience wandered 
in Creation, discovering the wonders 
engendered by the dreams of n. 
Profiting from their immense power, 
they named all the creatures that 
they met... All except Inspiration. 



Inspiration followed Beauty and Conscience, discovering 
Creation after they did. He renamed certain creatures and 
remodelled others according to his desires, giving them 
the gift of dreams and nightmares. He knew that his 
sisters hadn't visited all of the woclds. 

Inspiration dreamt of Beauty. 
Thinking that they had discovered and named all of 

Creation, Beauty and Conscience decided to create in turn. 
They bonded a second time and from their mixed powers 
sprang forth three new gods, the Children of Felicity. 

CONQUEST came to Creation endowed with flaming 
wings. 

WIS DOM was naked. In his sad heart lay the secret of 
the measure of things. 

DESIRE was born like fit of fury, deformed and mad. He 
sent everything he met back to the Void. 

Inspiration breathed dreams into the Children of Felicity 
and was caught in his own trap. 

In return, Desire, stronger than all, aroused Inspiration's 
dreams . 

Conquest, with his wings of glory, told him that Beauty 
would be his. 

Wisdom pierced Inspiration's secrets and taught him 
patience and resolution. 

Conscience, frightened by Desire's power, sought to 
appease his blind rage by all possible means. From the 
deep cave where their confro ntation took place, only 
Conscience returned. 

Inspiration visited Beauty, who was left all alone, and 
made her his own. 

Then Inspiration returned to where no one could see 
him, abandoning Beauty who was elated by their union. 

When Conscience returned from his impos sible quest , 
he found Beauty expectant and smiling. 

Weakened by his fight against Desire, Conscience 
discovered anger. He promised Beauty that the 
childbearing she expected would be painful if she didn't 
reveal the name of the being with whom she had bonded. 

Beauty, on ly remembering the joy that lnspitation gave 
her, couldn't say a word and gave birth to her two children 
while suffering te rribly. 

CYCLE was born marked by pain and pleasure, though 
he can feel neither. 
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TORMENT saw the day covered in fresh blood and 
armed with a spear of pain. Wherever he may go, 
misfortune always precedes or follows him. 

Gazing at the Children of Suffering, Conscience went 
into a fit of anger and cursed Beauty. She was banished to 
the end of Creation, a place where the sky was Darkness 
and which Light never reached. 

Inspiration went to find Beauty in her sombre home and 
brought her warmth. TI1ey didn't have more children, for 
the fear of suffering and Conscience's curse had convinced 
Beauty to create no further. She could only give names 
and alter the works of her own kin. 

Condemned to exile in the unfathomable Void, Beauty 
gave nine fascinating and nine terrifying faces to 
Lnspiration. 

After anger, it was Conscience's turn to discover pain -
the pain of doubt. He withdrew himself to a place not far 
from Desice's sanctuary in order to gather his strength. 

The Children of Felicity and those of Suffering found 
themselves left to their own devices. 

Cycle and Conquest bonded without knowing the 
consequences of their act. Thus were born the four 
Children of Pestiny. 

VIRTUE and VICE were born twins. Neither good nor 
evil, each one took satisfaction in usurping the other's 
role. 

INSTINCT gave his blessing to the plants and animals. 
His incomprehensible madness allowed him to discern 
Inspiration in all his guises. No other but Wisdom could 
understand his language. 

HOPE was born with a mark on his face. He mingled 
with the creatures to flee the gods' mockery. 

And the gods conquered Creation, shaping it as they 
pleased. 

From the confusion that reigned between Vice and 
Virtue came discord. Tue gods opposed th e futur e of 
certa in creatures and fought for some while destroying 
others. 

The gods waged war against each other. 
Beauty and inspiration shape d Darkness , giving it man)' 

appearances. They ordered their creations to destroy 
everything that Conscience cherished. 



Conquest gave several names to lhe beings so that they 
would never be completeh forgotten. 

Desire welcomed the wounded creatures to his cave where 
a magnificent garden awaited them for them to rest. 

Cycle betrawd Conquest b, stealing the creatures' first 

names from him 
Torment" as present in all battles, always fighting by the 

creatures' ,1de, confronting his parents or his brothers. 
Vice tned to destro\' \'irtue and gouged out one of his 

e) es. \ 1rtue cursed him and change d his appearanc e so as 

to no longer resemble each othe r. 

Children o f Suffering 

Instinct was betrayed by a simp le creat u re. He made it 
suffer a terrible ordeal and cursed all of its descendants. 

Wisdom contemplated Creation , impassive ly. 
Hope mingled wit h the creatures and passed for one of 

them. 
The war of the gods profoundly changed Creation. 
The fury of the battles, the cries of the dying and t he 

rumble of the worlds collapsing created a new melody that 

troubled the sleep of ..0.... 

..0... awakened a second time . 

The Breeze blew again. 
The worlds, being so different, were 

separated by impassable borders. 
The melody of the Rag'na rok was thus 

stopped. The gods were all banished, 
each one to a different Realm. 
_Q__ created Time, the scourge of 

the gods. 

Children of Felicity 
,-------- --, -- ---t,il.----, 

Creation took shape a second time. 
The gods spoke to t he creatures that 

were faithful to them. 1hey told them 
that the melody would be heard again 
one day, and that only the most devout 

among them wou ld surv ive. 

0 u 
u' 

0 -~ 
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Conscience gave them faith and 
will. Beauty transformed numer
ous creature s. She gave shape to 
lnspiration 's dreams and nightmares . 

Conquest gave knowledge to his 
followers, a.nd Wisdom gave them the 

power of the mind. 
Cycle ta ugh t them the real names. 

Torment gave them the gift of steel 

and of the warrior 's honour. 
Virtue gave them valour and mercy. 

Vice revealed the splendour of the 
shadows. 

lnstinct, the insat iable, granted 
them the benefits of passion and of the 

night. 
And the ghost of war returned. Yet 

this time the gods no longer wa lked 
the earth among the creat ure s. 



The planet on which the continent of Aarklash is 
found orbits a great yellow sun commonly known 
as Lahn . Two other much smaller solar bodies orbit 

Lahn: Ley, a tiny blue sun, and Lyth , a blood-red star. 
Ley and Lyth don 't appear every year. But when they do, 

it often happens that these celestial twins cause various 
natural phenom ena: magnetic storms, climatic change, 
disastrous animal migrations , unwanted magical side 
effects and spontaneous appearances of Portals leading to 
other worlds are the most common ones. 

One revolution of the world of Aarklash acound Lahn 
takes four hundred days of twenty-four hours each, 
counted Crom one of Lahn's rises to the next. Most of the 
continent's peoples know four seasons: spring, summer, 
autumn and winter. 

According to the ca lendar used in most parts of Aarklash, 
there are ten months in a year. The name and duration 
of each month varies slightly from one civilisation to the 
other. 

Yllia is the name given to the vast white moon with 
bluish reflections that orbits the world of Aarklash in 
~e r<'ty days. When Ley or Lythare present:, Yllia's normal 

/ colour is affected: she can take on a darker or redder shade. 
_., Yllia has an influence on the oceans of Aarklash, causing 

a tidal cycle as she revolves around the planet. Strangely, 
Yllia's orbit also influences certa in living beings: their 
biological or mental rhythms vary according to this pale 
moon's phases. 

Of the numerous stars that light up the celestial sphere 
every night, four are used by travellers to find their 
bearings. These cardina l stars, commonly known as 

Nerea (in the north), Sylhea (in the south), Elion (in the 
east) and Olhim (in the west), are also part of the constel
lations used by astrologists and augurs in their esoteric 
calculations. Their position in relation to the other stars 
in the sky, their alignment and Yllia's aspects are used to 
determine just about anything, including the gods' moods, 
favourable or unfavourable conjunctions, the dates of 
certain celebrations or the fate of individuals. 

Knowledge of the rest of the universe is left complete ly 
up to a small group of astronomers and enlightened 
theo logians. Some claim that Lah.a revolves around 
Aark lash and not the opposite as is popu.larly believed. 
Others think that magic Portals are in reality thresholds 
to other planets. ls the world of Aarklash flat, hollow or 
spherical? What lies beyond the oceans? 

The most talent ed and eccentric of these individual s, 
the cosmo logues, develop various magic or technol ogical 
procedures to try and observe the stars from a bit closer 
Glasses ofincredible complexity have been designed by the 
Cynwalls and the dwarves of Mid-Nor. The cosmologues 
who left to explore other worlds using spontaneous Portals 
have still not return ed. 



THE FrvE S cholars who have devoted 
their work to the history of 
Aarklash are numerousand yet 

very few of them are remembered. 
Many have perished while trying to 
shed light on forbidden mysteries. 
Others have disappeared while 
searching for a shortcut in their 
quest for knowledge and now haunt 
limbo, prey to a thousand tor
ments. Invoking superior entities is 
dangerous for those who are easily 
tempted. 

Kyllion the Eider's work may not 
be the most thorough, yet it remains 
the most remarkab le and most easily 
read . His books on the civilisations 
and archaeology of Aarklash are 
universally acknowledged, from 
Wyde to Shamir . The captivating 
tale of this mage of Alahan's jour
neys has caught the imagination of 
many an adventurer. 

Despite the strange curse that 
bound him to Sephiroth the Reaper, 
the last king of the centa urs of 
Koldan, Kyllion tice.lessly travelled 
across Aarklash looking for the 
origins of Creation. Before dying , 
the mage had compiled most of Iris 
sixty years of research in a series of 
encyclopaedic tomes. Only a mira 
cle a!Jowed this collection to reach 
Kallienne, the capital of the Lion 
Kingdom, in good condition. 

Kyllion's contribution to the 
cultural heritage of Aarklash is 
undeniable. By going back to the 
origins of writing, and checking and 
compar ing many founding myths, 
KyUion managed to piece together 
the continent's History and divide 
it into five distinct ages. 



THE AGE 
OF BATTLES 

There is no trace of what happened 
before the cataclysm that chased 
the gods from Aarklash. The Age of 
Battles tells of this undefined period 
lasting from the appearance of Time 
unti l the end of the terrible conflicts 
that almost annihilated all forms of 
civilisation on Aarklash. 

It is thought that the gods co,mmu
nicated with their peoples through 
individuals predisposed to hearing 
them. Under their divine tutelage, 
the mortals knew growth and pros
perity. But with passing time they 
also discovered envy and jealousy. 
Territorial or ideological qua.rrels 
became conflicts that went on from 
generation to generation. So in their 
fa.ithful's eyes the gods then stopped 
being the benevolent protectors they 
once were. The mortals turned away 
from their worship to concentrate on 
more important matters. 

The gods' influence did not wane, on 
the contrary: it became more subt le 
and cruel. 

Many civilisations disappeared dur
ing this barbaric age. Most of their rare 
written heritages are, unfortunate .ly, 
indecipherable, no translation being 
available. 111e artefacts of these van
ished peoples often hold unsuspected 
powers. Some imaginative academics 
have claimed, without any formal 
proof, that some of these civilisations 
haven't completely disappeared. They 
supposedly continued to subsist, at 
least for a certain time, within the 
shadows of the other peoples after the 
Age of Battles. 

Alas, the fate of these orphaned 
cultures is lost in the meanders of 
Histo i:.y,____...---

Long after Aarklash had been 
covered by the blood of millions of 
victims came the Winter of Battles, 
an especially harsh climatic phe
nomenon . Myths tell of an endless 
winter, others say that the sun turned 
away froJ!l the world on seeing the 
atrocities that were committed there. 
Whatever may have happened, the 
wars suddenly came to an end and 
the peoples forgot their old enemies 
in order to meet the needs for their 
very own surv ival. 

THE AGE 
OF REBIRTH 

The Age of Rebirth is especially rich 
in information. The absence of major 
conflicts allowed certain relics of this 
era to survive the trials oftime with
out difficulty, hidden from the eyes of 
the world. 11,e most important and 
well-known artefac ts of Aarklash 
appeared during the Age of Rebirth. 

When the Winter of Battles was 
over, the surviving peoples retook 
possession of the world after having 
almost abandoned their old gods. 
But these gave new signs reminding 
of their existence, and new cults 
flourished at the same time as new 
ci.uarrels. 
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The people of Kel landed on the 
west coast of Aarklash as exiles from 
an unknown nation. After a shoi;t 
war they allied themselves with the 
people of the northern centaurs, the 
l<eldanis, and with the Qgmanans , 
the people of giants. Thus was born 
Avagddu, named so after the death 

The dwar ves discovered the nat ural 
riches of the earth after havmg 
sought refuge deep inside it during 
the Age of Battles. They enslaved the 
goblin people that lived in the depths 
before them, and developed elaborate 
forging techniq ues. They abandon ed 
barter and adopted money, thu s 
making their civilisation grow faster 
than those of their neighbours. The 
Aegis Mountains and the plains 
surrounding them became their 
unchallenged territory . 

Even though this theory may 
sound inconceivable, it seems that 
the elves appeared during the Age 
of Rebirth. 111eir nation's oldest 
writs date from this era and none 

of the first Kett king, Avagdd. The 
sudden disappearance of their second 
king, Cernunnos, caused the seces- ~ · 
sion of a small number of l<el~s Wbo 
left on the questlor their ~c.ign. 
Convinced of the gods' "t1p1icatlon in 
the disappearance of theu king, they 
called themselves Drunei;,' meaning ' 

1 

''clear-sighted .'' 



menuon their existence before this 
time. Some speculate that the elven 
people "appeared" rather than was 
create d, since its culture was well 
too advanced for a developing ci· 
vilisation. The most plausible theory 
remai ns that the elves came from 
elsewhere and brought their culture 
with them . 

This doesn't hide the fact that they 
are themselves unable to prove the 
antiquity of their civilisation or to 

locate their place of origin . 
It is said that the mysterious 

civilisation of the Serpent people 
was then at the height of its 

power, despite its blood-.filled 
custo ms and its indescrib

able beliefs. No one 
knows how such 

cold- blood ed 

creatures managed to survive the 
Winter of Battles, when the sun no 
longer shone on Aarklash. 

The Ophidians built cities whose 
construction seems impossible with 
the means available at the time, and 
which would still be difficult today. 
However, two decisive factors kept 
them from realising their desire for 
conquest and extermination : Aark
lash's generally temperate climate and 
their endless quarrels with their neigh
bours of the Utopia of the Sphinx. 

As for the Wolfen, the testimony 
of the time is clear. The first writings 
and the first representations of all 
civilisations are often made to warn 
ofYilia's chi ldren. 

Crossing the Winter of Battles like 
any other winter, the Wolfen were the 
masters of the forests and of the night. 
Their incursions into the first cities 

the other peoples. Though the Wolfen 
now seem to be less numerous and 
powerful than their ancestors, the 
dread has remai ned intact. 

THE 
GOLDEN AGE 

The exact dates oft he beginning and 
the end of the Golden Age are hard to 
define, even by Kyllion himself. This 
age was a period of encoun ters and of 
exchange: all peoples confirmed their 
art and their cult ure. lh .e continent's 
global population started growing 
and the cities mushroomed in num
ber and in size. 

The Golden Age is said to have 
been that of the supremacy of rea
son. New terr itories were conquered 
by their future kings, Wild animals 
were chased away at the same time as 
the ancestralfears that held back the 
outbursts of civilisation. The Golden 

inspired true terror in the hearts of Age is a period of prosperity and of 
dreams come true. 

The goblins, still slaves to the 
dwarves, began worshipping the god 
Rat who appeare d from the depths 
and became their people's emblem. 
They broke their chains and fled in all 
directions in a chaotic way. Uprooted 
and without any geographical refer
ence points , the goblin population 
exploded and founded vast colonies 
all over Aarklash. 

To the dwarves ' great misfortune, the 
goblins destroyed everything in their 
path following their liberation. For a 
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long time the inhabitants of the Aegis 
Mountains thought that other peoples 
would take advantage of their tempo
raryweakness to invade their territory. 
But this didn't happen. Some claim 
that the dwarves' extreme isolationism 
stems from this fear of invasion. 

The nation of the Kelts knew an 
evolution of capital importanc e. 
Morbid customs and a fierce hatred 
for the gods completely differentiated 
the Drunes from the rest of their kind. 
Other clans then saw the light of day: 
the Ta'an, the Ishim'Re, the D'Aran, the 
Egann ... Those who chose to respect 
the goddess's original ways, the true 
children of Kel, called themselves Ses
sairs. More than just the emergence of 
a nation, this was foremost the cult u1·
al birth for the human race as a whole: 
many were those who sought the 
favours of these sometimes simple
minded barbarians who are extremely 
effective in extreme situations. 

The union of the Kelt clans of 
Lahnar and Ylliaar gave birth to the 
Alahaar. Their civilisation knew rapid 
and considerable growth as they colo
nised the future domain of the Lions 
of Alaha n at stupefying speed. The 
Ylliaar's powerful magic combined 
with the temerity of the Lahnar 
quickly rid this part of the continent 
of the monsters that prevented it from 
being lastingly peop led. The Alahaar 
were aJso able to push back invasions 
from the outside, thus setting solid 
foundations as a prelude to the glory 
of a whole people. 

The Golden Age can also be subdi
vided chronologically according to its 
most agitated periods. 

The first of these historical incidents 
happ_~t-er the emancipati on 
of the goblins: the spectacular decline 
of the Ophidia n Alliance and of the 
Utopia of the Sphinx for reasons that 
are as sudden as they are inexplicable. 
The Ophidians themse lves refuse to 
answer questions concerning this sub
ject. Howe..ver, it seems that the prema
ture death of their civilisation is related 
to the disappearanc e of the Mnemo
sians, the patriarc hs of their people. As 
for the Utopian domain , it completely 
vanished in less than ten days. 

The second notorious element of the 
Golden Age was the power struggle 

between princes Elhan and Silmae, the 
two heirs to the elven crown of Qui
thayran. After Elhan's voluntary exile, 
Silmae became the first morta l king 
of the Forest of the Payes, the territory 
of the Daikinees. Elhan and his parti 
sans founded the Cynwiill nation in the 
strange ruins of the La never Mountains, 
the land of the dragons. Withdrawn in a 
meditative introspection, the Cynwiills 
isolated themselves from the rest of the 
world and no one heard of them again. 

The end of the Golden Age is often 
associated with the foundation of 
the Empire of the Griffin. Arcavius 
de Sabran, a nob leman of Alahan, 
left on a mission after having seen 
a vision of Merin, the only god. He 
set the foundations of Akkylannie 
within less than fifteen years. Guided 
by their prophet's revelations , the 
Griffins colonised the Kelt region of 
Akhylahn and established the civili
sat ion that we know. 

THE AGE 
OFSTEEL 

The Age of Steel corresponds to 
the grievous period in which all wars 
were being prepared and the ,prin
cipal alliances between the peoples 
were forged. It began in the , which 
was still a fiefdom of the Kingdom of 
Alahan at the time. The Order of the 
Black Togas, hungry for knowledge, 
discovered necromancy and the pow
erul magic of Dark ness. On ly a fortu
nate comb ination of circumstances 
let the plot hatched by Feyd Mantis, 
baron of Acheron, and KaYan Drag
host, dean of the most prestigious 
magic academy of the Lion, be uncov
ered. The Black Togas promised their 
souls to Darkness if it blessed them 
in return. Three gods answered their 
prayers and revealed thems elves on 
Aarklash: Salauel, Belia! and Dhali lia. 

Only the alliance of the Lions, the 
young army of the Griffin and the 
Cynwall Dragons could prevent the 
hordes of the damned from sweeping 
across Aarklas h in the sadly infamous 
first Battle ofKaiber. The evil infused by 
the Black Togas was, alas, irreversible. 
One of their members, an Akkylannian 
alchemist named Dirz, sought to cre
ate a perfect being worthy of Merin by 
using a blasphemous science born of 
the corruption of Darkne ss. 
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Barely escaping the stake, Dirz's 
alchemical disciples fled Akkylanmc 
and settled in the desert of Syharhalna 
after several month s of wandering. 
The wave of religious terror that shook 
Akkylannie was nothing compared to 
the witch-hunt that followed. Until to
day the wound that the heretics inflict
ed on their land of origin stiJJ hasn't 
healed. After having spoken with 
Arh-Tolth, the Scorched God of Sy
harhalna, Dirz the Heresiarch chose 
the scorpion to be his new empire's 
emblem.The a lchemists didn 't stop 
there. After many years spent eluding 
their persecutors in the desert sands , 
the Syhars made a capital discovery 
and used their new knowledge to 
build the perfect army. They brought 
the ores to life using genetic strains 
taken mainly from goblins. 

The Da'ikinee nation was once 
again st ruck by fate. Scaelin, the prin 
cess of Quithayran, was encha nted 
by her own narcissism to the point 
of making a pact with the occult 
forces to preserve her beauty and 
her courtiers. The price to pay was 
a high one: Darkness made Scaelin's 
deepest nature come to the surface, 
slowly turnin g the only heiress to the 
throne and her followers into arach
noid witches. Scaiilin was chased 
away by her own court iers. Blinded by 
anger, she cast a terrible curse upon 
her people before disappearing in a 
maelstrom of blackness: from then 
on every DaYkinee woman would die 
shortly after having known love. 1n 
this way the only partner the men 
would have left was solitude. 

The goblins managed to unite under 
one banner, that of Emperor Kharbox
yl. Those with vicious tongues say that 
this happened by luck or by a miracle, 
but reality is very different: Kharboxyl 
of No-Dan-Kar was an unequalled 
speaker and a hardened trave ller. 
Strengthened by his experience, 
which he sometimes gained the hard 
way among other peoples, he decided 
to give the city of the goblins, Klune, a 
splendour worthy of his ambitions . 

When the goblins realised that no t 
on ly did the city not collapse , but it 
even resisted well against the dwarves' 
incursions, they came in throngs to 
pledge allegiance to Kharboxyl. The 
semi-nomadic goblin hordes brought 
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with them their customs and their 
intellectua l "wealth." Klune began 
to mushroo m and soon the territory 
of No-Dan -Kar stretc hed from the 
forest of Drun Aeryth to the Plateaux 
of Giants. Kh'.rne became the goblins' 
cultural melting pot. 

The first war declared by the goblin 
empire was not against the dwarves, 
as one might have expected , but 
against the alchemists of Dirz who 
had used the bodies of their diplo
mats to build the ores. 

The dwarves tried marching on 
No -Dan-Kar to subjugate the goblins 
again. When they found themselves 
face-to-face with a tide of flesh and 
rusted metal, they understood that 
never again would Rat's mob submit 
to their authority. 

Dwarven society experienc ed a 
few major changes during the Age 
of Steel. They sent emissaries all 
over Aarklash with the mission to 
inquire on the progress made by 
other peoples. Recognising a shared 
interest in certain matt ers, Tir-Na 
Bor made an exception to its tradition 
of self-sufficiency by openly propos
ing an alliance with the Griffins of 
Akkylanni e. Pessimists by nature 
and predicting a disastrous future, 
the dwarves signed anon -aggression 
pact with the Lions of Alahan and 
the Cynwatl elves. Their relations 
with the people of Light became 
better with time, yet never did the 
dwar ves let down their guard. 

no one seemed to have explored in 
centuries. Taken by curiosity, he 
plunged into the Depths and re
turned with a legendary weapon: the 
sword of Mid-Nor, the blade of one of 
his people's ancestors. Van-Ahn-Kaer 
abandoned his village to the assail
ants and travelled straig ht to Ka-ln
Ar. There he killed the Moln-Dan, 
the general of the dwarven armies, 
and violently forced his way to the 
deepest tunnels of the Aegis Moun
tains. He had been possessed by the 
infernal sword and was endowed 
with an odious strength. Mid-Nor's 
spirit, trapped in the sword, belonged 
to Darkness, and Van-Ahn-Kaer 
belonged to Mid-Nor. 

All the fallen dwarves he touched 
rose again to follow him, animated 
by a will that was not their own. 

discovered a cave that Despite thorough searches, never did 
the dwarves find the trace of their 
possessed brethren. They sealed the 
prohibited tunnels forever and swore 
never to reveal what had happened in 

•· their most protected fortress t.o any
one. Thus was born the Despot; thus 
were born the dwarves of Mid-Nor. -.,-



THE AGE OF 
DARKNESS 

Zahar's testament, an ancient 
collection of prophecies, announces 
that the fifth age, that of Darkness , 
would begin with the awakening of a 
power long imprisoned in the desert. 
The Dawn Ritual performed by the 
Scorpions looks a lot like the prelude 
to the cataclysmic war predicted by 
the supposedly mad hermit. 

The Age of Darkness is that of 
incertitude, of corruption and maybe 
even that of the end of time. All over 
Aarklash armies are being raised 
and heroes rally their people to 
insane causes. Diplomatic activity 
and its coro llary, espionage, know an 
unprecedented boom. Those who are 
oblivious can pretend to ignore the 
menace, and th e powerful can express 
contempt , yet the signs are there: never 
has Aarklash been in great er danger 
since the gods left its surface. 

The influence of Darkness is invis
ible and underhand. Little by little 
th e forces of chaos spin the tenebrous 
web that wiJl cover Aarklash. Even a 
layman could feel to what exten t their 
power grows as the months go by. 

Yet it hasn 't always been so: in times 
past , the actions of Darkness were 
only carried out indirectly by the 
Elements or individuals that it had 
managed to corrupt. At the time, 
finding gems of Darkness was very 
risky. This has changed since. 

Since a jealous god plunged a nob le 
king into the throes of remorse. When 
Cernunnos abandoned his people, 
only the most faithf u l of h is subjects, 
the Drun es, went looking for him . 
Darkness offered them the possibility 
to get revenge fo!:..,lh'e murderous 
intr igues oft h-egocls. 

Since thr ee gods of Darkness 
appeared in the barony of Acheron, 
leaving behind a chasm leading 
directly to hell. The necromancers 
have pierced the secret of eternity, but 
at what price? 

Since van ity has turned a young elven 
princ ess, Scaelin , into a diabolical and 
cruel matriarch. The pain and the ha
tred in the heart of the Akkyshans are 
so powerful that they pervade their 
blood, th eir being and their soul. 

Since an Akkylannian alchemist 
renounced his god to the benefit of 
science. Dirz has created counter 
natural abominations while believing 
he could dominate Darkness, and 
then built an inhuman empire while 
claiming to act for the common good. 

And finally, since a dwarven 
adventurer found the sword of a hero 
betrayed by his own brothers. Until 
he has punished all those who cast 
him into the Abyss, Mid-Nor will 
never stop turning the living against 
their creators. 

Once scattered , the peoples of 
Darkness are now beginning to join 
forces, and the strength of their alli 
ance easily surmounts their cultural 
and political differences. Sombre 
pacts unite the barony of Acheron, 
the alchemists of Dirz, the Kelts of 
the Drune clan, the dwarves of Mid
Nor and the sisterhood of Ashinan. 

Once confined by the forces of Light, 
the armies of these peoples help each 
other more and more to vanquish 
their respective enemies. No one 
is sheltered from their exactions: 
the maritim e trading-post of Kylae, 
though under the joint protection 
of the fleet s of the Lion and of the 
Griffin, was raz ed by a handful of Dirz 
clones led by Arkeon Sanath. Bands of 
dwarves of Mid-Nor prowl the edges 
of the forest of Quithayran and com
pare their trophies with those of their 
brethren of CadwaUon , of Diisha and 
of Klune. The necromancers make 
Portals appear in the four corners of 
Aarklash and found formidable sects 
without anyone knowing. 

One shou ld not be mistak en: th e 
disciples of Darknes s wouldn 't be 
true to themse lves if th ey were loyal 
and fully cooperative with each 
other . It sometimes happens that they 
confront each other. This fratricida l 
aggressiveness has, until now, pre 
vented the peopl es of Darkness from 
overrunning their adversaries one 
after the other by concentrating their 
efforts onto one target at a tim e. 

Aware that division breeds 
weakness , the civilisations of Light 
have forged a solid alliance. But the 
brotherhood that unites the Cynwalls , 
th e Griffins , the Lions and th e Ses
sairs is contin uous ly put to test while 
t he spawn of Darkness surrounds and 
gnaws at them. 

The fir st great battle becween Light 
and Darkn ess, at least in modern 
times, was fought in the narrow gorge 
that once linked Acheron to the rest 
of the Kingdom of Alah an. For weeks 
the armies of the Lion, the Gri ffin and 
the Dragon relent lessly confront ed t he 
infernal legions of the rebel baron y at 
the Ka1ber Pass. Nowadays a mas sive 
fortress rises in this place, born of the 
knowledge of wise men and bathed in 
the blood of the brave. There the Al
liance of Light pushes back countless 
waves of tmdead warriors every day. 
But with each passing day the fortr ess 
slowly becomes weaker. Its stones 
are removed one by one and taken 
to limbo by grimacing demons . Its 
foundations tremble under the blows 
of unknown forces 

Kaiber is a living symbol of Light 
on Aarklash: at the feet of its wall s, 
as on all battlefields of Aarklash, acts 
of great brav ery are carried out by 
heroes that will never be sung about. 
TI1e situation is the same in the desert 
of Syharhalna , in the canyons of 
Bran -O-Kor, in the mists of Avagddu 
and in th e Forest of Webs. Families 
mourn th eir childr en who fell on the 
fields of glory . 

As long as an ideal remains to 
be defended, never will the valiant 
warriors of Light submit to adversity. 
They are the protectors of justice and 
honour , and also of the fate of a whol e 
continent. What kind of futur e could 
they promise the generations to come 
if Darkn ess were to win the war? 

Just like Darkn ess, Light has n't 
always been as present on Aarkla sh. 
Like its opposite Principle , it used to 
carry out its will using devout and 
faithfu l agents . The natural ba lance 
of things forced it to act dire ctly 
when Darkness began to .flood over 
Aarklash: in the mind s of its servan ts 
only Light can resist the corrupti on 
of Darkness and push it back until 
elem ental harm ony reigns again . 
Alas, even though the gods of Light 
have always taught good and virtu e, 
this battle would be fought wit h the 
help of the peoples of Destin )', if ther 
like it or not! 



The greatest threat may not come 
£romthe present and future conflicts, 
but rather from the inside. Thinkers, 
philosophers and even some magi
cians believe that the intransigence of 
the peoples of Light vis-a-vis the oth
er nations only strengthens Darkness. 
Imposing their traditions, their gods 
or theil' own way of thinking onto 
peoples believed "inferior" only 
breeds hate. These words, sometimes 
judged to be blasphemous, have Jed 
many of their partisans to prison or 
In front of war tribunals. In this dark 
age born of dissent and weakness , any 
compromise would be a mistake. The 
forces of Light must show a united 
front. The time of negotiation is over: 
those who refuse to pledge al legiance 
to the lords of Light will die alone or 
be eliminated before they can sell 
their souls to Darkness. 

What if true honour wasn't 
inscribed on coats of arms, but in the 
desire for justice? 

What iftrue wisdom wasn't dictated 
by the words of the elders, but by 
tolerance? 

What if true courage wasn't 
confronting one's shadow, but 
accepting change? 

TI1ese are all questions that barely
interest the peoples of Destiny, born 
of the four primordial Elements and 
the most ancient gods of the celestia l 
spheres. To them these interroga 
tions are the fruit of minds that have 
been separated for too long from the 
true values taught by natur e, life or 
fortu ne. 

What are the true stakes of a war? 
Those that survive the whims of 
History! No ideology and no empire 
is eternal. War js made to destroy, 
to conquer or to defend onese lf ... At 
least that is what the Daikinee elves, 
the goblins, the dwarves of Tir -Na
Bor and the ores seem to claim. This 
principle is also shared by the KeJts of 
the minor clans, the Wolfen and the 
terrifying Devourers. 

Every civilisation of Dest iny follows 
its own traditions, independentl y of 
the other peoples. Even if the ores and 
the goblins regularly barter and some 
Wolfen ming le with the Dai'kinee, no 
concrete and lasting alliance binds 
one people of Destiny to another. 



The ways of Destiny are somet imes 
also those of paradox. The Devourers 
of Vile-Tis roam Aarklash leaving 
blood and terror in their wake. De
spite their unbeara ble mores, no one 
can dispute the fact that they are 
more "civilised" than their Wolfen 
broth ers. The dwarves of Tir-Na-Bor 
have struck a fruitful alliance with 
the Griffins of Akkylannie, yet they 
refuse to let strangers enter their 
fortresses in the Aegis Mountains. 
The goblins, enlightened minds and 
promoters of writing on Aarklash, 
receive the ambassadors of Acheron 
with lavish celebrat ions. As for the 
ores, they indiscriminately attack tlie 
Griffins and the Scorpions who cross 
Bran-O-Kor, despite their lim ited 
population . 

May they inspire contemp t, indif
ference or caution , every one of these 
peoples has suTvived the passage of 
time, invasions and the ravages of 
History without any outside help. This 
is a point that their interlocutors and 
enemies tend to neglect , but which is 
capital when one tries to understand 
the wealth of their culture . 

In th is age of darkness where whole 
civilisat ions prepare for a war that 
will be waged on earth as in the 
heavens, it may very well happen 
that the disciples of Destiny make 
the balance sway in one way or the 
other. Who can say which side these 
dispar ate peoples will join when the 
end of the world approaches? 

War has been declared. 
Who will raise the bann er of the 

gods? 
W]10 will be worthy of surviving the 

Rag'narok? 

Tl1e troop of knights advanced to the 
top of the hill. The sky was ashen and 
the valley below seemed to be agitated 
Like a green sea in a storm. Everywhere 
the sky darkened and soon Yllia, the 
moon, fu lly covered the fa ce of Lahn, 
the sun. The confrontation between 
the two celestial bodies fo reshad owed 
the struggle to come ... 

Urland de Montve rt placed the crest 
representing Ala han on his head be
fore unsheathi ng the sword of his an
cestors. Bolts of lightning spl it the sky 

and revealed the noblesse of his stat
ure. His whole body was covered with 
heavy armour and his figure seemed 
to be made of bronze while his eyes in
tensely scanned the darkness. 

The rain was battering the heavy 
caparisons while Urland continued 
observing the landscape, which was 
changing right before his eyes. The ho
rizon seemed to be moving as if it were 
troubled by an unreal wind. Further 
below in the valley a wave spread as 
the storm grew stronger and stronger. 

The wave progressively became 
thicker until it was solid, and then the 
Portal appeared under the icy rain of 
ill omen. It then opened up like a foul· 
smelling well of Darkness that spewed 
forth the deformed shapes of an end
less tide of zombies, skeletons, golems 
of flesh and Crane warriors. 

A vast army was rising from the 
abyss ... 

Ur/and stroked his mount 's neck 
before turning towards his men. He 
quickly gave orders to his captains 
and then dispat ched a messenger to 
the nearest fort to have reinforcements 
arrive as fast as possible. He scrinned 
the long row of knights standing be
fore him, and one after the other they 
saluted him and raised their lances. 
Their faces were impassive, hidden 
by their great metal helmets. Llrland 
raised his armed hand high into the 
ai1; thus giving the signal to charge. 

The impressive column slowly began 
moving and soon the whole detach · 
ment was rushing to attack the legion 
of the damned while calling strength 
and Light onto their broad swords and 
fin ':j~rafted armou1: 

The Crane warriors, who dominated 
the evil horde, summon ed unfathom
able darkness to guide their twisted 
blades of carnage to strike their en
emies at the heart or the throat. In 
the past the Crane warriors had been 
great men. But their fat eful destini es 
had led them onto shadowy path s, 
and once they had reached death, 
vile sorcerers mastering strange arts 
had transformed them. Th.eir bodies 
were made stronger and their mind 
t reacherous, gnawing away at the last 
remains of their huma nity. They were 

now the perfect servants de1'0ted to 
their dark masters, the necromancers 
of the Ram. 

The first ranks of knights clashed 
with the vanguard of the undead. The 
impact was quick and deadly. Steel 
struck steel. Swords were raised and 
brought down heavily, filling the air 
with the metallic clanking of weapons 
and armour. Lances pierced parched 
flesh and shattered bones. 

The warriors' armour deviated 
blows, but the struggle was uneven 
because for every creature that was 
destroyed two more came forward 
to replace it. One by one the knights 
yielded ground and inexorably fell 
under the ever-growing numbers of 
the dreadful legion. 

At the heart of the battle , Urland, his 
face dripping with sweat, was pushing 
back the assaults of a gigantic golem 
of flesh. The creature was howling its 
hatred and sliced the air with its jag
ged claws, cutting deep gashes into 
the metal of any armour they met. 
While his mount retreated from the 
go/em's repeated atta cks, a horrible 
fear grasped Urland 's mind, spread
ing doubt and slowly taking hold of his 
soul. A last resistance, a last rampart 
of courage and of will, yet the battle 's 
outcome seemed less and less certain 
while his spirit fought on. Surrounded 
by all sides, unhorsed and then sub· 
merged, he wavered before collapsing 
unconscious at his enemies 'feet. 

From the Portal came the accursed 
call of Belia[, the Prince of the Abyss. 
Wearing the Horns of Blackness, the 
emblem of the necromancers, he was 
coming to claim his due: the power of 
death over life. 

When the reinforcements reached 
the top of the formerly lush and 
green hill, the dark army had grown 
by hundr eds of beings whose names 
alone could make the bravest of souls 
shudder. 

Readying themselves f or a new as
sault, the knights of the Lion surveyed 
f or a mom ent the plain drenched with 
the blood of their warriors. Flashes of 
lightning revealed glimpses of the f ace 
of Death, whose teeming troops were 
silently invading the pla in i11 the chill 
of the night. This battle was /osL.. b111 

the war had only begun ... 

i i 



i\RcANA 
OFMA~C 

The origins of magic on Aarklash 
are unknown. Certain paths, 
such as primagic and the 

Kelts' shamanism, seem to always 
have existed ... Others , such as necro
mancy of Acheron and the Scorpions' 
technomancy, seem to be more recent. 
Or had they simply been hidden for 
centuri es? Either way, magicians do 
not like their mysteries to be revealed 
and have a taste for secrecy. To most 
of them the mastery of their art comes 
before all other considerations, and 
they look at warriors in a slightly 
derisory way. 

At least as long as they have mana 
gems left . .. 

THE ELEMENTS 

All life within Creation springs from 
the Elements . But it is up to magicians 
te give Form to this Essence ... 

There are six Elements. 
Among these are four Primordial 

Elements : Water, Air, Earth and 
Fire are the substances from which 
the animate and inanimate are born . 
Perfectly neutral, the Primordial 
Elements are naturally found on 
Aarklash. Outward signs of their 
presence can been seen daily. 

'Ille two other Elements are called 
the Principl es: these are Light 
and Darkness. Endowed with a 
consciousness, they subtly influ
ence the other Elements towards 
perfection or towards destruction. 

The Primordial Elements and the 
Principles are intimate ly bound to 
each other. The stability of Creation 
depends on ilieir harmony. They 
attract or repel eae1h other and mingle 
to give shape to the most u nirnagi nab le 
dreams and nightmares. But none 
has, nor should ever have, absolute 
supremacy over the oiliers, for then 
Creation would coUapse... That is 
why every Element has its contrary, a 
diam etric ally opposed Element with 
whlch it is in constant conflict. 

lncantation is the process by which 
magic is channeUed, its Form. As 
for mana, it is the raw material that 
allows the speUs' effects to materi 
alise, its Essence. As magicians say: 
"Essence precedes Form." 

The mana gems that circulate on 
Aark lash are the objects of intensive 
trade between the peoples. 



THE PATHS 
OF MAGIC 

There is one Element that a magician 
always masters: the primary domain 
of his people. On the other hand, 
some Elements are prohibited. 
Though some exceptions are possible , 
magicians cannot, or refuse to, study 
this or these Elements. Every people 
follows one or several paths of magic. 
The principal ones are described be
low, yet others, just as impressive, re
main to be discovered ... 

THE ELEMENTAL PATHS 
Elemental pat hs are not true paths of 

magic, but a group of spells common 
to all the paths mastering the given 
Element. Even if their Incantation 
differs from one people to the next, 
the effects are the same. A fireball 
remains a fireball, be it invoked in the 
name of Merin, the Fire spirits, or by 
the magician 's will alone! 

There is an elemental path for each 
Element. To use a spell of elemental 
magic, a magician must imperatively 
master the Element required for its 
Incantation. 

PRIMAGIC 
Primagic is not a path of magic in 

the strict sense. This ancestral form of 
magic includes all spells that directly 
affect magic energies. This path is 
accessible to all, and its spells can be 
cast using any type of gems: the num
ber of gems needed for the Incantation 
is represented by a neutra l gem. 

LIGHT 

HERMETISM 
The mages of Alahan are gathered 

into scattered brotherhoods whose 
power rivals that of the most 
formidable armies. They have pushed 
the study of magic to its purest form 
and are able to unleash the power of 
the Elements like no other people on 
Aarklash. Their hermetic magic is 
dist inguished by complex formulas 
and esoteric circles marked by the 
language of the gods! The mages of 
Alahan's favoured Element is Light, 
symbol of the harmony and the 
perfection they aim to reach at every 
instant. 

They vigorously reject Darkness, 
the principle of corruption and deca
dence. 
Primary Domain: Light. 
forb idden Domain : Darkness. 

NECROMANCY 
"All Light casts a shadow," the 

necromanee.rs of the Order of the Ram 
often like to say. The magicians of 
Acheron have perverted the hermetic 
magic of their ancestors (natives of 
Alahan) , giving birth to the dreadful 
path of necromancy . With a gestur e 
of their fleshless hand they surrµnon 
hordes of the Living-dead and demons 
willing to do anything to enslave their 
masters ' enemies. Yet their incredible 
mastery of Darkness comes at a price: 
Light has definitely renounced these 
corrupted magicians, and the myster 
ies of Water have become strangers to 
their twisted minds. 
Primary Domain: Darkness. 
f orbidden Domains: Light and Water. 

Water 

Neutral 
Earth 

SOLARIS 
Withdrawn within their cyclopean 

cities, the CynwaU elves Live far from 
the rest of the world and remain little 
known by the peoples surroun ding 
them. At the highest summits of the 
Behemoth_ Mountains they breed the 
immense dragons of the peaks, which 
they use as formidable mounts. 

With the Rag'narok nigh, they do, 
however, leave their retreat more and 
more often and deploy their forces 
on the chessboard of the powers of 
Aarklash. Their peculiar use of Light 
will sure ly surprise more than one of 
their opponents. 
Primary Domain: Light. 
Forbidden Domain : Darkness. 

TELLURIC MAGIC 
ln the depths of their hidden 

laboratories in the Aegis Moun
tains the dwarves of T ir-Na-Bor use 
teUuric magic to develop substances 
and materials with extraordinary 
properties. Their weapons and their 
armour are surely among the most 
resistant of the continent! The Ear th 
is their a Hy in the battle that the 
dwarves have chosen to wage against 
the enemies of Tir -Na-Bor and the 
unavoidable fate that awaits Aarklash. 
Dwarves hat e treachery and resist 
the insidious corruption of Darkness 
with all the strength of their valorous 
hearts. 
Prim ary Domain : Earth. 
fo rbidden Domain: Darkness. 
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ot occ ult powers invisible to 
mnu n-. eye, but weU and truly a 

_ t from ·he one god, Merin: the gift 
Creatio n. The preachers, inq uisitors 

:and O.irkness hunters watch over the 
sah tion of their peop le. By fire and 
Heel they spread the word of the god 
\ teri n, and burn the heretics who 
stand in their way. 
Primary Dom ain : fire. 
Forbidden Domain: Darkness. 

INSTINCTIVE MAGIC 
The ores of Bran-0-Kor do not 

perceive magic in the same way as 
th e other peoples of Aark lash. Some 
of them develop the mastery of man a 
like an inborn gift: thJs is instinctive 
magic, which uses mana's Essence 
without giving it a true Form. Certain 
orcish shamans duplicate the gifts of 
anima ls of the canyo ns where they 
Live, while others are persuaded that 
they share a specia l bond with -8ran
C-Kor ... The magic of the ores is in 
their image: spontaneous, unexpect
ed and bru tal! 
Primary Domain: None. 
Fo rbidden Domain: None. 

TE CHNOMANCY 
To the alchemists of Diez it doesn't 

matter what Form magic comes in, as 
long as the result is the one they wanted. 
The path of technomancy, developed 
beneath the desert sands on guinea 
pigs captured among their enemies, 
accomplishes counter-natural wonders: 
itmixes the animate with the inanimate, 
Desh with metal, the organic with the 
mineral. Biosurgeons use the cor
rupting power of gems of Darkness to 
modify the body and mind as they wish. 
One day an army of supermen modelled 
3CCOrding to their perverted criteria of 
perlection will overrun Aarklash ... Air, 
being changeable and elusive, seems to 
tiCape the nefarious grasp of the Scor
paon :.e.entists. But for how long still? 
Pnmar) Domain : Darkness. 
forbi dden Domain; Light and AJr. 

WHISPERS 
The Moon_is full and the night belongs 

to the predators. Under the impassive 
gaze of their celestia l goddess, t he 
Wolfen shamans call on the magic of 
the Strips of Whispers to at tract Wa
ter's blessing onto their brothers and 
t heir territory. Again and again their 
whispers are fol1owed by howls the 
way the everlasting laws of nature have 
always wantedJt to be. Light and Dark
ness are part of the order of things, but 
Yllia's childre n refuse to give in to their 
desires for conq uest And woe to the 
Principles' servants if they dare cross 
the boundaries of the ir territo ry! 
Prima l'y Domain : Water. 
Forbidden Domains : Light and 
Darkness . 

SORCERY 
No two goblins are alike. lf it isn't 

their in_stable genetic heritage that 
differe ntiates them, then it is their 
comp letely opposite personalities . 
The god Rat's brood is present in the 
four corners of Aarklash, subject to 
all mora ls and to al l forms of magic. 
Yet there is one Elemen t and one path 
that they prefer above all the others: 
AJr, for it is as whimsical as they are, 
and sorcery, wh ich makes them irre
sistib le in every way. Until now no one 
has proven that there is an Element 
that cannot be used by goblins. 
Primary Dom ain.: AJ.r. 
Forbidden Domain : None. 

CHTHONIAN MAGIC 
ln the depths of the earth, far below 

the supposed ly impregnab le u nder 
ground fortresses , lie horrors that 
even the gods have forgotten. At the 
heart of th e labyrinthine domain 
of the one they caU the Ymsm, the 
Despot of the dwarves of Mid -Nor, 
the Uctors perform disgusting rituals 
in which they mix tainted earth, the 
magma of the deep and the innards 
of their victims. Such is chthon ian 
magic! Light is anathema to these 
monstrous magicians, as is Air, which 
is pollut ed simply by their presence . 
Primary Doma in : Darkness. 
For bidde n Domains: Light and Air. 

SHAMANISM 
1n the plains of Avagddu the Kelt 

barbarians of the Sessairs clan live in 
close relation with nature and follow 
the path of shamanism. Their magicians 
don't really dominate the Elements; 
they rather borrow their energy to sat
isfy all the needs of their nomadic way 
of life. They craft talismans, the gesas, 
in order to obtain these favours. 
Primar y Domain: the Primordial 
Elements. 
Forbidden Domain s: Light and 
Darkness . 

THE DRUNES AND MAGIC 
Taken by hatred and rancour, the 

Kelts of the Drune clan have turned 
away from their people's beliefs a long 
ti me ago. They nevertheless haven't 
forgotten the knowledge of the 
ancient shamans of the peop le of Kel. 
But their magic has been perverted 
by the dark powers of their demonic 
allies, the formors. Under their influ
ence the Drunes have t urned towards 
Darkness and have committed the 
most loathsome of rites. 
Primary Dom ain: the Primordia l 
Elements. 
Forbidden Domain : Light. 

HOWLS 
Depr ived of territory and despised 

by t heir Wolfen breth ren, t he 
Devour ers of Vile-Tis 'roam Aark lash 
spreading sorrow and devastation in 
their path. It is in the impure blood 
of their enem ies rather t han in the 
crystal -clea1· water that the insane 
haruspices read the coming quirks of 
fatality. And the agonizing clanks of 
the Chains of Howls chant the name 
of their next victim ... 
Primary Domain : Water 
Forbidden Domain : Earth 

THE ELEMENTA \ 
REALMS 

The old Druid put the blanket back 
onto his frail shoulders. He moved clos
er to the fire whose orange glow lit th e 
children's faces. Then he continued his 
story with a soft and confident voice, 
for he had chosen these littl e men for 
them to becom e druids themselves. 



But to do so they would have to under
stand the nature of Creation.Creation 
is so vast that a human being could 
never 11isit it completely, even by de
voting his whole life to such a task. 

The immensity of the Realms 
stretches to infinity. Within them lie 
the domains of the gods and of their 
children, the creatures of Light and of 
Darkness. The Real World is in fact like 
a set of mirrors in which each Element 
mingles with the others in an infinite 
number of different reflections. Every 
one of them, like that of Aarklash, 
has its own countries, its peoples, its 

r 

AarkJash is the Realm of mortal!>. 
Lts place is near the centre of the 
Realms, be they celestial or abys
sal. Even though this may not be 
important to most of the continent's 
inhabitants, the magicians and 
faithful of the various peoples take 
great interest because the Realms 
are above all the only real source of 
magic. Indeed, mana , the matrix of 
all magic, practica lly no longer exists 
in its natural state on Aarklash since 
the gods ceased to walk its face. There 
are several types of ReaJm. The most 
common are bound to the Elements: 
Air, Water, Fire and Eart h are the so
called "primordial" Realms. There are 
also Realms of Light and ofDarkness, 
the so-called "principal" Realms. 

After the gods' exile, the magicians 
were faced with a great problem that 
they saw as a trial imposed on them 
by the d ivinities themse lves. They 
therefore left on the quest for mana 
nd it was long ... The faithful prayed 
ore than ever and their sacrifices 

were bloody. 



These e.fforts were not in vain. 
Portals opened spontaneo usly on 
Aarklash 's surface and the gods 
re,·ealed to the mortals the places 
where mana was hidden. The most 
reckless magicians and the most de
vout faithfu l used these Portals and 
went looking for mana in the Realms. 
So they were called ... Voyagers. 

Portals are as rare as they are cov
eted. They generally-only appear for a 
few days at a time. But some legends 
tell of permanent Portals allowing 
access at will to certain Realms. Con
structions of this sort are extremely 
care and well hidden! The peoples 
who call on magic do so sparingly in 
order to preserve the precious mana 
gems containing magical energy. 

Yet the necromancers of Acheron 
don't seem to have any problems 
when it comes to mana: their god 
Salauel defied the interdict of Time by 
appearing physically in their barony. 
The place where he appeared became 
a gigantic Portal leading straight to 
the Netherworld... Poets and war 
leaders don't realise how righ t they 
are when they say that Darkness is 
flooding over Aark lash! 

As for the ores, they call on a 
unique magic that only they master: 
instinctiv e magic. It seems that they 
get their power from Aarklash's 
essence itself rather than from mana 
gems. Instinctive magic is turbulent 
and uncontro llable,,but free. Just like 
the ores! 

It is also whispered that certain 
people are able to predict when and 
where a Portal will appear. These 
individuals ·are supposedly even able 
to open passageways to the other 
Realms ... 

The Voyagers of the Realms 
disappeared for a long time, so long 
that they were believed dead. But 
when they finally returned, they had 
changed. Their eyes glowed with 
a wisdom that only elders could 
possess. Their bodies were badly 
scarred by their expedition. They had 
confronted thousands of perils and 
seen thousands of wonders in the 
Elemental Realms ... 

The nature of the Realms is often 
subject to confusion by the profane. 
When speaking of the Primordial 
Realm of fire one easily can imagine 
an infernal domain made of flames 
and fury. Even though the blazing 
fountains of the fief of K'Taol may 
fit this description, a Voyager cannot 
be satisfied with such a simplistic 
comparison. 

The whole of these Realms is 
commonly called Creation. Every 
Elemental Realm is subdivided into a 
multitude of worlds, and each one of 
these follows its own physical, mora l 
and biological laws. 

Every one of these universes leads 
an autonomous and unique existence, 
just like Aarklash. They are peopled 
by individuals of different , more or 
less developed species that Live to
gether in various ways. The nature 
itself of these exterior beings varies 
enormously: some are made of flesh 
and blood; others are on ly made up 
of ether or other essences unknown 
to the natives of AarkJash. It even 
sometimes happens that a Voyager 
can on ly discern one of these beings 
through his emotions, all of his sens
es being unable to perceive it! 

The most common manifestations 
coming from the Realms are the 
Elementals. By summoning one of 
these beings , the magician only tears 

a primordialcreature from its origina l 
Realm in order to temporar ily rally it 
to his cause. Even if Elementals are 
often simple beings coming from the 
basic Realms, the Elemental Lords, 
those known as Sihirs, don't like see
ing their subjects being enslaved. 

The world of Aarklash seems to be 
an exception among the infinity of 
Realms, and this for more than one 
reason. 

First of aJI, in addition to being 
practically at the centre of the known 
Realms, Aarklash is one of the only 
worlds where all of the Elements are 
perfectly balanced. lf one of them 
should dominate the others, the 
consequences would be disastrous . 
It is therefore with a certain anxiety 
that the Elemental Lords watch the 
recent emergence of Darkness. 

Second of aU, the Elements cannot 
manifest themselves on Aarklash in 
a conscious way without having been 
invited to do so, wh ich happens rela
tively rarely in Creation. This is partly 
why magicians are treated with such 
respect in the Court of the Sihirs. 

And finally, Aark lash has a form of 
magic that isn' t practiced anywhere 
else in Creation: instinctive magic. 
If the magicians of Aarklash knew to 
what degree the ores' magic attracts 
the attention of external beings, they 
might show a bit less contempt fr r the 
shamans ofBran-0 -Kor! \ 

The Voyagers came back with Sti-{TIP
tuous gifts: man a gems ofa II Elements. 
Magic returned to Aarklash , and this 
almost as strong as it was during the 
reign of the gods. 

Mana gems are far from being 
simple stones coming from the 
Elemental Realms. One should not be 
mistaken: all rocks from the Realms 
are not mana gems! 



Mana gems have a surpnsmg 
property that the magician!> don't 
know well: within them they hold 
a part of the essential force of their 
original Realm, which they conserve 
when leaving their Realm, it's this fac
ulty that makes their prospecting so 
difficult for the Voyagers ... and which 
makes mana gems priceless jewels. 

Their users, mainly magicians, dis
tinguish two families of mana gems: 
ephemera l gems that tum to dust 
once their. elemental energy has been 
consumed, and immortal gems whose 
magic potential is progressively 
replenished during a process called 
Rebirth. Immortal gems, being even 
rarer than their ephemeral sisters, 
are of course bitterly sought after and 
are the objects of a ruthless trade. 
Rebirth remains little known by the 
magicians. No one has yet managed 
to grasp the rhythm of the immortal 
gems' Rebirth: it seems to depend 
on the whims of an unknown force. 
An immortal gem can be reborn in a 
few seconds just to flicker out again 
for hours. Many a magician has met 
his fate because he overestimated the 
Rebirth of his gems! 

Some Voyagers have only explored 
one Realm and know its inhabitants' 
customs well. Others travelled from 
Portal to Portal and from Realm to 
Realm. These widened their knowl
edge after having confronted the 
perils of the Void that separates the 
elemental domains. 

The Voyagers of Aark lash are not 
alone, nor are they the first to explore 
the Realms using Portals. Gems of the 
various Elements can thus be found 
in most of the Realms in which the 
Voyagers travel. It is, however, very 
bai·d to find gems ofan Element in the 
Realm of the opposite Element ... 

, •. .. •• • 

Aarklash is the only known Realm in 
which any Voyager can find any type 
of gem. All permanen t Portals are well 
guarded to prevent unwanted Voyagers 
from entering Aarklash, yet no one can 
guard a spontaneous Portal ... 

Alas, two groups never return ed. 
No one knows what happened to the 
Voyagers who left for the Principa .l 
Realms, those of Light and of 
Darkness. A few gems of the Prin
ciples were found in the Primordial 
Realms. There they were as rare and 
as precious as diamonds. Voyagers 
of our time sometimes say that they 
meet fleeting shadows while looking 
for gems of the Principles. But these 
are just tales told to scar.e children ... 

VoyaGer s 
tra velled 

from Po rtal 
to POrt a/ 
and from 

ReAlm 





Very few Voyagers know the Portals 
that allow the Principal Realms, those 
of Light and of Darkness, to be reached. 
Lt is unknown why these Portals are so 
exceptionally rare. Yet the reason is very 
simple, but itis a well-kept secret... 

Light and Darkness are called 
Principles for they have an influence 
on the four Primordial Elements. The 
Principles are full of Good and Evil, the 
particular philosophical values of beings 
that think. So both have their own con
science that, though it is fragmentary, 
seeks to protect itself by keeping the 
Voyagers from pillaging their resources! 
What would happen if the opposition 
of the Primordia l Elements were to 
be made even more complex through 
the introduction of the Good and Evil 
specific.: to the Principles? 

Two questions come to mind: if 
Darkness really is endowed with a will 
of its own, what were its objectives 
when it "authorised" the creation of a 
permanent Portal to its Realm in the 
barony of Acheron? What can be de
duced from the relationship between 
the Elements and the gods when tak
ing into account Salauel 's role in the 
creation of th is permanent Portal? 

THE UNFINISHED 
REALMS 

The Elemental Realmsar econoected 
to each other by Portals, fine threads 
linking Creation like a spider's web. 
But at the edges of Creation lie 
strange domains where no laws can 
resist the will and desire s of those 
who live there. 

These lands of dreams and of night
mares, forgotten by all, are called the 
Unfinished Realms. 

The Unfin ished Realms exist outside 
of the funda mental laws of Creat ion, 
including that of Time. Lt seems that 
no Voyager has ever managed to find 
a permanent Portal leading to an 
Unfinished Realm. The only way to 
reach one is by using a spontaneous 
Portal... or due to an error in a Por
tal's creation. And even if a Voyager 
crossed an Unfinished Realm, the 
chances that he would even notice 
are slim at best, and on ly as long as it 
is inhabited. 

Testimony concerning the Unfin
ished Realms tells that their reality 
is completely based on their inhab
itants' will, h idden desires and fears. 
One just has to change the way these 
beings see their own world for it to 
be modified conseq uently. The mage 
Kyllion the Elder, a great explorer 

under the Crow n of Alahan, has given 
this phenomenon of projection the 
name of Ideal 

Kyllion once put forth the hy
pothesis that in the beginning all of 
Creation's Realms were "Unfinished" 
insofar as they were uninhabited. 
When the gods arrived in the dis 
tant Realms following their exile, 
they defined the first Ideals of these 
unexplored territories. 

By attempting to return toAark lash, 
the gods attracted their faithful and 
power-hungry magicians to them ... 
Thus the untouched Realms that 
separated Aarklash from every god's 
land of exile were explored, even 
if just briefly, and their Ideals were 
defined by those who believed to have 
discovered them! According to this 
hypothesis, the Unfinish ed Realms 
lie beyond or at the borde rs of the 
gods' Realms of exile... and every 
god's objective would be to impose 
his Ideal on all of Creation's Realms. 

i 

A seductive prospect, yet impossible 
to verify, alas! 

Yet some Unfinished Realms fill the 
tales and legends told by the mosl 
intrepid Voyagers. The most famous is 
the one called Parangon, even though 
the existence of a Realm of prosperity 
where the heroes of past times reign 
seems unlikely. 

Rumours also claim that two 
vanished civilisations, the Utopia of 
the Sph inx and the Oph idianAlliance, 
have retreated to Unfinis hed Realms. 
They supposed ly continue their war 
throug hout all of Creation while 
destroying whole worlds lying in their 
path ... Just the thoug ht of two peoples 
able to massively retreat to another 
Realm and to lead a contlict on several 
worlds seems unbelievable. 

The most fervent believers in the 
existence of Unfinished Realms 
are the magicians who follow the 
fratricida l paths of hermetism and 
typhonism . The founding princip les 
of these two paths are based on the 
affirmation of the magician's will over 
the laws of nature. To their adepts, 
reality is determ ined by those who 
perceive it. The one who imposes h is 
will onto the primordial forces of the 
Realm in which he is thus dominates 
its "reality." 

Magicians of both camps have often 
made it clear that they had access to 
the Unfinished Real ms and that they 
have built fortresses there that make 
the one at the Kaiber Pass pale in 
comparison. 

Can these magicians, who have also 
become masters in the art of politics, 
be believed? 

i 



Characters, known as Incar
nates by the inhabitants of 
Aarklash, have attracted 

the gods' attention in one way or the 
other. Alas, this privileged relation
ship is forged for the better and for 
the worse ... 

But all lncarnates are not heroes of 
their people. One can even say that 
most of them are, at best, local celeb
rities. Most Incarnates are favoured, 
detested, manipulated, exhibited or 
observed by the divine powers Uke 
fair animals or vulgar pawns on a 
chessboard. 

THE MAKING 
OF HEROES 

Incarnates can never really die, 
at least not a violent death. A lucky 
combination of circumstances always 
saves a badly beaten Incarnate from 
the Reaper's claws: the arrow that 
shou ld have pierced the champion's 
heart is deviated by a medallion or a 
liquor flask, or a valiant anonymous 
soldier jumps into its trajectory in 
self-sacrifice. And if the Incarnate 
shou ld nevertheless happen to be 
mutilated, immolated, and h.is re
mains dispersed by the winds, then 
the gods' actions would neverthe less 
remain unaffected. The witnesses' 
memories would simply be altered, 
the ashes reassembled, the wheel of 
t ime manipulated. 

The only exception to this rule: an 
Incarnate can, under certa in circum 
stances, be truly killed at the hand 
of another Incarnate. This is one 
way in which the gods settle t heir 
scores with each other or make their 
schemes evolve. Each god selects his 
champion and the combat 's winner 
ends the debate. 

Incarnat es who are aware of their 
immortality are few and most of them 
see only a part of the puzzle. They 
hide their knowledge, for sharing the 
secrets of the powers that be can on ly 
attract their wrath . 

Being heroes of divine wars, 
Incarnates have the power to accom
plish the impossible. Standing firm 
against an enemy army, rekindling 
the flames of hope when all seems 
lost, and becoming a part of legend 
are some of the privileges bound to 
their status. 



And finally, being an lncarnate 
means bearing a god's mark. This 
distinct sign is recognised by the 
other gods and, in a fairly surprising 
way, by magic itsel£ The chosen ones 
who know this remarkable property 
can use it to recognise or to unmask 
them: some spells refuse to work and 
some miracles cannot happen in an 
Incarnate's presence. 

THE PRINCIPLE 
OF INCARNATION 

With just a few exceptions, one isn't 
born a Character. One becomes a Char
acter. This principle is Incarnation. 

But immortality has its price. In 
order to allow Incarnates to never suc
cumb and to accompli~h things that 
nature doesn't permit , the gods are 
obliged to tear out a primordia l part 
of them. Depending on the religion 
or philosophy, one can say that they 
disperse their inner essence in the 
infinity of the Realms or that they 
shatter their soul into several pieces. 
This mystical dislocation happens 
during the individual's Incarnation. 
What is left of the ravaged soul after 
this horrible ordeal is called Essence. 
The dispersed fragments are the 
lncarnate's Elixirs. 

Some Incarnates subconsciously try 
to restore their Essence. They then go on 
a mad quest for themselves into which 
they invest themselves completely. 

ELIXIRS 

An lncarnate's Essence is incom
plete as long as his Elixirs haven't 
been gathered together again. Thus 
an Incarnate often feels incomplete, 
has his mind set on a particular goal, 
like an obsession, and frequently 
senses that something is missing 
from within him. The most intrepid 
Incarnates go on adventures. Others, 
more numerous , attempt to compen
sate the loss inflicted on their Essence 
by searching intern ally. They then 
devote themselves body and soul to a 
cause, or lose themselves in study and 
meditation. 

Going on a quest for one's Elixirs is 
a very perilous mission. Indeed , an 
Incarnate 's Elixirs can take on any 
shape or size, even temporal. 

The most vicious or bellicose gods 
have given one lncarnate's Elixirs to 
others. Such a situation can only be 
solved by destruction and suffering. 
An Elixir can be found at a precise 
point in time and space. A specific 
event, the fulfilling of a quest, or 
a sudden realisation can make an 
Incarnate aware that a part of his 
Elixir lay slumbering deep within 
him all the time. Examples of Elixirs 
abound and are all different. The 
destiny of every Incarnate is unique , 
be it all mapped out at the gods' liking 
or if it must come to be at the price of 
many sacrifices. 

HARMONY 
FOUND AGAIN 

When an Incarnate has found 
a significant part of his original 
Essence, it sometimes happens 
that he is pulled towards a secon,.d 
Incarnation, thus leading him to the 
next step in his journey. But what 
happens when an Incarnate l;inally 
manages to gather all his Elixirs and 
restore his Essence? 

Alas, the known parts of the answt 
are many in addition to being vague. 
Once again, it seems that the so\u~o°'n 
to this enigma depends on ~he. l . 
Incarnate 's profound nature . Those ) 
who have reached this state know this 

,..Eeunification as Harmony. 
Through Haanony, the Incam.ate 

escapes the divine laws and th~'(atJ 
that he was promised. 1;-Jothio~ and 
no one could ever kill him again~.b.l, t,,~ 

becoming a part oflegendhe mar~stltl' 
subconscious of a people, of a wo~d. 
For a short moment his influenl!f 1 
becomes close to that of a god. 
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THEI(ELTS 

RIE SESSAIRS 
CLAN 

.. 

ARMY 

ancestors of all the human peoples 
of Aarklash. Having come from the 
sea in immemorial times, the Ses
sairs worship a pantheon made up 
of primitive divinities and immortal 
heroes: Danu, the goddess of nature; 
Cernunnos, the horned god, and the 
Matrae devoted to life, war, death, 
etc . 

War is an integral part of Kelt cul 
ture, especially that of the Sessairs: 
they must fight to survive and push 
back the repeated assaults of their 
bordering nations. There isn't a sin
gle people that the seething Sessairs 
haven't confronted at least once, 
and Avagddu has never known last
ing peace. The Sessairs are a free and 
savage people in perpetual motion. 
Nothing can take their pride or their 
incredible temerity from them . 

~ -

EMBLEM 

CAPI TAL 

ALIGNMENT 

ALLIANCES 

CULT 

! 
Minotaur 

Kel-An-Tiraidh 

The Ways of Light 

Lions of Alahan, 
Griffins of Akkylannie 

Danu, goddess of the earth and rivers 

MAGICIANS' PRI MARY ELEMENT 

The four Primordial Elements 
(Air, Water, Fire and Earth) 



·HISTORY· 

I tis commonly acknowledged that the people ofKel 
make up the first human group to have walked the 
continent of Aarklash. With the passing of time 

these conquerors divided into several clans that dispersed 
to settle this new land. It is, however, a culture of tradition 
exclusively handed down by word of mouth, which is why 
this people's history is lost in the paradoxes and contra
dictions of a complex mythology. 

The ogmanans were friendly and only asked for one 
thing: the men of Ke! could settle here under the one con
dltion that they pledge allegiance to Danu . Yet the Kelts 
refused to submit themselves to a divinity 's whims. 

The origins of the people of Ke! remain for the least un
clear. Myths evoke a faraway land that these men were 
forced to abandon to demons that came from the ocean. 
The men of Kel didn't bring their own religion with them. 
They had renounced their old divinities that they held re
sponsib le for their exile. When they landed on Aarklash, 
those who claimed to be the children of the goddess Danu 
and who called themselves ogmanans welcomed the men 
of Ke!. Their stature so impressed the newcomers that 
they named them Giants. 

Three great battles followed. So the men of Ke! decid
ed to resort to cunning to strike their enemies straight 
at the heart. .Eladh, son of Avagd, king of the Kel tribe, 
was charged to seduce Danu and then to kill her. But he 
was caught in his own trap and the young man fell in love 
with the goddess who turned him into a demigod. Of their 
union three girls were born, aU three of them at once god
desses and daughters of Kel. This event brought confidence 
and peace to the hearts of the Kelts and the children of the 
goddess, who were then able to live together in peace. 

Th is episode marvellously illustrates a fundamental trait 
of Kelt culture: before submitting to any sovereignty, the 
Kett warrior must fight it. He thus proves his valour and 
then shows his wisdom by putting himself into the hands 
of a higher authority for the common good. 
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THE RAG'NAROK 

W ithout counting the 
rivalries that some
times oppose the tribes 

against each other, the Sessairs con
tinuously live on a war footing, be 
it to defend their life, their honour 
or their land. The only nations with 
which the Kelts maintain a true link 
are the Kingdom of the Lion and the 
Empire of the Griffin. And it is in 
the Lions' and the Griffins' interest 
to preserve good relations with the 
tribes of Avagddu. 

But most importantly , the Sessairs' 
territory is a buffer zone between the 
northern and the southern territories. 
Thus, when the hordes of goblins and 
the swarms ofDirz cross the plain, it's 
in the Lions' and the Griffins' interest 
to help the Sessairs stop the invaders 
before they bring the war onto their 
own lands. 

Long ago several Wolfen packs 
left the Forest of Diisha to settle the 
few wooded areas scattered on the 
plains. Most of the time, men and the 
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"upright wolves" have a hard time co
habiting, for on the plains the quest 
for food is a matter of life and death. 
That's why it's not rare to see Wolfen 
and Sessairs confront for the control 
of hunting grounds. 

Nevertheless, this competition is 
part of the natural order of the cycle 
of life, and the Sessairs feel no hatred 
for the Wolfen. Their true enemy lies 
in the east, in the heart of the Black 
Woods. There Live their accursed 
brothers who have vowed to cause 
their downfall and that of the gods: 
the Drunes. 

AN ENDLESS WAR 
The Sessairs are sometimes deni

grated by some of their distant and 
supposedly "civilised" cousins who 
only see them as uneducated, quar
relsome and bawling barbarians. 
The Sessairs are warriors more out 
of necessity than out of appetite for 
destruction . 

Due to its geographic position, the 
Sessairs' territor y is regularly crossed 
by armed forces marching towards 

T • 



rhe lands lymg to the north or south. 
Though their real objectives are usu
ally outside of Avagddu's borders, it 
sometimes happens that these armies 
send detachments to raid the local 
population in order to assure the re
supp lying of their troops. 

TI1e Sessairs' sacred places are also 
numerous in the plains. Standing 
stones, cromlechs, dolmens and buri
al mounds rise on the moors, defying 
eternity. To the soldiers marching 
through, the temptation to desecrate 
these graves with the hope of finding 
treasure is always great. But these 
sites are carefully watched and their 
guardians demand the profaners' life 
in payment. 

THE CLANS 
OF THE PLAINS 

Though other smaller clans may 
subsist on the plaim , sheltered by 
thick forests or in the mountains of 
Akkylannie, the Sessairs make up 
the biggest clan of Avag<ldu. A place 
of historical importance, the city of 
L<eJ An Tiraidh was, if legend is to be 
believed, founded by the men of Kel 
on their arrival on the conti nent of 
Aarklash. This is where they suppos
ed ly confronted the giants and the 
centaurs in three mythlcal battles . 
This strongho ld may seem quite 
primiti ve in comparison with the 
magnificent Barhan andAkkyla n nian 
cities, yet it nevertheless represents 

the world's biggest concentration 
of Sessairs. But it would be wrong 
to qualify Kel An Tiraidh as being 
a capital. Though most of the tribes 
of the plains do indeed assert their 
membership of the Sessairs elan, each 
one has its own king and none is wiJl
ing to submit to a supreme authority 
unless the goddess herself has desig
nated it. Though some of the largest 
tribes have settled down - mainly in 
the western parts of the plains and 
in its centre along the tributaries 
of the Zokorn river - most of them 
lead a nomadic lifestyle, migrating 
to follow the herds of wild auroc hs 
that make up their main source of 
subsistence. 

The Sessairs don't use agriculture 
very much. Their sedentary settle
ments have developed a few crops 
of cereals, but they get most of their 
food from breeding livestock. As for 
the nomadic trJbes, they live mainly 
from hunting . It happens that they 
barter with borderline Barhan villag
es, exchanging haudicrafts and spoils 
of war for food. These tribes gener
ally maintain good relations with the 
Kingdom of the Lion. Yet in periods 
of famine or under the leadership of 
a belligerent war leader it sometimes 
happens that the Sessairs raid the 
most isolated frontier settlements of 
Alahan. These attacks usually don't 
cause any victims as long as the vil
lagers are smart enough to abandon 
their food reserves to the assailants. 

TH E KIN GS OF KEL 
Whatever their size or their way of 

life, the Sessa.irs tribes all follow the 
same model of social organisation. 
Sessairs society is divided into three 
castes: The working class includes 
artisans and food providers. The sac
erdotal class reunites all of the tribe's 
learned members: druids , shamans, 
priests and doctors. And finally, the 
warrior class makes up the most pres
tigious class of them all, the king be
ing traditionally chosen from among 
its members. 

Despite this fact, royalty is more a 
symbolic representation tl:tan the ex
ercise of a central and absolute powet'. 
For though the king comes from the 
warrior class, the high dignitaries of 
the sacerdota l class influence all the 
domains of sovereignty. The druids 
and the priests are in fact the king's 
advisors, and no royal decision is 
made without their approval. 

T HE VOICE 
OF THE EAR'tH -GODDESS 

In addition ro this political duty, the 
representatives of the sacerdota l class 
are also the holders of the secrets of 
the Elements and of the voice of the 
gods within their tribe . The Sessairs' 
pantheon is vast and complex, for nu
merous mythical figures appear in it , 
sometimes as gods, sometimes as he
roes with exceptional talent but who 
remain mortal. Several names can, 



BARBARIAN CHARACTER 

BAAL THE CONQUEROR 

In spite of appeara nces, Baal is not a centaur . He was once a great Kelt warrior, the 
champion of the tribe of Scaith and most probably destined to become its king. 
Yet fate had other things is store for him. During a battle between his tribe and 

some Drunes, Baal was struck by a terrible curse. When he ~ed Asamon, the formor 
(see The Kelts of the Drune clan) leadi the onslaught,.ihe monster's demonic essence 
took possession of Baal and his mo ~ nd~ to form a single being. 
That day their victory was a bi lt custom, no man victim 
of an infirmity or a physical ,yalty. 



however, be mentioned about whose 
divine character there is no doubt. 

Danu, the tutelary goddess of the 
land, the lakes and the rivers, is surely 
the most emblematic figure among 
all the Sessairs' divinities. At the very 
beginning of Creation she united 
with Lahn, the god of the sun and the 
sky. Of this union only two sons were 
born: Clanath and Murgan. Today 
these three male divinities have fallen 
into disuse since they symbolise the 
sterility of Danu's lands before the 
arrival of the people of Kel. lndeed, 
Avagddu's fertility only returned the 
day that the goddess shared her bed 
with Eladh, who would later become 
Cernunnos, and that she gave birth 
to three girls, Siobhan, Fiann and 
Neraidh. 

And last but not least, Cernunnos, 
who remains to date the strangest 
and most controversial character 
of this gallery of divinities. Wor
shipped by the Sessairs and by the 
-Dtunes, demigod to some, accursed 
and despoiled king to the others, 
the ~ that surrounds his leg
end con~to inspire the bards of 

~sh. to t'lfitday. 



BARBARIAN TROOPS 

Regular Veteran Elite 

HUNTERS 

I n the Sessairs' society only the 
king (and only symbolically) is 

given the double role of the clan's 
protector and purveyor. The caste of 
hunters is, however, a noteworthy e~ 
ception to this rule. Daily they stalk 
game and supply the tribe with meat 
and skins to tan. ln times of war, far 
from remaining at a distance from the 
battlefields, they put their exception
al tracking talents to use to spy onthe 
enemy forces and prepare dead ly am
bushes. ln combat, as when hunting, 
they use their fine javelins that they 
can throw with incredible precision. 
Yet they do not fear close combat and 
their long stone axes have made many 
an enemy bite the dust. 

FIANNAS 

F iannas are considered to be the 
incarnations of Danu's daughter 

Fiann, the Sessairs' goddess of war. 
They throw themselves into battle 
with deadly grace, and the whirl of 
their great swords chops up enemy 
ranks with surprising strength. Their 
presence at the men's side galvanises 
the other warriors, whose ardour and 
courage are doubled in order to please 
the goddess. In addition to the,ir role 
of fighters, the Fiannas also have an 
initiatory mission. These women 
trai n the young Sessairs warriors in 
the handllng of weapons and in the 
art of war. [t is also they who, through 
a secret rite, bestow them with the 
status of warrior, thus allowing them 
to participate in battles with the rest 
of the tribe . 

DANU 
WARRIORS 

0 nee upon a time Fiann, daugh
ter of Danu and goddess of 

war, granted the Sessairs warriors di
vine rage. This bloody state of trance 
that the Kelts call ''war fury" is only 
the first step in a much more spec
tacular metamorphosis: the spasms 
of fury. Only a minority of warriors 
is able to go into such a state of sav
agery and murderous madness. Even 
rarer are those who manage to sur
vive it. Chosen by the priestesses of 
Fiann during extremely violent ritual 
jousts, these men and women then 
get the privilege of being Danu's lov
ers, the favourites of the goddess. In 
battle, when the violence of combat 
reaches it s summit, the Danu war
riors let themselves be invaded by the 
spasms of fury and they then undergo 
a terrifying metamorphosis . 

... 



THE LIONS 

HEROES OF LEGEND 
The heroes of the Lion 
are paragons of noblesse, 
strength and virtue. 
Being champions of 
Light, the warrior kings 

relentlessly rise to face 
and beat back Darkness . 

HAN 

ARMY 

F ounded over five centuries 
ago by the descendents of 
two Kelt clans, the Kingdom 

of the Lion is the biggest human ter
ritory of Aarklash. This land of justice 
and prosperity is the most valiant de
fender of Light on a continent that ls 
prey to Darkness. 

The knights and the powerful ma
gicians of the Lion are paragons of 
virtue who fight in the name of no
ble ideals. The Lions are reputed for 
their bravery and temerity in the face 
of the most terrifying of perils. The 
exploits carried out in the name of 
their fatherland and their king have 
become legendary. The noble houses 
of the nine baronies of the Lion are 
grateful for the honour , heroism and 
loyalty of the brave fighters who wield 
their coats of arms. 

Ln an age where the enemies of 
Light make use of the most perfidi
ous means to reach their ends, the 
Lions don't just content thems elves 
with travelling all over the world 
as wandering knights looking for 
wrongs to right. They are the proud 
owners of the most prestigious fleet 
of Aarklash, and are diplomats , spies 
and fearless roamers. The Lions of 
AJahan make the most of their mad 
recldessness and their valour in the 
war that they have chosen to wage: 
~ e one for goodnes s. 

~ ) 
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EMBLEM 

Lion 

CAPITAL 

KaHienne 

ALIGNMENT 

The Ways of Light 

ALLIANCES 

Griffins of Akkylannie, 
Sessairs I<elts and Cynwiill elves 

CULT 

A r'in, the sun god 

MAGICIANS' PRIMARY ELEMENT 

Light 
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·HISTORY· 

T he history of the Kingdom of Alahan begins with 
the rivalry between two Kelt clans, the YlUaar 
and the LahnaL The Lahnar, worshippers of a 

sun god and outstanding warriors, were the guardians of 
th4 border between Lahnaen, the lands of Light, and the 
Valley of Darkness haunted by the creatures of the night 
When their shamans felt the magic ofLahnaen grow, they 
belieyed that they were blessed by the gods ... The YUiaar, 
heirs to the Moon, didn't agree. This mystic-filled clan felt 
the coming invasion by Darkness. The Ylliaar prepared to 
push back the onslaught of the infernal forces. 

Together they managed to liberate their homeland and 
conquer the Valley of Darkness. 

The glorious crowning of Alcyd the Paladin, son of Leo
nid and the Chimera, saw the unification and the declara
tion of sovereignty of the Kingdom of Alahaen. 

The kingdom was divided into ten baronies. Law re
placed trad itions and the clannish hierarchy gave way to 
nobility. For the first time, the powerfu l weren't fighting to 
make the law, but rather to make it be respected. 

The Ylliaar's incurs ions into Lahnaen gave rise to a con
flict that lasted for years. Neither of the two clans man
aged to prevent Darkness from manifesting itself and 
taking over their lands. 

Alahan consoUdated and knew a long period of pros
perity. This kingdom becan1e the biggest human terdtory 
un ited under the authority of one leader. Every one of its 
kings inherited the name of Lion and shone over Aarklash 
as an example of courage, honour and justice. 

It is in these lands of virt ue that Evil came to get revenge. 

That is when the Chimera intervened. Appearing as an 
Ylliaar woman, the immortal being proposed an alliance 
to the young king of the Lalrnar, Leonid the Lion. Lahnar 
and Ylliaar united to give rise to a new clan: the Alahaar . 

Darkness slowly took over the kingdom's tenth barony, 
Acheron. The infernal monsters haunt Aarklash anew: 
new heroes must rise to stand up to Darkness. 

A B C D B F 

u I( _7 L ~) S{' (._,,.I -N 0 p Q R s 

Ir ,r Ll c :J , ---;:, ~) -

THE RAG'NAROK 

T he Lions, wherever they 
are and whoever they may 
be, leave no one Lndiffer

enL Their a llies know that they can 
always count on them in times of 
peace as of war. Their enemies, on the 
other hand, will t ry anything within 

-theil'-power to stain the disconcerting 
nobleness of these tireless opponents . 
The Lions have succeeded in turning 
their intr epidity into heroism and 
their versatility into richness. Unlike 
many ot her peoples of Aarklash, they 
do not determine their tru e allies ac
cordin g to their origins or their in
terests, but rather according to their 
valour. 

The Lions make up th e principa l 
piUar of the Alliance of Light with 
the Griffins of Akkylan nie and the 
Cynwalls of Lanever. Regiments 
from the baronies can be found in 
the four corners of Aarklash, sup
ported by the Griffins in the Syhar
halna and by the Dragons in the 
Forest of Webs. 
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No war is more pitiless than the one 
the Bachans wage against the traitors 
of the Barony of Achecon. 

Kaib er, the gigantic fortress blocking 
the passage between the Behemoth 
mountain chain and the plateaux of 
Daneran, is the symbol of this frat
ricidal war: over there, hundreds of 
soldiers of all ages and conditions 
confront the Death that endlessly 
gnaws at them day after day. 

The Lions don't care if they are seen 
as being dreamers bound to honour 
and love for justice . The values they 
preach and share have made them key 
players on the political chessboard of 
Aarklash. 

Their prosperou s kingdom has cho
sen to defend that of the oppressed, as 
immense as it may be and whatever 
the price ... 

A NOBLE BLOOD, 
SOUL AND HEART 

The Lions remain very attached 
to feudal and heroic values. The 
kingdom's first law, set by Alcyd the 
Paladin himself, stat es that "whoever 

I 
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pt'f,O.-m~ great feats in the name of 
che \"a.lues of the Lion shall receive 
honours worthy of his exploits." Ala
han·s hiera rchy includes many titles, 
though most of them only grant the 
rule over a more or less important 
domain. The kingdom's heraldry is 

especially complex and the coats of 
arms symbolise the complete history 
of the families they represent. 

T HE NINE BARONIES 
The Kingdom of Alahan once en

compassed ten baronies: Acheron, A.1-
gerande,Allmoon,Daneran, Doriman, 
Icquor, Kallienne, Laverne, Luishana 
and Manilia. Acheron's treason to 
the benefit of the forces of Da.rkness 
doesn't represent a great loss in terri
tory, but in the Lions' eyes it symbol
ises a huge blow to their honour. 

.Each barony bears the name of its 
most important city and is placed 
under the responsibility of a baron 
who is named by the king in person. 
Even the capital-barony, Kallienne, is 

placed under the authority of Baron 
Kelgar de Va.lady while King Gorgyn 
resides there. This administrative di
vision is the origin of the term "Bar
han," which means "an inhabitant of 
the baronies" and thus, by extension, 
a subject of Alahan. 

A baron must administer his do
main in all matters and enforce the 
law throughout the kingdom. 

He only answers for his decisions 
before the king h.imself or before the 

Council of Mages of the Order of the 
Chimera. This relative autonomy al
lows for an astonishing diversity: a 
law that benefits all or an ingenious 
way of managing resources is some
times applied to the whole kingdom. 

Few nations can rival with Alahan 
in terms of economy and cultura l 
progress. The efficient management 
of natural resources and an impec
cable organisation allow the king to 
maintain a large, well-trained and 
well-equipped army. 

T HEHERO IC 
PANTHEON 

The Barhans' gods and goddesses 
each have a di.fferent and clearly de
tined protectorate. Yet very few have 
a temple that is wholly devoted to 
their cu lt. A Lion can go into any 
place of worship in his kingdom to 
pray to a particular god. The temples 
of Ar'in, the kingdom's principal god, 
also have small altars devoted to the 
members of his celestial family! 

According to their beliefs, the gods 
live in the vicinity of their faithful in 
a realm hidden from mortals' view. 
The entrance to this realm is some
where in the domain of the Lion and 
only appears for a limited time. The 
Chimera herself guards the country 
of the gods ... 

Ar'in is the first and the most cel
ebrated of the Lions' gods. The Father 
of Light is represented as bei.ng an 
aged man watching over the world 

and carrying Lahn. Elad, his wife, 
is the goddess of fertility, love and 
water. Her priests, who are close to 
nature and endowed with great self
control, have largely contributed to 
the Lions' diplomatic reputation. 
Arakin the .Benevolent is the son of 
Ari'.n and Elad. He is the god of war, 
courage and honour. It isn't surpris 
ing that his worshippers must con
stant ly look after each other so as not 
to fall into the clutches of Arakin the 
Tormentor, the malevolent alter ego 
of the Benevolent and the personifi
cation of the inhumanity of war. And 
then there are Tiranor and Ka'in, the 
twins of destiny, be it good or bad. 
The relative rarity of their temples 
doesn't keep the Barhans from invok
ing and cursing them as soon as luck 
and chance come into play. The last 
goddess of Alahan spreads her realm 
over the silent shadows of Death and 
Time: Azel isn't evil, but she guards 
the passage separating the world of 
the living from that of the deceased. 

T HE HEIRS OF 
THE CHIM ERA 

The Kingdom of Alahan is known 
for the impetuous courage of its sol
diers, its invincible cavalry and the 
endless power of its magicians. The 
latter are united under the aegis of 
the biggest organisat ion of magi
cians there is, the Of der of the Chi
mera. This august issemb ly is the 
keeper of the Chimer's heritage and 



LION CHARACTER 

THE RED LIONESS 

L aureena Tillius, nicknamed the Red Lioness, is the perfect 
example of a woman who has managed to impose he~ , 
a patriarchal society. Gifted with an intrepid temperani~.t, 

she secretly learned the arts of war with her best friend, Llyr, a pala~ 
of Alahan. When he died during a battle against Acheron, the Lioness ·1J 
decided to avenge him. She later encountered Llyr, who had come back 
from the dead as a Crane warrior, and had no choice but to destroy her 
old friend, her heart torn apart. 
This victory transformed the young woman. Her hair bleached by the 
Crane's destruction, the Red Lioness picked up Llyr's sword, which 
Darkness had changed into a Carnage Blade. Since then her battle 
against Acheron has never ceased. 
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perpetuates its 01Jss1on of protect
ing Light. Yet this invincible order is 
slowly being torn apart from within 
by the Masters' intricate machina
tions and the numerous brother
hoods it is made up of. 

The competitive spirit is highly de
veloped, even among the students of 
the academies of magic. Sometimes 
these intrigues grow and in some 
rare cases become real conspiracies. 
A word pronounced badly during a 
speech can ruin a reputation that was 
built at the price of many sacrifices! 

Until now all internal struggles 
seem to have spared the Council of 
the Order, which ts directed with a 
hand of steel by the Queen of Alahan, 
Trys the Divine, in person. Neverthe 
less, this worrisome situation could 
quickly mean the end of the Order if 
it doesn't reunite to face the dangers 
that threaten Aarklash. Indeed, Me
liador the Celestial, an independent 
hermetic mage and former member 
of the Order, has recently reported 
having encountered a creature in 
a village overtaken by the forces of 
Acheron that very well may be one of 
the original Atrocities: the Gorgon. 
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Regular Marksman Elite 

THE GUARD 
OFALAHAN 

The Guard of Alahan is the cor
nerstone of the Alliance of 

Light (Alliance of the Ways of Light 
at Ka'iber). Numerous, well equipped 
and well trained, it is at the front lines 
wherever Light confronts Darkness, 
from the Ka'iber Pass in Acheron to 
the Ivory Dunes of Syharhalna. 

The Guard is made up of warriors o( 
Alaha n, but also of indiv iduals who 
wish to acquire Barban citizenship. 
Indeed, for the Lion, valour is the 
daughter of bravery and not of blood. 
A heroic feat is always rewarded at its 
rightful value. 

Though the Guard of Alahan is a 
united army corps, each barony of the 
Lion has its own conti ngents bear
ing its own colou.rs. They all rival.jn 
talent and bravery when it comes t-;;-
slaying the enemies of the Crown. 

ARCHERS 
OFALAHAN 

Archery has been raised to an 
art form in its own right in the 

lands of the Lion, and is commonly 
pract ised as a sport by nobles or as 
a hunting tool by the kingdom's sub
jects. It very often happens that tal
ented bowmen confront during fai(s 
or tournaments organised by the 
lords and barons of Alahan. 

The most gifted archers sometimes 
have the chance of being able to ne
gotiate their entry in the army's ranks 
and are often granted a comforta ble 
pay. This pay is not calculated ac
cording to his rank in the army, but 
rather according to his skill and aim . 
Traditional ly; the officer gives the ar
cher three arrows when it is time to 
be paid, and invites him to shoot at 
a numbered target. His pay is then 

" equal to the sum of the three num-
bers hit by the arrows. 

THE ROYAL 
GUARD 

The Royal Guard is an elite cor ps 
devoted to the protection of the 

sovereign and the d ignitaries of the 
Lion kingdom. Reaching such a pres
tigious rank in the military hierarchy 
is an honour sought after by many 
Lion fighters. These warriors, chosen 
by thekinghin1self, are equipped with 
a weapon and armo ur blessed by the 
gods of Alahan. Confro nti ng a Royal 
Guardsman is a risky challenge. He 
stands like a rock onto which blows 
are broken like waves on a cliff, and 
his sacred weapon can pierce the 
thickest of dwarven armou r. 

A superstition deeply rooted in the 
warriors' minds cla ims that a Royal 
Guardsman must never show his face 
when he is ready for battle. If he does, 
then Arakin, the god of war, no longer 
protects him ... 



GTHE 
RIFFINS 

OF 
Al(l(YLANNIE 

FAITH, FIRE AND STEEL 
Jnl,ahited by an unwavering 
faith, the Griffins embark 
on crusades to spread the 
benevolent word of their only 
god and to raise the stakes at 
which all heretics shall perish. 

ARMY 

W hi le the Kingdom of 
Alahan began to en
lighten Aarklash with 

its virtue and its power, a noble lord 
of Laverne had a revelation. Arcavius 
had a vision of Merin, the one and 
fiery god. After having given up his 
title, his fiefdom and his weapons, he 
left on a mission and his new religion 
attracted an incredible number of fol
lowers. They soon founded an empire: 
Akkylannie. Soon afterward , Arcavi 
us left again to journey all over Aark
lash to preach the one god's word. He 
never returned. 

Merin's disciples multiplied and 
form a hard 0 working people united 
by their faith. Alas, Arcav ius's dream 
is dying. The coming of the Age of 
Darkness has covered the continent 

ith a dark veil. The warriors of the 
"ffin have gone on a crusade to far

awa lands in the east to find their 
prop1'et's tomb and battle the en
emies ~f the one truth. 

In the 'eyes of the other peop les, the 
disciples 9f th e Griffin Empire are of
ten seen as religious fanatics willing 
to merc p essly sacrifice everything 
that do sn't fit their ideals on the 
altar 

Griffin 

Arcav ia 

The Ways of Light 

Lions of Alahan, dwarves of 
Tir-Na-Bor and CynwaU elves 

Meri n, the only god 

MAGICIANS' PR IMARY ELEMENT 

Fire 
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·HISTORY· 

T he nobleman Arcavius de Sa bran, a tactician and 
lord of Alahan, one day had the vision of a unique 
god, father of Creation and of all living beings: 

The young army of the Griflin saw its first battle al Kai
ber where the forces of Light fought to contain the hordes 
of Acheron. Meanwhile, an alchemist-monk named Dirz 
abando ned Merin when he discovered iliat science could 
vanquish death. 

Merin. The fiery god revealed to him that he was retu rn
ing among humans to lead them back onto the right path. 
Temptation had led them to worship false gods! 

Everyt hing changed in Akkylannie: the smal l imperial 
army being unable to fight on two fronts, the responsibi
lity of turning ilie situation aroun d was given to the See of 
in ternal Affairs ... ilie future Inquisition. Arcavius de Sabranleft on a mission accompanied by his 

most Joyal servants. His charisma, his just words and his 
great forgiveness qu ickly attrac ted the population's sym
patJ1y. Within a short time iliis new religion had replaced 
the old gods of Alahan in the hearts of hundreds of indivi
duals of all social classes. 

A wave of religious folly followed the Era of Radiance 
as the Inquisitio n burned everything in its path while 
hunting down the heretics of Dirz. Tolerance gave way 
to fanaticism, abundance to terror, and compassion to 
redemption. The institut ions of Akkylannie knew a far
reaching upheaval. So the partisans of the un ique god departe d eastward 

towards a doma in that no sovereign had ever claimed: Toe time of burnings at the stake lasts to tJtis day, over 
three hundred years later, and it doesn't seem to be rea
ching an end. Jt is time for the children of Merin to take 
up arms to defend their ChW'ch, ilieir homeland and their 
future! 

Akhylahn. After having laid the foundations of the Em
pire of Akkylannie, Arcavius again left on a crusade, this 
time to convert the rest of the continent. 

He never returned. 
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THE RAG'NAROK 

A rcavius's descendants have 
great trust in their all ies 
and have an imlimited 

hatred for their enemies . To them, 
the art of politics is only a strata
gem to be used when time is short 
(i\r when there are no better options. 
For Merin will return to judge his 
Creation: those who worship h im 
or repent will know Forgiveness and 
then Rebirili in a better world. The 
others wiU suffer the torment of his 
just anger for eternity. It is thus the 
duty 0£ Arcavi us's discip les to save 
their neighbour's soul, no matter the 
price. The end of the world is nigh 
and the future of Creation depends 
on the victor of the battle between 
Good and Evil. Strengthened by th is 
certitude, the Griffins have joined 
the Alliance of Light of ilie Lions of 
Alahan and the Cynwii.11 elves: they 
bring Fire, fa ith and steel among 
Darkness, burn ing the impure to 
cinders and guiding the innocent 
like beacons of justice. 
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Two crusades are ilie background 
to the Griffins' impossible quest for 
redemption. 

The First Crusade was declared 
against the Alchemical Empire of 
Dirz. But this war, which was sup
posed to only last for a few months, 
has lasted for practically three cen
tl.Lries ... The Griflins vastly underes 
timated the technomagical science of 
their enemies. Every ziggurat uncov
ered and purified at the cost of many 
sacrifices paves the way to two other 
technomantic laboratories. 

Emperor Octave IX recently de
clared the Gr.iffin Empire's Second 
Crusade after years of research on 
the locat ion of Arcavius's tomb. The 
monks who did tJtis research all came 
to the same conclusion: after hav
ing explored the ruins of Lanever 
in searc h of a mysterious sanctuar y, 
Arcavius turned back and continu ed 
eastward towards the future land of 
the ores. 

The Inquisition obviously super
vises the activities of the armies 
marchin g in these hostile terrirories, 
but its numb ers are a lot smaller ilian 

T 



in the lands of the Empire. The rela
Uve proximity of the commanderies 
of the easl and of the south doesn't 
improve things, nor does the longing 
for revenge that the Temple secretly 
nurtures against the Inquisition for 
having transformed sweet Akkylan
nie into a bloody forest of stakes. 

AT THE EMPIRE'S 
BORDERS 

The rapid development of Akkylan
nie, at first thanks to Arcavius's direc
tives and then to his successors' con
tinued efforts, gives it a most singular 
appearance . Akkylannie is often de
scribed as a land of contrasts. 

Ever since the alchemists of Dirz's 
heresy, time seems to have come to 
a standstill in the land of the unique 
god. A traveller would be surprised by 
the stunning modernity of its build
ings, which contradicts the some
times narrow-minded mentalities 
and the omnipresent hegemony of 
the Church. 

Arcavius's revelations have allowed 
llis children to build cities that are 
ahead of their time, having an inge
nious system that collects and cen
tralises wastewater, heating based 
on steam, and even lighting in the 
richest quarters. Griffin architecture 
is in the image of its Churc h: the im
perial buildings are imposing mono
liths that, though they defy the heav
ens, also plunge the modest houses at 

theideet into a humid and perpetual 
shade. They sometimes whisper the 
story of an ore prisoner who, on see
ing the immense fortifications of the 
Empire's cities, perfidiously asked the 
templar guarding him if the walls 
were there to keep invaders from en
tering or rather the residents from 
leaving ... 

All of the power seems to lie in the 
hands of the Church's legates and 
especially in those of the cardinals 
of Carthag Fero, Denda Cartho and 
Luonercus, the great cities that stand 
at the borders of the Empire. Every 
one of these immensely rich cities is 
linked to Arcavia, the Griffin capita l, 
in every possible way. Yet the great 
majority of the population lives in 
rural areas, far from the oppressive 
atmosp here of the cities. Therefore, 
excepti ng the large highways that 
link Arcavia with its cardinal sisters, 
the only way to get information and 
to communicat e is during daily mass. 
An individual sidelined by his com
munity for one reason or another is 
completely left to his own devices. 

D oUBTHAs 
NO PLACE IN FAITH 

The churches ofMerin can be found 
everywhere in Akkylannie, from the 
town centres to the cliffs bordering the 
Ephren Sea. A church in Akkylannie, 
in add it ion to being a place of spiritu
al communion, is a true cult ural and 

social centre where every citizen can 
get advice, instruction and care. The 
style of every temple of Merin differs 
largely depending on the period dur
ing which it was built: the first ones 
used traditional masonry, others are 
completely devoid of any ornaments, 
and the most recent ones impose re
spect and obedience by making the 
burden of Merin's gaze weigh down 
on the visitors' shoulders ... 

The Age of Darkness is synony
mous with paranoia and suspicion 
in Akkyla,rnie. Only the priests and 
the dignitaries of the Griffin have 
the wisdom needed for the Empire 
to be run correct ly and for the secu
rity of its population. But for this the 
Church's wiU must be respected to 
the dot and everyone's morality must 
be free of stains. 

ln the prelates' eyes any individua l 
who doesn't come from their ranks 
is a potential heretic. Denunciation 
is obligatory, torture a necess ity: it's 
only at th is price that Meri n's will can 
be carried out and that the soul of his 
children can be saved. For many; the 
simp le fact ofbeingsummoned to ap
pear before an inquisitional court is 
already an indelible mark of infamy. 
Because they don't care about the life 
or the dignity of those they question, 
the inquisitors have already broken 

whole families ~t throwing them to 
the lions of pul:Jlic rumour. When 
the Inquisition moves, someone must 
fall. 



GRIFFfN CHARACTER 

MIRA THE RECl(LESS 

The Temple is more than just an order of warriors: itis a family in 
which everyone watches over his neighbour, be he his brother 
in-arms or his brother by blood. Mira the Reckless, the adopted 

daughter of Commander Thur bard, has broken the order's rules by wearing 
the Temple's armour to go and join her brother Arkhos in Bran-6-Kor. 
When she ran off, the rash young woman took along Hauteclair, a sword 
whose legendary power and true origins she is unaware of. Now nothing 
can stop Mira from reaching her destiny. 
Yet she doesn't know the secret enshrouding her birth. Indeed, the Temple's 
masters awaited her arrival like a prophecy: she is the child of the Phoenix, 
the one who will free Akkylannie from the yoke of Darkness. 



THE FIRST CRUSADE 
At first bloody and without mercy, 

the war raging in the Syharhalna has 
slowly turned into a conllict of wear
ing down and guerrilla tactics, each 
side unable to invest the funds need
ed for ceaseless battles of titanic pro
portions. Such large-scale encounters 
do still happen of course, but only 
after months and months of prepara
tion and espionage ... Between each of 
these battles the Griffins are used as 
guinea pigs for the latest inventions 
created by the Syhars' twisted minds. 

THE SECOND CRUSADE 
The Second Crusade costs the Em

pire's treasury a lot less gold than the 
first one. However, the number of sol
diers that go to Bran-0-Kor is almost 
just as big ... The Second Crusade's 
nervous centre is the commandery of 
the temple of the east, placed under 
Commander Arkhos's responsibility. 

Thus, hundreds of warriors com-
ing from Akkylannie, Alahan, 

Lanever and sometimes else
where leave every month 
towards the east to try and 

annihilate the alchemical le-
gions hidden in the desert, or 
to confront the hordes of ores 

who abe furious at seeing strang
ers inva'ding their lands. Some of 

these valiant 1crusaders have already 
fought for the Alliance of Light at 
Kaiber or in the Forest of Webs. 



THE TROOPS OF Al(l(YLANNIE 57 

.; 

Regular Marksman Elite 

GRIFFIN 
CONSCRIPTS 

S erving Merill and the Empire is a 
duty that Akkylannians learn at 

a tender age. On reaching adulthood 
every man owes five years of military 
service to his homeland. He then 
learns to obey orders, to use a weapon 
and to manoeuvre while wearing ar
mour. Only after this period does he 
become a citizen. 

The Akkylannian army is a profes
sional army, but the Age of Darkness 
demands ever more fighters. The war 
the Griffin Empire is waging is tak
ing place outside as well as within 
its borders. The imperial authorities 
therefore use conscription more and 
more often, and numerous are those 
who take up their weapons again to 
defend Light and to punish heretics 
in the four corners of Aarklash. 

GRIFFIN 
FUSILIERS 

The Cynwall elves gave gunpow
der to the Griffins during the 

first Battle ofKa"iber. Time has passed 
and Merin's disciples have learned to 
master this unequalled instrument of 
domination. 

The fusiliers mete out death from 
an impressive distance thanks to 
the long rifles that have earned them 
their reputation all over Aar\<lash. 
Some regiments of fusiliers are feared 
for their mechanica l r.igour and the 
deadly precision of their marksmen. 
The Akkylannian generals use them 
very often, usually by deploying them 
at the front tines to slay the enemy 
before he can get near. Others place 
them at a height where their weapon's 
range allows them to eliminate the 
enemy chiefs and to stop the retreat 
of those fleeing. 

GRIFFIN 
TEMPLARS 

W ise warriors, intrepid con
querors, treasurers of Ak

kylannie, guardians of the pilgrims ... 
All these are characterisations that 
perfectly suit the templars . From the 
commanderies built at the continent's 
four cardinal points, they watch over 
the Griffin Empire's interests and 
fight in the name of Merin every day. 

Though their loyalty is unwaver
ing, the templars raise many ques
tions in their wake. They have been 
cultivating a taste for secrecy and for 
the occult ever since the clergy has 
taken the power in Akkylannie. The 
Inquisition's spies cannot manage 
to determine if they are protecting 
a forbidden knowledge or if they are 
secretly conspiring against the Pope's 
autllority. ls it an aura of saintliness 
or of damnation that emanates from 
the Temple and its valiant defenders? 



,. fiefl·f <,fthe Ancients and allies of 
,l,e dragons, the Cynwiill elves join 
the final battle to save the continent 
that ha4forgotten them. 

ARMY 

I n the elven tongue "Cynwall" 
means "exiled." A long time ago 
the Cynwalls chose to withdraw 

to the high mountains of Lanever 
to devote themselves to the quest 
of Noesis, the harmony of body and 
soul. They discovered ancient secrets 
hidden in ruined temples, and made 
pacts with the dragons perched on 
the peaks of the Behemoth Moun
tains. 

With the passing of time, Aarklas h 
ended up forgetting these exiles ... 
and then the Rag'narok broke out. 
Darkness is spreading its evil influ
'f:nce over Aarklash. Toe continent is 
prey to the flames of war. 

After centuries of contemplation 
and -preparation, the Cynwalls have 
broken their tradition of neutrality 
ih:order to engage in the final battle 
on the '5ide of Light. Ever since their 
origins they are aware that the future 
of Creation as a whole depends on the 
oul;.Ceme of the Rag'narok . 
\J'!ie army of the Dragons isn't nu

-;41'\~erbtis, yet its strength is conslder
ble.1l.is guided by the wisdom of the 

• artt:ients, borne by the wings of the 
:.dragon,s, and s1.1pported by mechani 
cal warriors from a forgotten age. 

Dragon 

Laroq 

The Ways of Light 

Lions of Alahan and 
Griffins of Akkylannie 

Noesis 
( 

MAqICIA NS' PRIMARY ELEMENT 

Light 



·HISTORY· 

T heh. istory of the Cynwall elves begins during the 
Serrelis, the fratricidal war that opposed Ethan 
and Silmae for the conquest of the throne of 

Qu.i.thaytan. ln effect, these twin br.othets wete born of 
the union_of an elf and a faye, both coming from the royal 

family and of famllies very dose to the still unlo._ue tb.coue 
of this people. 

But though Elhan and Silmae were twins by their blood , 
they weren't so by the gifts they had received, and their 
differences grew duringtheir whole childhood. 

When the time came to enthrone a new king, Elhan was 
so close to the mortals that the elves of Aarklash could 
only envision this wise and to lerant prince leading them. 
The fayes preferred the fiery Silmae without a shadow of 
doubt. Their respective partisans ' schemes quickly degen
erated into armed conflict. 

No one heeded the hvo princes' wish for conciliation. 
Afte.r having secretly met with his brother, Elhan stepped 
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down and condemned himself to Cynwe - exile. His most 
faithful servants followed him when he left Qu ithayran to 
go and settle the forest of Allyvie, the domain of th e drag
ons ofLanever. 

The elves of Elhan slowly prospered, hidden from other 
peoples' eyes by theit solitary mores an d their introspec
tion. Centuries went by ... 

The C~uwalls awakened. d.u.ctni:, the battle of Ka(ber, 
Aarklash then discovered that the exiled elves had har
nessed the power of unimaginable artifacts and had made 
pacts of reason with the dragons of the peaks. 

TI1e Age of Darkness has forced the Cynwalls to end their 
tradition of neutrality and to intervene to save Aarklash. 
Every one of their appearances on a battlefield brings the 
warriors of Light valour and courage. 

Yet the Dragons seem troubled by a shameful fate. Little 
by Little the Cynwalls distance themselves from the world 
that they have sworn to prot ect for reasons onJy known to 
them. Their gaze darkens without their unfailin g allies the 
Lions and the Griffins being able to comfort them at all. 
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T~E RAG'NAROK 
the greatest Dragon knights and then 
one of the greatest equanime s before 
he was elected the fourth Guide of the 
Cynwalls by the whole of his peers . 

I 

T he Dragons of Lanever form 
the thi.rd pillar of the Al
liance of Light, with the 

Lions of AJahan and the Griffins of 
Akkylannie. A sincere brotherhood 
unites these three peoples in times 
of peace and in war, from CadwaJlon 
to Ka'iber, from Wyde to Bran-6-Kor. 
Military and commercial cooperation 
is frequent between Kallien_ne, Arca
via and Laroq. Mixed regiments made 
up of soldiers of th e three arm ies of 
Light continuously wage battles in 
the four comers of Aarklash. Despite 
all this , every one of these peoples 
wishes to preserve its identity and th e 
riva lry that opposes the ir intelligence 
services has become legendary ... 

In memory of Elhan, the supreme 
ch ief of the whole Cynwall nation is 
called the Gu ide. Esneh was one of 

Esneh must find a solution to the 
cruel dilemma with which his nation 
is confronted . He knows that secrets 
sleep deep with in the temples of 
Lanever that, if revealed, would mark 
a decisive turning point in the war 
against the Obscure Principle. The 
most insigmficant of these secrets 
was once given to the Griffins for 
them to be able to protect themselves 
and their brothers. They transform ed 
this defensive tool into an instrument 
of domination ... May a wise man give 
such tools of destruction to a conti
nent that is prey to madness? 

The Cynwall population is rather 
sma!J, though no one else but them can 
est imate its exact size. It is gat hered 
in the Lanever Mount ains and in the 

T 



surrounding forests, a round fortified 
constructions left by their enigmatic 
predecessors. Though they descend 
from lhe Daiki nee elves, the Cynwalls 
aren't affected by the curse cast upon 
lheir cousins by Scaelin. The men and 
women of their people have more of 
less the same Life expectancy. Unfor
tuna tely their birth rate is barely high 
enough to ensur e the renewal and the 
growth of their nation. In absolute 
terms the union with an individual of 
another people isn't taboo and half
elves are generally considered on an 
equal footing. Yet the Cynwalls re
main desperately isolated ... 

The Cynwalls are doubtlessly one of 
the most enigmatic peoples of Aark
lash. Their culture , which is founded 
on philosophy and spiritual fulfil
ment, makes them balanced and, aJas, 
sometimes sad individuals. It takes a 
lot to shake their apparent serenity . 
As long as he has time to meditate 
before a battle, a Cynwall can show 
resolve in any situation and no demon 
of the abyss can make him retreat. 

The CynwaJls honour no god. Some 
of them, however, seek to reach No
esis, the Truth, a kind of apotheosis 
that can only be reached through to
tal mastery of one's feelings and the 
commun ion with the forces of the 
universe. The temples that Elhan and 
h.is followers discovered when they 
arrived in Lanever are now used by 
the equanimous brothers who teach 

the precepts of Noesis to those who 
wish to learn, even if they come from 
another people. 

Noesis is an ideal that few individu
als manage to reach: those who do are 
known as noesall or noesians. 

It is claimed that some noesians 
can only die when they wish to do 
so, like fayes of their old home of 
Quithayran. 

The first noesian wasA.karis, a sim
ple servant of EJhan's. At the latter's 
request the servant became a precep
tor and initiated his former master 
to the bliss of Noesis. Unfortunate ly, 
Akaris died brutally before he able to 
write down the last chapters of his 
teachings. Elhan, who had become a 
noesian himself, continued his reign 
over Lanever for a few more years 
before disappearing mysteriously 
just before the decline of Scaelin, 
his brother Silmae's daughter. Not 
much later the first Akkyshan elves 
appeared ... 

Tradition demands that every in
dividual aspiring to reach Noesis 
write the missing chapters of Akaris's 
teachings on his own and in the 
greatest of secrecy. Those who man
age to elevate their soul in this way 
destroy their work, while the others 
must continue theirs ... or start all 
over again. The equanimous brother
hoods thus regroup communities of 
individuals who counterba lance tl1eir 
spiritual quest's solitude through the 
physical proximity of their kind. 

Someone who doesn't know the 
Cyuwalls could expect them to lead a 
pacifistic policy based on diplomacy 
and reason rather than on the use of 
force. The elves of Lanever do, after 
aJJ, not only have the dragons but 
also fabulous artefacts that are able 
to reverse the course of a battle. ln 
these conditions they would be bar
gaining in a position of strength in all 
negotiations ... 

Yet this isn't so. 

The Dragons have been neutral for 
a very long time, leading an existence 
at the edges of neighbouring civili
sations . When the integrity of their 
nation was threatened, the aggres
sor was quickly and definitely neu
tra I ised. The emergence of the peoples 
of Darkness has made them come out 
of their contemplative lethargy. 

The Battle of Kaiber marked the 
return of the Dragons, whose in
terve.ntions have been more and 
more frequent and brutal ever since. 
Could this be due to one of the mul
tiple ass'assination attempts on their 
Guide fumented by the sisterhood 
of AshiJan? No matter ... Seeing the 
Cynwalls in combat can make shiv
ers run down one's spine. Though the 
Dragons know to show compassion 
in normal times, this is not the case 
after their ritual meditation that pre
cedes every one of their battles. 

The warr iors of Lanever carry 
out their orders with the exact 



CYNWALL CHARACTER 

SYD DE l(AIBER 

Syd de Kai:ber has hunted down the enemies of the 
CynwaU people in the four corners of Aarklash. 
These journeys have led him to the distant shores of 

unknown and inhospitable lands. Syd de Kai:ber has become a 
part of legend by leading the Lions of Alahan and the Griffins 
of Akkylannie to victory on the ramparts of Fort I<ai"ber. This 
elven hero was triumphant in this trial by saving thousands of 
fighters from a fate worse than death: that of necro-animation. 
He is now the most respected CynwaU of Aarklash. 



determination needed and never fail. 
They remain stony-faced no matter 
what happens, should nightmarish 
creatures rise before them or should 
they proceed to kill the prisoners 
who refuse to answer their questions 
one after the other. A living tradi
tion among the Cynwall generals 
wants them to give their opponents a 
chance to surrender right before the 
battle. Those who have already con
fronted them know that such an op
portunity will not be given to them 
again after the first signal to charge 
and this until the complete destruc
tion ofone or the other army. In these 
conditions it's better to think twice 
before attacking the Cynwalls ... 

In the image of Light, the Cynwa1L 
armies bring hope and salvation, but 
at the painful price of redemption 
and intransigence. 



CYNWALL TROOPS 

-~ 

Regular I Marksman I Special 

SELSYMS 

The selsyms, meaning "warriors" 
in their tongue, are the most nu

merous among the Cynwal1 fighters. 
With the exception of very specialised 
army corps, they form the base from 
which all warriors of the Dragon 
emerge. Each soldier of La never, from 
the most humble to the most noble, 
was once a selsym among so many 
others before choosing his spec ial
ity. Some selsyms choose to remain 
in the main body of their army and 
become veterans to who the young 
recruits entrust their lives. 

The Cynwall people is neither nu
merous nor prosperous, so each and 
every life is precious. The selsyms 
represent Lanever's first line of de
fence, but also its future . The gener
als of the Dragon always make sure 
that the selsyms at the front lines get 
rapid and efficient support on behalf 
of their army's other units . 

AZURE 
HUNTERS 

To ma nage to concentrate and 
to draw from one's hidden re

sources to carry out feats is an art 
among the warriors of the Dragon. 
Be it agility, coordination, or a su
pernatura l talent, the azure hunters 
have the reputation of never trem
bling when they fire. The precision 
they show is breathtaking and is often 
enough to intimidat e opponent~ who 
are a bit too sure of their armour or 
their reflexes. 

The azm;e hunters' crossbows are 
helianthlc ) weapons, meaning that 
they were forged a.nd assembled by 
heliasts, the Cynwalls who hold the 
secrets of the magic of Light and of 
matter. By calling on its power, a he
liast can improve the precision and 
streng th of these weapons, which are 
as beautiful as they are dreadful. 

CYNWALL 
CONSTRUCT 
WARRIORS 

W hen they came to sett le 
Lanever, the Cynwalls ex

plored the sacred ruins of temples that 
dotted the sanctuary of the moun
tains. They managed to decipher the 
ancient enigmas engraved in their 
walls and discovered the remains of a 
forgotten and incredibly powerful ci
vilisation in the secret halls that they 
uncovered. These secular artefacts 
were protected by mechanical war
riors: constructs. Because they were 
pure at heart, the Cynwalls had no 
reason to fear their blades. 

The Cynwalls have managed to rep
licate and control these guardians of 
stee l. Yet they are still far from having 
pierced the greatest secret of the first 

constructs: the gift of a soul that 
gives them their own intelligence and 
an absolute autonomy. 
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DTHE 
WARVES 

A 

OF TIR-NA-BOR 
OBSTINATE TO THE DEAT 

ARMY 

T he dwarves, a pro ud and te 
nacio us people, live in the 
hearl of the Aegis mou n

tain chain ever since the world is 

the world. The legen ds of the plai ns 
say that these lofty sum mi ts, which 

touc h the domain of the gods, are 
alive. ~ck comes to life with a secret 
sh iver-and the mountain rumb les and 
smokes to the rhyt hm of huge mec h

anisms of bronze t hat ani mate th e 
u11dergrou nd cities ofT ir-Na-Bor . 

The dwarves have lived for a long 
time by their own means without 

counting on anyone and without tak
ing pa rt in the dangero us game of 
t reac herous alliances. Their ho me
land is the ir sou l and strangers are 
rarely welcome . Those who live on the 
pla ins have perpetuated thei_r peop le's 

ma rtia l traditio ns whi le t hose of th e 
mountains pierce d t he secrets of the 
forge a nd of steam. They all await the 
Argg-Am-Or kk, the final age, an era 
of des tructio n pred icted by t he gods. 

There is no longer any time left for 

experime nts and for helpi ng eac h 
ot her, for the long wait is over wit h 
the coming of the Rag'narok. lt is 
time for war. The dwarves raise th eir 
weapons and awa it death with their 

feetfumly planted on the ground . He 
who lives last, lives best! 

• 

EMBLEM 

Boar 

CAPITAL 

Ka-ln-Ar 

ALIGNMENT 

The Paths of Dest iny 

ALLLANCES 

Griffins of Akkylannie 

CULT 

Odnir , god of the mountain s 

MAGICIANS' PRIMARY ELEMENT 

Ear th 



·HISTORY· 

At the time the climate was so harsh that herbivores 
began hunting other animals to feed themselves. Civili
sations did the same and the people that was harassed 
the most was the only one to have stocked up massive 
reserves: the dwarves ... That is when the gods came to 
them to offer a deal. Their children, the giants, were dying 
and their heavenly parents were no longer there to come 
to their aid. So the gods invited the dwarves to their do
main of the Aegis, thus protecting them from winter and 
the desires of the other peoples in exchange for food that 
would allow the giants to survive. The deal was made and 
the dwarves sett led the caves of the Aegis Mountains. Tir
Na-Bor was born. 

W hen the Winter of Battles was over the dwarves ap
peared from their sanctuary: some returned to the plains 
and got on with their lives while others decided to remain 
in the mountains. So the dwarves lived through the ages, 
renewing the vow that bound them to the gods of the 
Aegis. Tir-Na-Bor developed, sheltered from need: the 
mountain dwarves discovered the secrets of metal and 
the power of steam. As for their brethren of the plains, 
they became formidable warriors. 1n time Lhe dwar ves' 
isolationist traditions became less rigid and they finally 
decided to go and explore Aarklash . That is how Tir-Na
Bor came to sealing its first alliance, that with the Empire 
of the Griffin ... 

Alas, an important event caught the dwarves with their 
backs to the wall: the appearance of the demons of Mid
Nor. The divi.nities of the Aegis are powerless, for the 
god of the chasms is their equal... Until now the dwarves 
always felt protected from outside threats, but th.is one 
comes from the inside. 

Has the hour of the Argg-Am-Ork, the end of days, fi
nally arrived? 
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N ever has a representative 
of a different people, not 
even a Griffin, been able 

to go any further than the great hall 
that serves as the entrance to the 
dwarves' underground cities. These 
halls are often used for markets or 
trade fairs for exchanges with the 
outside world, but they are always 
very weU guarded. 

The dwarves have many more en.
em.ies than they have allies: ores and 
Wolfen regularly launch raids on the 
outposts of the surface fortresses 
in order to steal meta l to forge their 
own weapons. The alchemists ofDirz 
and the Drunes respectively target 
the forge's secrets and the sanctuary 
of the gods. Their attacks are a Jot 
rarer, but much deadlier. A few nec
romancers have been spotted prowl
ing near the abandoned city of Lor
An-Kor and were chased away af ter 
a hunt lasting several weeks. In spite 
of all this the dwarves' true enemies 
remain thos e who have dishonoured 
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them. The goblins' opportunism and 
mediocrity are opposed to the values 
shared by the dwarves. The only one 
responsible is the one who pushed 
them to revolt: as long as they haven' t 
managed to exterminate Rat, the 
usurper god, the dwarves would not 
know peace. 

Rat is most certainly the cause of 
the second thorn in the dwarves' side: 
the Darkness that saw the birth of the 
goblins' god has taken possession of 
an Ancestor, thus turning brother on 
brother. Mid-Nor and h.is Possessed 
rise from the depths to try and sub
jugate their kin of Tir-Na-Bor. How 
could Hy.ffaid, the divine patron of 
Mid-Nor, let such a catastrophe come 
to pass? 

0 FHARDENEDSTEEL 
The dwarves of Tir-Na-.Bor are en

dowed with a personality that mea
sures up to their constituti on: one of 
harden ed steel. Once on their way, 
nothing can turn them from their ob
jective, whatever means are used and 
the powers against them may be. 
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7 hen they are described as being 

narrow-minded and stubbo rn , the 
dwarves don't take offence, on the 
contrary. Their way of thought has 
kept ingrained traces of the Winter 
of Batlles, when their people had to 
fight day and nightto protect its food 
reserves. This cultura l trauma st ill 
persists in the form of a strong desire 
for autarchy: the dwarves are reluc
tant to trust anyone, for deep down 
they know that as a last resort all peo
ples prefer treason to sharing. When 
danger is near, a dwarf will simulta
neous ly close the door to his house 
and to his heart , no matter what may 
happen to the poor soul who remains 
outside. Earning a dwarf's friend
ship and extraordinary generosity is 
hard er than climbing a mountain, but 
once they have been won, then noth
ing will make them falter ... except for 
disloyalty, which is often a declara
tion of merciless war. 

T HE UNDERGROUND 
CITIES 

The Aegis Mountains get their 
name from the dizzying altitude 
of their highest peaks, which in 
dwarven folklore are said to reach the 
domain of the gods, the Aegis. Over 
the centuries the dwarves have for
tified the place and made it impreg
nable, though a traveller can cross the 
mountain chain without ever seeing a 
single warrior ofTir-Nii -Bor. The in
nards of the Aegis are criss-crossed 

by a gigantic web of underground 
galleries that are sometimes high and 
wide enough for a giant to walk up
r:ight or for a whole column of fully 
equipped warriors to march through. 
These tunnels connect the fortresses 
at the surface and the underground 
cities like a priceless network that 
was carefulJy and rigorously thought 
out. 

Only a dwarf can know how many 
cities are hidden beneath the moun
tain flanks. The most known among 
them have no reason to be envious 
of the beautiful cities of the neigh
bouring empires, on the contrary . 
The dwarves even manage to culti
vate fields of crops and to raise farm 
animals in them! Steam allows every 
home to be supplied with water and 
heating. Strange machines travel 
along the caves' walls and throughout 
the underground network, ready to 
take passengers wherever they want. 
Lighting is ensured by growing lu
minescent lichens, called hysneh, on 
sticks like torches or Like household 
plants inside tinted glass lanterns. 

D wARVE N soc1ETY 
The mountain dwarves are un

equalled blacksmiths whose weapons 
and armour are un rivalled, except 
perhaps by the Akkylannians. 

The dwarves of the plains ' way of 
Life differs from that of their trog lo
dytic brothers, yet the relations be
tween the two ''families" are full and 

cordial. Those who settled the plain 
of Nael-Tarn live in fortified villages 
and, like their ancestors, they keep 
up their people's martial traditions. 
For them, every good dwar f must be 
a good warrior! How many young 
dwarves eagerly await the moment 
that they can go to battle and maybe 
become one of the formidable heroes 
that are the Defenders ofthePlains? 
,Among the dwarves, authority of

fe n lies in the hands of the family's 
1 patriarch, the Firstborn. Every city is 
led by a circle of family heads, which 
is placed under the responsibility of 
the oldest one among them, the Elder. 
Logically, the Elders of all the cities 
lead the whole of the dwarven nation, 
and their august assembly in turn 
chooses its leader, the Senex. More 
than just the mediator of the Assem
bly of Elders, the Senex is the on ly 
dwarf with two voices in their votes 
by show of hands. Seeing that the As
sembly of Elders has an even number 
of members, the Senex wields consid
erable power ... 

THE GODS 
OF THE MOUNTAINS 

Despite theirdilferences ,all dwarves 
worship the same pantheon of gods. 
They have a special place in the hearts 
of Tir-Na-Bor's inhabitants, for they 
aren't seen as the creators of the race. 
The gods of the Aegis are their pro
tectors and allies, in the same way 
that the dwarves are the protectors 



TlR-NA-BOR CHARACTER 

l(AHINIR THE SAVAGE 

T hesonofMol -DanHank-Ha1m, who fell into disgrace 
among his people, Kahinir led a life of vag ranc y for a 
long time , huntin g down his father's assassins with 

the hope of rehabilitating his memory. His peregrinations led 
him to great many places including the fabulous city of Laroq, 
the fortress of the Cynwfill dragon knights, where he remained 
for some time before continuing on his quest. What happened 
then is more of a mystery. It is said that he ended up finding 
his father's killer, but that he didn 't manage to fully quench his 
thirst for revenge. Whatever the truth may be, toda y Kahinir 
has rejoined dwarven society and has put the knowledge he 
gathered during his journeys to use to become one of the most 
prized armourers of the time. 
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and allies of the children of the gods, 
the giants. 

Odnir is the father of all the gods. 
The dwarves say that he was born of 
the encounter between Gheim, the 
Original Fire, and Nylheim, the Void. 
'Ihis giant gave birth to Aarklash and 
fO all beings that inhabit it. Lyfh is 
Odnir's mysterious wife, the goddess 
of life and of death who delivers wom
en during childbirth and whispers 
into the ears of the dying. Caradoc 
is the god of commerce and of sub
terfuge. No one can hear him, for his 
voice makes one deaf ... Uren is very 
popular among the dwarves, for he 

is the god of the blacksmiths. He 
sometimes blesses warriors 
by giving them a part of his 
power. His brother Bleddig is 

more esteemed among officers 
for he is the god of the warrior nobili
ty: courage, boldness and strategy are 
his domains. As for Gylfa, she reigns 
over nature and all things of Jove. Her 
cult is especially followed among the 
dwarves of the plains. 

And finally Hyffaid, who has a 
special place: he is the god of the 
Argg-Am-Ork , the battle that will 
destroy the earth. Few dwarves dare 
to openly worship him, for it is un
der his patronag e that the Ancestor 
nam ed Mid-Nor left to confront the 
brotherhood of the god Rat and re
turned centuries later at the head of 
the Possessed, who now threat en Tir
Na-Bor. 



TIR-NA-BOR TROOPS 

T 

' 
Regular Artillery I Elite 

SOLDIERS OF 
THE PLAINS 

W hile the mountain cities 
make up the fortified heart of 

Tir-Na-Bor, the vlllages of the plains 
principally have an agricultural voca
tion and help supply the fortresses in 
the Aegis with food. Their protection 
is therefore essential for the survival 
of the entire population. So smalJ 
forts have been raised all over this 
region in order to prevent all raiding 
attempts by the many bands of gob
lin pillagers and others that infest the 
area. These forts are mann ed GZ_gar
risons of soldiers of the plains, young-. 
dwarves who are doing their military 
service under the command of great 
champions known by the name of 
"defenders of the plains." Thus ev
ery young dwarf must devote twenty 
years of his existence to the protec
tion of his lands before returning to 
civilian life. 

DWARVEN 
BOMBARDIERS 

S klllecl smiths, the dwarves ofTir
Na-Bor can also, despite their 

conservative character, prove to be 
innovative and inventive, especially in 
the field of weaponry. Thus, under the 
guidance of two visionary armourers 
named Bal-Khan and Fenggar, they 
have recently developed a whole arse
nal using the energy of steam. Steam 
cannons were the very first we~pons 
to benefit from this revolutionary 
technology. Equipped with a portable 
boiler linked to a huge steel barrel, 
this machine is so cumbersome that 
it must be handled by a team of two 
servants . In spite of this, it remains 
much easier to handle and faster to 
move than any other piece of artillery 
of equal power. 

KHOR 
WARRIORS 

The caste ofKhor warriors is one 
of the most prestigious in the 

hierarchy of the armies of Tir-Na
Bor. Joining this elite corps is a dream 
for many ambitious young warriors 
hungry for glory, but the l<hors only 
recruit their members among the 
fighters who have already proven 
their courage, their skill at wielding 
weapons, and their abnegation. 

Those who are chosen then receive 
the greaL honour of wearing the or
der's traditional armour and bearing 
its coat of arms. In battle these fierce 
warriors are the rocks that never give 
up an inch of terrain to the enemy and 
return blow for blow without blink
ing. Talking about them, an officer of 
AJahan once declared that "confront
ing a Khor is like attacking a block of 
granite , the only difference being that 
the rock doesn't hit back!" 



OF 

GTHE 
OBLINS 

NO-DAN-I<AR ) 
THE GOBLINS ARE NUMEROUS, 

extre mely resourcefttl and incredibly 
sly. One should never trust them 

an d ,wt be deceived by appearances: 
11othing can resist them! 

ARMY 

W hen dealing with gob
lins one should never 
trust appearances. Their 

prolific race has multiplied a 11 over 
Aarklash. Wherever you may go, they 
wW al ready be there before you. When 
anger takes hold of them, they gather 
l\fld swarm over their enemy. 

A very long time ago the goblins 
were the dwarves of Tir-Na-Bor's 
slaves. Attempting to enchain them 
was madness: at the calling of the 
god Rat and using their strength in 
numbers, they fled while causing an 
indescribable panic. So they found
ed an empire in the swamps of No
Dan-Kar and then spread all over the 
continent. According to the brash
est among them, they have already 
conquered Aarklashl 

The goblins' tireless vitality is both 
their greatest quality and their big
gest fault. Among the goblins there 
are an impressive number of inven
tors who must also be sorcerers , or 
el how could they make their ex

machines work? The goblin 
divided Into a multitude of 

CAP ITAL 

ALIGNMENT 

ALLIANCES 

CULT 

Rat 

Kh'.lne 

The Paths of Destiny 

Devourecs of Vile-Tis, 
ores of Bran-6- Kor 

Rat, the god of the throng s 

MAGICIANS' PRIMARY ELEMENT 

Air 
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·HISTORY· 
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E stablishing a timeline of the great events that 
have marked the peregrinations of the goblin 
people is a superh uman task. For from north to 

south, east to west, even in the furthest corners of Aack
lash, the Rats are everywhere. 

watched this with great in terest These crearures were 
puny but numerous. So the dwarves joined m their game. 

1he goblins originally lived in the north of the Aegis 
Mountains. I hey were grouped into smalJ, primitive clans 
living in the dept hs of underground tunnels. Their fearfu l 
temperament didn't really incite them to venture to the 
outsi de, wh ich they considered to be the domain of the 
gods and of monsters. 

1heir history was turnetupside down the day that the 
dwarves, coming from the southern mountains, settled in 

their territory. 
Did they take the dwarves for envoys of the gods or even 

for the gods themselves? This remains a mystery. But after 
some time they began bringing them food and small stat 
ues of carved stone. This amuse d some dwarves. Others 

First they ordered them to dig galleries and to develop 
underground caves. The goblins carried out these tasks 
willingly and with fervour. "But while doing so they dis
covered numerous veins of metal. Within a few years all 
of the goblin tribes were enslaved. This situation lasted for 
hundreds of years, but it couldn't last etem alJy. The gob
lins became aware of the fact that the dwa.rves weren'l the 
divine beings they claimed to be. There was a great upris
ing and for a long time the tunne ls echoed with the noise 
of battle. The goblins outnumbered the dwar ves, but rhe 
latter were stronger, better armed and still inspir ed great 
fear in their opponen ts. The goblins left the Aegis Moun
tains and scattered in small groups. Most of th em crossed 
the Zokorn River north of the mountains and found ref
uge in the swamps of No -Dau-Kar. 

A B C 

THE RAG'NAROK 

W herever on earth they 
may live, all peoples 
of Aarklash have one 

day dealt with goblins . Though many 
consider them to be a bothersome 
pest, their relations with certain na
tions are sometimes comp lex. 

Some goblins are specialised in 
the sale of slaves. Yet all goblin mer
chants are not slave traders. Many of 
them are honest salesmen who travel 
across the continent selling the wares 
pillaged by the pirates, highwaym en 
and other bandits with whom they 
maintain exceIJent relations. 

They are also on pretty good terms 
with their "cousins" of "Bran-0-Kor. 
This relation is obviously in their in
terest since the goblins have discov
ered a new source of wealth in the 
ores' territory: petroleum! 

This flourishing commerce has let 
many goblins establish themselves i.n 
the biggest cities of No -Dan-Kar, and 
some even among the nobilit y of Cad
waUon. They name themselves "duk e" 

K L M 

or "marquis ," and though no one is 
fooled, no one would dare make fun 
of them openly since their fortun e 
lets them pay for a lot more than just 
titles of nobility. 

So within a few hundred years the 
primitive peop le that was once en
slaved by the dwarves has become 
one of the main actors oflife on Aark
lash. Nowadays, thou gh man y powers 
open ly show contempt for the Rats of 
No-Dan-Kar, none would risk tak
ing lightly the underlying threat the y 
represent. 

K L-ONE, 
THE MUSHRO OM CITY 

The biggest concentr ation of gob
lins known to date is located on the 
plateau of No-Dan-Kar . Their most 
ancient cities - Khine, Zilog and 
"Barg - are in the swamps along the 
northern coast where the plateau de
scends to sea level at the mouth of the 
Zokorn River. 

Today Klilne is considered to be 
the capital of the goblin nation. 
This is where the goblins fleeing 

T • 



the Aegi~ .\lountains settled to es
cape the dwarves. ln the heart of the 
marshes they discovered the ruins of 
an ancient city and thought the place 
perfect. 

Currently Klune is one of the most 
amazing cities. Over the decades the 
heart of the city has vastly spread 
in area. Goblins prollierate at sueh 
speed that their slums grow every day 
like mushrooms. 

The old centre of Klune is surround
ed by ramparts of stone and wood, 
but for a long time already dwel1ings 
have been built outside of this bound
ary. The outskirts are ten times more 
populated than the city centre. Most 
of the time the "houses" are built 
against the trunks of giant mangroves 
and small habitable annexes are built 
up in the branches to protect the in
habitants from floods. These hovels 
are made of wood and reed and of all 
kind of odds and ends pillaged in the 
four corners of the continent. 

The old town, though founded on 
the ruins of a city that was surely 
prestigious in its time, aJso has the 
same chaotic characte r. The impe
rial palace is the best example of 
this penchant for anarchy. Built on 
the site of an ancient temple, it is at 
once a remarkable collection of price
less elements and a true anthology of 
bad taste. Every goblin emperor has 
brought his personal touch to its dec
oration without bothering to put it 

into harmony with that of his prede
cessors. lrnmense statues stolen from 
Akkylannian temples stand next to 
Kelt idols. 1n the middle of the throne 
room stands a menhir engraved 
with Wolfen inscriptions, which was 
brought back from the forest of D.U
sha at the cost of hundreds of goblin 
Lives. lo his time, Emperor Frehon 
decided to have the council hall re
painted. So he made a deal with two 
Da"iki:nee prisoners who won their 
freedom by painting a magnificent 
fresco for him. 

T HE RULE OF 
GOLD AND FAITH 

Goblin society more or less resem
bles this disorderly structure. Rather 
than being an empire united around 
a strong leader, it really is a plutoc
racy, a society in which money rules 
as master and whose dignitaries give 
themse lves pompous titles. The bar
ons, dukes, counts and others don't 
stem from any kind of nobility. Most 
of them would even have a hard time 
tracing back their lineage. They a.re 
just goblins who are smarter than 
the others and who have managed 
to make a fortune, no more, no less. 
For among goblins, wealth opens all 
doors! 

The notion of empire is therefor e 
limited to an association of influen
tia I individuals united solely to resist 
the rise of those who are constant ly 
trying to take their place. 

Under such circumstances it is ob
vious that consp iracies and mysteri
ous disappearances are dally routine 
in Kl One and in other goblin cities. 

There is, however, a power other 
than that of gold. That of faith. 

The cult ofRat is particularly stead
fa~t and its faithful, like its prophets, 
a.re legion. The goblin "nobility" must 
,constantly deal with this parameter, 
which can push the populace to take 
up arms in the name ofanyholyquest. 
It has happened that a goblin eity is 
emptied by two-thirds of its popula
tion because it followed a visionary 
going on a crusade. The goblin ruling 
classes are extreme ly wary of Rat's 
faithful. They are constantly under 
surveillance and generous sponsors 
handsomely encourage their tranquil 
lity. But when one of them suddenly 
begins stoking the people's religious 
fervour with a bit too much spirit, he 
is usually"called back to be with Rat." 
Yet it happens that the emperor en
courages the faithfu l to wake certain 
passions among the population. Like 
this raids made really only to pillage 
take on the appearance of a true holy 
war. This has many advantages. First 
of all, gathering an armed force in 
a climate of great religious fervour 
takes a lot less time than normal con
scription. Secondly, the goblins fight 
with much greater courage when they 
do so in Rat's name. And last but not 
least, and here lies the cynicism of 
their manipu lation, when goblins act 



GO BUN CHARACTER 

l(OBALT THE CAUSTIC 

0 ne of the principles taught to candidates at the No-Dan-Kar Battle Academy in 
Klune is that in order for a goblin army to always move forwards, its soldi ers 
must fear its officers more than its enemies. Though he is only a sergeant, 

Kobalt has perfectly assimilated this rule, and consequently treats his soldiers in the most 
odious of ways. Tyrannical and irascible, he never misses a chance to make an exam_ple of one 
of them to maintain some kind of order and discipline among his troops, never hesitating to 
publicly humiliat-7 his victim - or even give him a thorough thrashing. This is why, despite 
his relatively old age and his weakness for mushroom brandy, his superiors as well as his 
underlings still respect film. -
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in their god's name they willingly of
fer most of the fruits of their ransack
ing to the members of the clergy, who 
then pass a big part on to the nobles. 

In such a climate it isn't very sur
prising that the emperors' longevity 

, is at the least uncertain. And in some 
cases appearances can be misleading. 
One very savoury anecdote is the fact 
that the current emperor, Izothop, 
isn't the same Izotnop who ruled un 
til recently. The latter accidentally 
died by suffocating under his pillow 
and hls successor , careful not to cause 
any kind of disorder, took on the same 
name for the common good . 

• 



GOBLIN TROOPS 101 

I 

Regular I Marksman Special 

KLUNE 
MILITIAMEN 

S upposedly charged with making 
some kind of order reign in the 

goblin capital, the Klfrne militia is, in 
reality, eorrupted to the bone by the 
city's "nobles." 1n the best of cases, 
its role is limited to protecting the 
interests of wealthy dignitaries who 
encourage its vigilance with generous 
bribes. However; the militia's aux
iHary activities are very often--mare 
than just breaches of their supposed 
responsibilities. Intimidation, racke
teering and violent repression are the 
daily lot, so much so that for many 
goblins of low birth the only way to 
escape these extortions is to take up 
the bludgeon themselves. Thus the 
militia's ranks are never in shortage 
of volunteers more willing to deal out 
beatings than to receive them, espe
cially if this activity, in addition to be
ing entertaining, is also lucrative! 

GOBLIN 
SPEARMEN 

C ourage has never been and 
most probably never will be 

the goblins' strong point. The stories 
being told about the speaJ"men tends 
to strengthen this impression even 
more. 

According to .rumour , General Xy
loca"in founded this armed corps after 
the first full-fledged battles the armies 
of Kli'lne had to wage against. their 
neighbours of the forest of Diisha. It 
is said that most of the goblins were 
so terrified by the Wo)fen that they 
didn' t dare get within thirty paces 
of their opponents and simply threw 
their weapons at their faces before 
running off as fast as their feet would 
carry them. Repeatedly confronted 
with these military disasters, General 
Xyloca'in spoke these now famous 
words: "If they're too chicken to fight, 
they should at least learn to aim!" 

I 
I 

GOBLIN 
GAS-BLOWERS 

0 riginally designed to cleanse 
the streets of the goblin capi

tal by chasing the vermin towards the 
slums, the gases <level.oped by goblin 
engineers quickly found a military 
use. The first ones were simply used 
to create smoke screens between the 
goblin ranks and the enemy army. 
Officially this innovation was made 
to protect the troops from enemy 
projectiles, but in reality the goblin 
officers saw a whole different advan
tage provided by the thick smoke: it 
prevented their troops from seeing 
the enemy before it became too late 
for them to flee! Later a lot more 
harmful gases appeared. According 
to rumour, some of these substances 
were even developed with the help of 
Syhar neuromancers. 



OTHE 
RCS 

A 

OF BRAN-0-1~ 

ENDOWED WITH HERCULEAN 
STRENGTH, 
the ores have shattered 
the chains that ,: 'f 
held them 'in stJ~ry qnd 

co~11/!1ered Br4n-G..Kor, 
· tiUI.Jphd tfJ:tl!.e b.r.ave. 

·: " 

ARMY 
-~ he result of the crossing of 
,, human and goblin genetic 

strains, the ores were cre
ated dttring the Age of Steel by the 
technomancers of the Scorpion. 
While trying to create warriors to de
fend their empire, the depraved sci
entists didn't think that the seeds of 
insurrection had been sowed in the 
blood of their creatures. The ores re
volted and took the road to freedom , 
not without having caused an inde
scribable massacre. 1l1eir journey 
Jed them to Bran-0 -Kor, the "land of 
the brave." The god Jackal took them 
under his wing. After having ensured 
their strength by giving them the soul 
of noble warriors, he opened them 
the gates to the world of spirits. 

Like this the ores survived for de
cades despite the dryness of the 
ochre soil, the thirst for revenge of 
their creators, and the numerous in -

• vasions of their territory. Nowadays 
ey are numerous enough to claim 

~~ir sovereignty. The ralks, the ores' 
arlords, are getting ready to begin 

r that will either give them a 
or cause the destruction of 

~pie. 

The Jackal 

None 

The Paths of Destiny 

Devourers of Vile-Tis, 
goblins of No-Dan-Kar 

Jackal, god of the canyons 
and of thunder 

MAGfCIANS' PRIM ARY ELEMENT 

None. They use instinctive magic. 



·HISTORY· 

W hen Shamir was still only the capital of the 
very young Scorp ion empire, goblin emis
saries appointed by Kl(tne presented them

selves and requested a meeting with the city's leaders. All 
they got for an answer was a forced stay in the biosurgeons' 
laboratories. 

by surpr ise, the crossbowmen trapped in the narrow cor
ridors were slaughtered barehanded by the unleashed gi
ants. Then the ores freed their brothers and sisters before 
spreading out in the city. 

To their great satisfactio n the biosurgeons discovered 
that some of the goblins' genes already had latent muta
gertic qualities that only needed to be stim ulated. 

A long and exhausting march then began for the fugi
tives. Of the four hundred ores who left Shamir , onlv 
half reached the canyons north of the S)'harhalna. They 
then decided that this land was theirs and that, like the 
sly and patient Jackal, they would end up vanquishing the 
Scorpion. 

The third generation of ores they developed lived up to 
all their expectatio ns. 

The Syhars q•;c kly realized that the ores were res istant 
to aut hority and could even be aggressive towards their 
masters. 

After their journey through the desert of Syharhalna, 
the ores named their territory Bran-0-Ko r, "the land of 
the brave," and they swore that nothing and no one would 
ever force them to tlee again. 

Basyleus Antykain, the high priest of Arh-Tolth, ordered 
all ores put to death. When the ores saw the crossbow
men get into position in front of their cells, they imme
diately understood what was happening. Raging mad, the 
ores managed to break open the bars of their cells. Taken 

For decades Jackal's proteges h id to escape the expedi
tionary corps seat by the Syhars. Then, more and more 
often the hunt ers became the hunted. Nowadays the al
chemists don't dare trespass the territory of Bran-6-Kor 
without a good reason and sufficient manpower. 

A B C D B F 
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THE RAG'NAROK 

U ntil now, with the excep
tion of a few adventurous 
individuals, the ores bare

ly sought to surpass the boundaries of 
their territory. Their everyday 1 i fe was 
still too full of uncertain t ies concern
ing their very own survival for them 
to spend time on other things than 
defendin g their land. 

The ti rst to take up contact with the 
ores were no doubt the goblins. The 
ores were sincere in their friendship 
for their close kin, but the goblins 
came to them more out of interest 
than compassion. The ores quick ly 
became aware of the crude attempts 
at man ipulating them made by No
Dan-Kar's emissaries. Nowadays the 
t ribes of Bran-0-Kor still consider 
the goblins to be natural allies, but 
they have only limited trust in them. 

Ot her travellers spontaneously 
came to them. At first the ores were 
wary of them, for their appearance 
was terrif ying and their mores even 
more so. They called themselves 
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Devourers and the mystics sensed 
such a dangerous aura in their pres
ence that they wanted to chase them 
away. 

But the emissaries of Vile-Tis per
suaded the ores to listen to them. ln 
the hearts of the warriors of the Beast 
blazed a hatred for the Syhars even 
deeper than that of the ores. Si nee 
then the ores regular ly inform the De
vourers of the Scorpions' activities. 

For some time now the ores have 
begun showing a vague desire for 
conquest. Their chiefs have learned 
the art of war. Today they are ready to 
take revenge on their past. 

THELAND 
OF THE BRAVE 

The ores live in perfect harmony 
with Bran-0- Kor. According to them 
they don't occnp y the land but they 
are part of it , for it has always been 
promised to them . The shakas, the 
orcish priests , claim that the god 
Jackal made Bran-C-Kor rise from 
the desert to welcome their people. 
So the ores are ek1:remely respectful 
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of their environment. They only burn 
dead wood and only hunt the strict 
minimum needed to feed themselves. 
For their religion is very marked by 
animism, and they believe that every 
natural thing, be it animal, plant or 
mineral, has a soul. 

The orcish tribes are scattered 
throughout all of Bran-O-Kor. Some 
say that this proves a shortage of so
cial cohesion among this people. This 
is false. The multiplicity of commu
nities is a necessity that has its roots 
in the ores' history and in their sur
roundings. 

In the years that followed their 
0ight, the Syhars sent numerous ex
peditions to Bran-O -Kor to eradicate 
their creat ions. Therefore the ores 
made it a habit to live in small com
munities in order to escape their pur
suers more easily. 

Nowadays they are able to defend 
themselves, but their land is so poor 
and food is relatively scarce. Th.is 
makes it impossible for a populous 
community to survive for long in 
the same place. for this reason the 
tribes are dispersed in such a way as 
to make the most of the natura l re
sources available. 

But when faced with adversity, the 
ores have always been united. Of 
course every tribe has its chief, but 
they know to give up their position 
when the mystics name the Kal-Ra"ik, 
the warlord who commands the 
united tribes. For the ores respect 
the value of their brethren as much as 

they do that of their land. As a gen
eral rule they never bother with quar
rels for power. On the contr ary, they 
are always proud to serve under the 
orders of a chief whose qualities are 
respected by all. 

When an ore claims to be his land, 
he isn't speaking in symbolic terms . 
The mystics' rites give them a more 
than intimate relationship with their 
direct surroundings. This bond is 
closer sti ll than the one unitihg the 
Kelt shamans with the Elr1mental 
Realms. For where a Kelt is able to 
project himself and comriiunicate 
with the neighbouring planes of 
Aarklash, an ore pushes his separa
tion from himself so far as to actua lly 
become an anima .l, tree or rock. 

As its name says, the instinctive 
magic practised by the ores is an in
nate aptitude. 

Concerning this subject some theo 
reticians put forward the hypothesis 
that it isn't really true empathy with 
nature but rather an astounding ca
pacity of abstraction . Thi.s allows a 
receptive subject to completely free 
itself of its physical limits in order to 
project itself mentally to the heart of 
a new element. 

Based on this postulate, it is highly 
probab le that this power appeared fol
lowing the genet ic manipulations the 
Sy.hars had made the ores undergo. As 
for the ores, they are inUmately con
vinced that it is a gift that Jackal has 
given them to allow them to prosper 

in a territory where no one else but 
they would be able to survive. 
Whatever the exact origins of this 

absolutely unusual psychic potential 
may be, it is the source of one of the 
strangest forms of magic found on 
Aarklash. 

ft is common ly admitt ed that in 
matters of magic, essence precedes 
form. Noth ing is created, nothing 
is destroyed, but everyth ing can be 
transformed . So like this magicians, 
whichever paths of magic they fol
low, perceive and manipulat e the 
essences of the Elements and of the 
Principles to alter their form. The 
ores do not handle these essences, 
for they themselves are the essence 
of their magic. And this essence is 
instinctively able to copy certain 
other elemental essences to acquire 
their properties. Thus an orcish sha
man is his own source of power, but 
he needs a model to be the catalyst of 
his magic. 

THE TRACKERS 
OF BRAN-0-KOR 

For many years after their flight 
from Shamir, the Ores had to rival 
in tactics and in tenacity with the 
Syhar expeditions that were sent to 
purge the edges of the desert of their 
presence. 

It is during these decades of guer
rilla warfare that the caste of the 
Trackers was born. These Ore war
riors have broken all bonds with their 



ORC CHARACTER 

SHAl(A UMRUI( 

0 rcish Shakas are the faithful of the god Jackal. 
Invested by divine inspiration, their sole presence 
is enough to galvanise the warriors, who are then 

convinced t~ be fighting under their divinity 's benevolent gaze. 
Umruk is tlie Shaka of the tribe of the Dead Tree, which was also 
that of Avangorok before he became a Tracker. Umruk is one 
of the oldest and surely also one of the wisest Shal<as of Bran-
0-Kor. Many are the young faithful who come begging him to 
teach them his priceless experience. It is even said that Shaka 
Morkhai' himself came to see him shortly before entering the 
Jackal 's Lair to receive the supreme sacrament there ... 



• KaJ Shadar • 
Tamaor . 

the Vulture 

tribes to vow their lives to the defence 
of their sacred lands. 

Having become masters in the art 
of laying traps and ambushes, the 
Trackers always hit there where they 
are least expected. 

A Tracker's life consists ef confron 
tations, privation and suffering. These 
warriors, who are completely vowed 
to their people, are always ready to 
intervene wherever needed. Truce is 
rare. 

Since the beginning of time the vul
ture is a survivor that finds its means 
of sustenance wherever it can, with· 
out asking itself for how long it has 
been there. The vulture is the guard
ian ofBran-6-Kor whose piercing eye 
relentlessly watches over the desert , 
the canyons and the plateaux. No in
trud er escapes it and its presence is a 
sign that death is about to strike. The 
vulture is patient. It knows to wait 
for hunger, thirst and exhaustion to 
bring its victim to its knees before 
giving it the final deathblow. Seeing 
all this , it is not surprising that the 
Trackers have d1osen this raptor as 
their totem. 



ORC TROOPS 

ORC 
BRUTES 

B y essence and by nature, ores are 
warriors above anything else. 

This is so true that when the winds 
of war blow over their territ ory, not 
a single one of them doesn't answer 
the calls of their chiefs. Impressed by 
their massive build and their stre ngth, 
the men who have had to confront 
them have nicknamed tlffin''6rutes." 
Seeing the determination with which 
these warriors light in combat, one 
can only admit how fitting this moni
ker is. Bigger than most of their op
ponents by a head, they relentlessly 
bring their enormous scimitars down 
to chop off the limbs, crush the ar
mour and shatter the bones of their 
enemies without the faintest pity for 
those who violate their territory. 

ORCSWITH 
CROSSBOW 

Most of the time the ores are 
considered to be an under

developed people. Yet, though it is 
true that their culture is exempt of 
any technology and that most of their 
weapons were salvaged from their 
opponents ' corpses, they neverthe
less have a sense of observation and 
are able to copy certain mechanisms. 
Thus, using a Syhar crossbow .of the 
sands as model, they managed to 
create a Cfossbow that may be crude 
and less precise, but which is just as 
powerful. These weapons are still 
rather uncommon because the ores 
who know how to build them are 
not many. Moreover, orcish warriors 
generally prefer close combat. How
ever, the use of these crossbows dur
ing guerrilla operations is becoming 
more and more frequent. 

BRONTOPS 
RIDERS 

B rontops are among the biggest 
anima ls on the continent of 

Aarklash, and though they aren't of 
an aggressive nature, they can prove 
to be extremely dangerous when they 
feel threatened. The ores very quickly 
saw Lhe use the)' could make of these 
mastodons if they managed to train 
them as mounts, and so began do
mesticatin g them. A brontops's train
ing is long and delicate, the main 
difficulty being making them docile 
enough to ride them without making 
them inoffensive or even fearful in 
combat. However, the result is worth 
the trouble, for rare are the fight
ers who can resist a charge by one of 
these pachyderms. Made furious by 
the fighting, they mercilessly trample 
and gore anyone mad enough to get 
near them. 
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THWOLFEN 

OFYLLIA 
THE lvfOON JS FULL 

and her terrifying children, the Woljen, are on 
the hunt. Soon the howls of the pack's warriors 
will mingle with those of their prey. 

ARMY 

I t is said that in ancient times, 
in the age when the gods still 
walked on Aarklash, the moon

goddess gave her blessing to the most 
powerful of the wolves. He became 
the First-Born, the a.ncestor of the 
noble and savage raee of the Wolfen. 

Ages have passed. Whole empires 
have been founded and have fallen 
into oblivion. Vain warlords fight 
amongst themselves for their few 
lines in the annals of history . .But 
the Wolfen remained faithfu l to 
the eterna l cycle of nature that has 
made them the continent's greatest 
predators. 

Alas, the age of the Rag'narok has 
befallen Aarklash, bringing with it 

'ie""'corrnption of Darkness and the 
promise of a war without mercy. An
ger consumes the heart of the Wolfen 
and obscures their pure soul. The 
packs of war multiply. Those who 
once fought for domination now 
struggle for the very survival of their 
race. 

• 
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The Moon 

Morn 

ALIGNMENT 

The Paths of Destiny 

ALLIANCES 

Da'ikinee elves 

CULT 

Yllia, the moon-goddess 

MAGIC IANS' PRIMARY ELEMENT 

Water 



·HISTORY· 

T he history of the Wolfen is in their image: in
stinctive, savage and primitive. The people of 
the Moon hasn't kept a real trace of its evolution. 

Yllia's wolves perpetuate their cu lture through a collection 
of legends transmitted by word-of-mouth or represented 
by shamans on Strips of Whispers. The great Wolves of 
the past and of the present are thus shown as an example 
and define the Wolfen's warrior ways better than dates ... 

So YUia went to see the most powerful of all wolves and 
blessed him with her love. Thus the First-Born and his de
scendants, the Wolfen, would eternally punish the Crafts
man's offspring for havingforesworn the laws of natw·e. 

Yllia revealed to her children the secrets of her magic by 
teaching them the language of the Strips of Whispers. The 
Moon also showed them how to forge weapons as sharp as 
her own crescent. 

.-- One night Yllia came down from her celestial throne to 
visit the Realm of mortals. While the Moon was filled with 
wonder by nature 's beauty, her gaze landed on a pack of 
wolves. The purity and the power of these noble animals 
subjugated the goddess. Of all creatures, no other deserved 
to become lord of this Realm more than the Wolf. 

But Ylliahad to prevent the Craftsman's corruption from 
tainting the mind of her warriors. Every time the Wolfen 
used the goddess's divine gifts, Yllia came to test their pu
rity by demanding a sacrifice, be it small or large. 

Except perhaps the Craftsman: this being had rejected 
its instinct in order to build tools. The Moon plunged her 
gaze deep into a body of water and there she saw the fu
ture: the Craftsman would use his corrupt mind to en
slave the Wolf. This should not be so. 

That is how the Wolfen crossed tl1e centuries, always 
faithful to their traditions and to their powerful instinct. 
They prospered all over Aarklash, travelling in packs and 
raising Circles of Stones wherever Yllia transmitted her 
wisdom, her strength and her magic. 
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THE RAG'NAROK 

W arlords have been con
cerned ever since the 
Wolfen's protectorat es 

started to become fractioned. Today 
Yllia's children unite around pack 
leaders as powerful as they are vindic
tive. Mor e and more often they launch 
destructive assaults against other 
peoples without any other apparent 
reason but the lust to kill. When ques
tioned about their people's ever more 
violent ways, Yllia's childr en answer ... 
that only the stron g will survive. 

A recent phenom enon causes the 
shamans great concern and con
stantl y shows up in the predictions of 
Whispers. Ophyr the Guardian has 
given a name to this peril that thr eat
ens the whole of the Wolfen people: 
the Spawning of Destruc t ion. 

This scourge is especially present 
among the younger generations and 
pushes the Wolfen to wage war more 

and more often and in the most fero
cious of ways. Stranger yet, the faithful 
of the goddess Yllia encourage their 
brothers to follow this path whenever 
they aren't themselves at the head of 
the packs decimating supposed ene
mies. It is hard to determine if this in
crease in violence is the consequ ence 
of an abandoning of customs or a 
divine sign, but if it continues in this 
way, all the peoples of Aarklash will 
un ite to eliminat e Yllia's children. 

Some Wolfen preach all-out war 
while others are partisan s of har
monious cohabitation , and all tu rn 
t owards the shaman s to take a deci
sion. The latt er do not know what to 
answer: Yllia remains deaf to their 
appea ls. 

T HE SAVAGE PACK 
Wolfen usually travel in packs of 

several individuals and are ready to 
place tribal grudges aside when they 

T ...... • 
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must unite to confront bigger and 
better equjpped armies than theirs. 

Two kinds of packs have been ob
served: nomadk ones and sedentary 
ones. 

Sedentary packs establish a ter
ritory, a "protectorate," around the 
sacred sanctuaries of their people, 
the Circles of Stones. Most of these 
domains are known and carefully 
avoided by these who care for their 
life. Many others, however, have 
been abandoned for one reason or 
another and are now an integral part 
of a lord's territory . So when a pack 
appears and reclaims its ownershlp 
of the sanctuary, the sH:uation often 
turns into a massacre. Some seden
tary packs mark the borders of their 
protectorate with Str ips of Whispers 
and use intimidation rather than 
force to scare off any intruders. Oth
ers, however, don't hesitate to merci
lessly slaughter those who dare enter 
their territory. 

As for nomadic packs, they follow 
their game wherever it wanders and 
only recognise the borders of their 
people's protectorates. Toe nomadic 
Wolfen packs are a constant cause 
for concern among the populations 
that are often powerless when faced 
with the destruction caused by these 
wandering predators. Crossing paths 
with a Wolfen pack that is in the 
midst of a frantic hunt is one of the 
worst things that can happen to a 
convoy. 

THELAW 
OFtHEWOLF 

Toe Wolfen respect the traditions 
of their forefathers. Their nature and 
intransigence can vary from one pack 
to anot her depending on the pack 
leader's severity or on the abundance 
of their resources. 

Each pack is led by a dominant in
dividual: in times of peace this is 
often a shaman or a faithful of Yllia 
who manages the pack's business. In 
times of war this role is given to the 
best warrior. Alas, many packs are in 
a permanent state of war ... in which 
case the shaman becomes Yllia's 
voice among his brethren. He then 
inscribes the pack's history and un
veils the secrets of the future on care
fully prepared Strips of Whispers. 

The Wolfen ensure the vigour of 
their people by pitilessly condemn ing 
weakness. If one of their kind is un
able to assure his own survival using 
his fangs or his cunning, his status 
within the pack quickly sinks until he 
is finally abandoned by his pack or he 
puts an end to his life in an honour
able way. 

THE CIRCLES 
OF STONES 

The protectorates of sedentary packs 
are the children of Yllia's sanctuar ies, 
for at their centres stand the Circles 
of Stones that mark the places where 

their goddess has appeared. Circles of 
Stones are sacred places where magic 
can almost be touched and where 
the most valiant warriors are buried. 
This is also where the Wolienaddress 
their prayer howls to Yllia and where 
rituals are organised every tin1e the 
moon has a part icular aspect. 

The greatest of these Circles of 
Stones is M6rn in the north of the for
est of Diisha, the land of the Wolfen. 
According to legend this is where Yl
lia gave birth to her children. .. Once 
every year, when the winter solstice 
is nig h, all the packs reunite at M6rn 
and exchange their tales during 
great festivities. They also say that it 
is among the ageless trees of Diisha 
that the First-Born and the Worgs, 
he-hea:s to the moon's immortality, 

roam. 

THE CALL 
OF THE WILD 

No advice, as good as it may be, can 
prepare a war chief for an encoun
ter with the Wolfen. Waging batt le 
against them is like confronting im
placable wild beasts to who kilUng 
is second nature. In open ground 
Yllla's children use their long hind 
legs to swiftly strike their enemies at 
their weak spot as if they were chas
ing a docile herd, and then use their 
strength to crush their prey before 
retreating out of reach. ln difficult 
ground, such as a forest, the situat ion 



WOLFEN CHARACTER 

ASGAHR 

Morn is the first and the most scared of the 
Wolfen Circles of Stones. Rising at the heart of 
the forest of Diisha, it marks the place where 

Yllia gave birth to her terrifying children. Asgahr is the pack 
leader of he Path of Opal and the protector of Morn. After 
having consulted the oracles, the other pack leaders designated 
him to bear the sacred arms of Yllia , three legendary artefacts 
that , when united, generate immeasurable power. 
Asgarh, champion of the moon-goddess, must lead his people 
to the final battle that determines the destiny of the whole of 
the Wolfen race. This extraordinary warrior is condemned to 
vanquish. 
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is even worse: the enemy is isolated, 
ambushed and cut to pieces before 
even having time to react. 

Wolfen very rarely mingle with other 
peoples. Their beliefs make any com
promise with the Craftsman anath
ema to them. Despite appearances, 
the mind of the Wolfen is most often 
closer to that of the wolf than to that 
of men. For all of these reasons the 
Wolves of Diisha are often seen as 
being monstrous, savage beings that 
must either be kiUed whenever pos
sible or avoided as much as possible. 
Their culture is little known, and 
most don't even believe that they have 
on'e-at all! 

Generally speaking the Wolfen 
nation doesn't have any hereditary 
enemy. The Wolfen nevertheless 
regularly confront all of the other 
peop les of Aarklash ... The nature of 
this adversity depends on the situ
ation: it is occasional if the pack is 
nomadic, recurring if it is sedentary. 
The forest of Diisha, the homeland 
of the Wolfen, is thus constantly be
ing assau lted by the Empire of No
Dan-Kar, which wishes to expand 
its territory at any price. As for the 
dwarves of the Aegis Mountains and 
the ores of Bran-6-Kor, they have 
understood a long time ago that 
nothing and no one will chase the 
Wolfen from their frozen forest. It 
seems that Emperor lzothop doesn't 
want to hear about it ... 

.. 



WOLFEN TROOPS 

Regular Marksman I Special 

FANGS 

A II of the moon-goddess Yllia's 
children are born with the pred

ator's instinct. They begin hunting at 
the same time as they leaq, to stand 
upright and run. When they- r-each 
adulthood, the young Wolfen have 
naturally become terrifying warriors. 
They are always at the top of the food 
chain in the region where they have 
established their hunting territory. 

Wolfen warriors are nicknamed 
"fangs." Fang warriors and great 
fangs (who are more experienced) 
wield their people's traditiona l weap
on, the reaper, by pairs. They use their 
strength, their speed and their feroc
ity to devastate enemy ranks by liter
ally "reaping" their opponents. 

WOLFEN 
CROSSBOWMEN 

The Craftsman, the force that 
pushes its prey to build tools to 

protect itse lf, is the moon-goddess 
Yllia's enemy. As a conseq uence the 
Wolfen balk at any form of technol
ogy. Alas, the Craftsman's slaves have 
built treacherous weapons that can 
slay a Wolfen from a long distance: 
bows, rifles, cannons ... To avoid per
ishing in a degrading way like a deer 
at a hunter's arrows, the Wolfen have 
built crossbows. These true ballistae 
(to a human scale) can stop a gallop
ing warhorse in its tracks or destroy a 
sma.11 war machine. 

WOLFEN 
VESTAL 

C ertain female Wolfen are born 
bearing Yllia's mark. Educated 

by the elders of their kind, they follow 
the way of the moon -goddess's female 
warriors. Agile, quick and elusive, 
they hand le their weapons in such 
confounding ways that no one can 
anticipate their attacks. 

The vestals' initiatory journey is a 
succession of trials that only the most 
resistant of them surv ive unharmed . 
Yet there are some among them who 
choose to surpass their fun.its and un
dergo the suffering of the rite of the 
White Shadows. Those who survive 
become sacred vestals. Fiercer and 
more skilled than their sisters, they 
show an indefectib le faith and fight 
to quench their goddess's thirst for 
blood. 



DTHE 
EVOURERS 

oFVILE-TIS 
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ARMY 
''My 11ame is Zefre11. 

I am what you calf a 'De-
vourer,' an 'enchained 

one' or also a 'disciple of the Beast.' 
1 was once part of the pack of tire Moa11-

f11g Moo11 in tire eastern part of Avagddu. 
The Beast came 011e night, bor1'1e by a 
s}looti11g star that crashed in our circle of 
stones. Vile-Tis, the god qf cpmage, ltad 
bel!/l'CilSt Olll a11d condemned by his kind 
lo roam Aarklasli w1til time got the better 
of him. Resolved to get revenge, he told us 

- /J..is story and revealed the gods' te1Tifying 
sea:ets. To prove what he was saying \lile
Tis brot_e the cltalns of our ig11ora11ce. He 
showed us YlLia's true intentions for us 
and every 011e of us finally fell tlie m,11, 

that had bee11 slumbering within us come 
to the open like an obvious fact that ivas 
ignored for too long a time. Yllia doesn't 
/<)ve lrerchildreu. Our lust for murder isn't 
a noble heritage but rather her curse. The 
gods keep us enslaved and lead us straight 
to tire slauglrterho11se. 

We made a pact with the Beast. If he pre-
11ented the gods from silencing 11s ive ivould 
help him get his revenge. 

You hate us for our cruel words and tire 
massaores we commit You fear us because 
we eat your flesh. Know that you have the 
choiee to be the masters of your destiny or 
IQ remai11 tire servile dogs of tire usurpers. 

on:t let anything or n11yo11e decide for 
you ... bm just try and get in our way and 
you will know pain.• 

~ - Extract from a conversation 
transcribed and reformulated 

by Vistan the Faceless 

EMBLEM 

The Shooting star 

CAPITAL 

None 

ALIGNMENT 

The Paths of Destiny 

ALLIANCES 

Goblins of No-Dan-Kar , Kelts of the 
Drune clan, ores of Bran-6-Koc 

CULT 

The Devourers want the gods 
to die. Vile-Tis's revelations give 

them dreadful powers to alter reality . 

MAGICIANS' PRIMARY ELEMENT 

Water 



·HISTORY· 
''O ne night Yllia came down from her celestial 

throne to visit the Realm of mortals. While the 
moon was filled with wonder by nature's beau

ty, her gaze Jell upon a pack of wolves. The purity and the 
strength of these noble animals captivated the goddess.• 

Vile-Tis revealed the gods' games and the atrocities they 
made their own children suffer to the stupefied Wolfen. 

The rebel god wanted to crush his celestial brethren wilh 
his own hands. The gods had united to vanquish Vile-Tis 
and cast him down onto Aarklash. This is how the insolent 
warrior god came to share the fate of mortals. 

To the Devourers all this is a bunch of lies. Vile-Tis, a 
fallen god coming from the stars, has revealed the true 
story of their origins to them. 

»One night Yllia came down from her celestial throne to 
visit the Realm of mortals. While the moon was admiring 
her own reflection in a pond, a powerful Wolf became spell
bound by her beauty and wished to make her his mate.• 

»The moon became aware of the lies when she gave birth 
to a litter of wolf cubs. Her wrath was terrible: she cursed 
the Wolf and his children . They would never.find love, nei 
ther with nature nor with humanity. Their savagery would 
be their curse. Thus were born the Wolfen.'' 

In fact, Yllia hated her children ... 

Vile-Tis, carried by a fallen star, crashed io the heart of 
the territory ofEllis, a pack leader. The Wolfen, sensing his 
incredib le ferocity, named him the Beast. 

Dumbfounded and sceptical, the Wolfen asked the Beast 
only one question: which deceitful and lying god had of
fered to transform the enamoured Wolf into a man? Vile
Tis's answer came like a clap of thunder. 

"How could a wolf rouse the Love of a goddess? Then came 
a strange god who offered the Wolf a deal. The Wolf ac
cepted it and the god used his powers to turn the Wolf into 
a man of divine beauty. The disguised animal introduced 
himself to Yllia and she gave in to his advances." 

The Beast was preparing to confront h.is divine brothers 
when Ellis proposed a deal. They both desired one thing: 
to see the gods die. Ellis and his pack would be Vile-Tis's 
warriors if he helped them get their revenge. A new pact 
was sealed. 

Thus were born the Devow-ers. 
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THE RAG'NAROK 

D evourers aren't immediate
ly hostile towards represen 
tatives of other people. At 

least not as long as they aren't starving 
and their inter locutors show them
selves to be inoffensive ... The Beast's 
disciples can even prove to be curious 
and communicative, though it may be 
in their own un ique way. The Devour
ers have traded a pa.rt of their animal 
nature for a painful and indefinable 
sensitivity that constantly wavers be
tween good and evil: conscience. 

The Wolfen. of Yllia only seem to 
be able to ally themselves with those 
who appear to be close to the ways of 
savage nature. A subtle nuance: the 
Devourers on ly ally themselves with 
those who can bear thei r savagery. 

The Devourers have just appeared 
on Aarklash. Nothing about them 
can be claimed to be certain and no 
one knows if their beliefs will survive 
themselves. ls their different percep 
tion of ex.istence and conscience a 
sign of greatness or of decadence? 
Some take pleasure in eating their 
opponents ' flesh and others seem to 
be looking for a goal to pursue durin g 
their infernal existence. Never has 
the moon's curse been stronger than 
amongst those who have renounced 
her. 

Their crusade against the gods is 
desperate, and they don't hesitate to 

sometim es st ray in order to satisfy 
their tenebrous desires. But until now 
no divinity has been able to crush 
them.In the hour of the Rag'narokthe 
Devourers are the symbol of the role 

T 
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thar the forces of Destin y will play in 
the war opposing Light and Darkness 
for the future of Creation. 

E ATERS OF FLESH 
Considering their recent emer

gence and their low numbers, it is 
still impossible to know if the De
vourers are a people on the rise or a 
branch of the Wolfen that is desti ned 
to vanis h. On ly Ti me, the scourge of 
the gods, will tel1. Until now the re
lations the Devourers have had with 
other peoples have bee n restr icted 
to short, often ext remely violent en
counters . Many a lord has had a hard 
t ime enduring the presence of these 
shadowy Wolfen in his lands. The 
Beast's disciples owe their name to 
one of their most dreadful customs: 
unlike their Wolfen brethren, they 
don't hesitate to "devour" their vic
tims who fell in combat , sometimes 
even alive. 

W ARRIORS 
OF TH E BEAST 

The Watcher, a Wolfen close to the 
Sessairs, has given essential testimony 
concerning this nomadic community 
when his human companions ques
tioned him about this new menace. 
This is an approximate transcript of 
his testimony, which has been passed 
around from the mists of Avagddu to 
those of Cadwalion. 

"'ll1e Devourers differ greatly from 
the other Wo/fen. Each one of them 
is absolutely free to do and say as he 
pleases. Among them there is no hier
archy, no authority of a chief each one 
only eats what he manages to hunt. 
They don't travel in packs but rather 
in "bands" of several individuals with 
shared interests. Nevertheless, one of 
them can very well travel without any 
other companion but the stars and 
sell his services to the highest bidder ... 
Such a lone traveller isformidable ,for 
he survives without his companions' 
help while the gods wish for his death. 
In times of war as in times of peace 
they do, however, recognise the skill 
of the strongest or the wisest amongst 
them and sometimes accept to follow 
his orders. 

Devourers can show ingenuity as 
brilliant as that of humans, which 
they only use to feed their unquench
able thirst for cruelty. Their faith in 
the Beast, which turns them into mer
ciless 111arriors, has perverted their 
animal instinct. 11zey have forgotten 
that one must hunt to live, and not the 
other way round! I'm sure that the De
vourers could accomplish great acts 
and yet ... 1 believe that this doesn't 
interest them. 

They barely make a difference be
t111een their prey and their enemies. 
They don't even consume their vic
tims to steal their strength or to fulfil 
a symbolic act, but only to satisfy an 
unnatural desire. Their customs are 

neither those of the Wolf en nor those of 
the moon, and even less so those of life. 
For this reason a \Valjen would try to 
punish a Devourer on the.first chance 
he gets and this is also why 111ild crea
tures flee from them. As strange as it 
may seem, the Devourers feel no ran
cour towards either of them. 

Under other circumstances I would 
have shown tolerance. But 1 cannot 
accept such monsters as brothers. The 
way they treat their enemies and the 
despair gnawing at them are abso
lutely obscene." 

G o'DKILLERS 
To thebevourers the gods are in no 

way the creators of the un iverse. On 
the contrary, the primordial forces, 
such as the ones that gave birth to 
wind, death and magic, have engen
dered them. The gods are thus just 
extremely powerful individuals who 
reign over Creation by enslaving the 
beings that are weaker than they are. 
The Devourers know this, for it is a 
fallen god who guides them towards 
a fate that will free Aarklash from the 
yoke of his brothers: this fallen god is 
ViJe-Tis, the Beast, the incarnation 
of war and carnage. The Beast has 
taught his secrets to his warriors and 
protects them from all perils that may 
befall them. This is why the Beast's 
faithful manage to infringe the divine 
laws unti l they collapse onto them
selves in a maelstrom of negation and 



DEVOURER CHARACTER 

NEMETIS THE SACRILEGIOUS 
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emetis the Sacrilegious -is one ~pe first Profaners of Vile-Tis. His 
power is nothing q> afoeca..n"'•nat of the faithful of the secular cults, 
but it gr en he attacks places of worship and 

their guardians. His di · s lucid words inspire his companions 
and guide them on th · eedom ... and of the Beast. 



paradox. In their presence dreams 
and devotion give way to disillusion 
and emptiness. Vile-Tis has also giv
en them the secret of metal, allowing 
them to forge weapons and armour 
without equal on Aarklash ... except 
perhaps among the alchemists of 
Dirz. This fact is doubtless ly a valu
able clue to the cause of the hatred 
felt by the Beast and his disciples for 
the Syhars. 

The Devourers are free predators 
whc, despise the cycle of life's weak
ness. Aarklash will learn this in 
suffering. 

1 

I 
T HE '.PROFANERS' 
ALLIES 

The war they have declared on the 
gods, as well as their ferocious ap
petites, have drawn the Devourers 
and the Kelts of the Drune clan to
gether. They both embark on pitiless 
raids followed by nightmru:ish feasts. 
Some Devourers have thus joined the 
Drunes. 

But flesh isn't the only bait: profit 
isn't far behind. The goblin generals of 
No-Dan-Kar know to take advantage 

· • f.ftheDevourers' unclear moral stan
dards and pull them into their wake, 
for the better and for the worse. 

The Devourers' latest allies are the 
onfy ones who didn't raise their weap
ons on seeing them arrive, namely the 
ores. The sons of fackaJ and the disci
ples of the Beast share the same taste 
for independence and especially the 
same enemy: the alchemists of Dirz . • 



VORACIOUS 
WARRIORS 

Many \'qolfen refuse to believe 
Vile-Tis's revelations when 

they discover them. Doubt neverth e
less grows in their mind and the echo 
of an obvious fact that has been ig
nored for too long comes to rise. Most 
of them persist in their blindness and 
remain faithful to Yllia, the moon, the 
goddess who has always controlled 
the rhythm of their existence. 

Some of them, gnawed at by contra
dictory instincts , go mad and throw 
themse lves into combat in order to 
get over with it in an honourable way. 
The others, their mind and instinct 
freed from the chains of their old be
liefs, join the Devourers. 

Voracious warriors are the most nu
merous warriors of the Beast. Barely 
has the batt le begun that they let 
their bloodthirst y impulses run loose 
and give in to an orgy of slaughter. 

HEAD 
HUNTERS 

T hough they share a taste for 
massacre and human flesh with 

their brothers, head hunters give 
privilege to cruelty over savagery 
when putting their victims to death. 
While warrior s crush and slash the 
enemy. head hunters go looking for 
the chiefs, magicians and especially 
the faithful. A morbid competition 
then follows and is won by the one 
who brings back the most trophies. 

The Star of the Beast, a th.rown 
weapon with wnich head hunters slay 
their prey, is forged by the profaners 
of Vile-Tis and enchanted by the ha
ruspices. It slices the air looking for 
blood, following unpredict able tra
jectories that plunge its targets into a 
state of confusion. 

ECLIPSANTES 

A IJ Devourers are equal in war. 
The females have their place in 

combat and their incredible feroc
ity easily equals the fierce violence 
of the males. The most agile and the 
most murderous among them are 
defied, vanquis hed and then train ed 
by an eclipsante, an assassin of the 
Beast. Gathere d in "Eclipses" around 
their mistresses -in-arms, they learn 
to mete out death in a thousand dif
ferenl ways. They also discover their 
caste's secret techniq ues, among 
which are the Black Veil and the Sab
bath of the Shadows. 

Once their apprenticeship has end
ed, eclipsantes are free to go wherever 
the)' wish and to choose their victims 
among the Devourers' numerous ene
mies. Some join a band; others embrace 
a life of criminal wandering ... 
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ELVES 
\\'(..\RRIORS OF DREAMS 

Guardians of the power 
of life, theDai'kinee elves 
fo rm a savage and secretive 
people. They fiercely defend 
the sanctuary of the Emerald 
Forest and struggle against 
tlre world's extinction. 

ARMY 

I n the 0ther peoples' eyes the 
Daikinee elves often pass for 
mysterious and savage beings 

lost midway between the world of re
ality and that of dreams.Their organ
ic armour, their composite weapons, 
and the devastating effects of their 
poisons make them strange compan
ions and formidable foes. Even when 
dressed to accompany a diplomatic 
mission, a Daikinee aJways keeps in
stinct sparkling deep within his eyes. 

The Da"ikinees rarely leave Qui
thayran, their emerald kingdom. 
Those who venture outside the for
est's borders are usually veterans ac
customed to the hardships of the laws 
of nature. When they decide to show 
themselves, their aura is immediately 
noticed, for behind their sometimes 
-lrail appearance hides a life force 
that no one can ignore. An individual 
who bumps into a Da'ikinee will most 
probably be the only one to fall, as if 
he had hit an invisible wall. 

The Scarab 

CAPITAL 

Laureken 

ALIGNM ENT 

The Paths of Destiny 

ALLIANCES 

Wolfen of Yllia 

CULT 

Aoh, the spirit of all life 

MAGICIANS' PRIMARY ELEMENT 

Water 



THE EMERALD • • 
PEOPLE 

T here is no trace of the elves before the Age of Re
birth. Their first steps in Aarklash's history are 
compiled in the tales of the other peoples. As for 

the Daikinees' collective memory, it begins at the moment 
that a handful of courageous warriors leave the Emerald 
Forest to go looking for the god of dawn. 

Aoh, the spirit of all life, had Jost his mind. Having be
come the Spir it of Winter, he sent his warriors to petrify 
the Eternal Forest. Eakhyn and Earhe, the spirits of Qui
thayran, were on the lookout. Eakhyn, the god of dawn, left 
to confront Winter accompanied by the fayes, the spirit 
guard ians of nature . Earhe, the goddess of dusk, asked the 
elves to protect Quithayran while she went to cure Aoh. 

When the fayes returned , Eakhyn had disappeared. All 
understood the reason why onEarhe's return. Within her 
she carried Aoh's pain and she gave birth to Wisshard, a 
gigantic beast. 

Wisshard was consumed by an unmentionab le hunger 
that he sought to appease by devouring all the creatures 

p t 

J> t ., 
r m -----

.1. -p ITc> 
OU u 
~ 111 

. I. 

/~ y, 

that passed within his reach. Earhe was still too weak to 
fight, and the fayes were swallowed up one after the other. 
Only Eakhyn could vanquish Wisshard. So the elves and the 
fayes decided to embark on a quest for the god of dawn. 

The Daikinees thus roamed in the borders of History. 
for a long time they remained an isolated people who re
sisted the presence of strangers ln their terr itory. 

Everything changed about five centuries ago when 
Queen Faye Ne-lnekia, the wife of King Seas, gave birth to 
the twins Ethan and Silmae. At Seos's death, Serrelis, the 
war of succession, broke out. Elhan abdicated and founded 
the Cynwall nation in the region of Lanever. A generation 
later Silmae's daughter ScaeHn succumbed to Darkness 
and fled. She then cast a terrible curse onto her people: ev
ery Da'ikineewoman would die short ly after having known 
love. A year and a day later, Scaelin took possession of the 
domain of Ashiniin without anyone being able to stop her. 

Fatality has befallen the Eternal Forest. Quithayran and 
the fayes are dying off. Darkness has swept over Aark
lash ... Aoh is ill once again. 
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THEEND 
OF LEGENDS 

without much success. If it weren't for 
the Da"ikinees' exceptional longevity, 
their people would already have been 
extinct for a long time. 

Unavoidable fatality hangs 
above the Eternal forest. 
Like Wisshard devouring 

the creatures of Quithayran, Scaelin's 
curse gnaws at the Daikinee elves a 
bit more each day. Their people's 
women die within hours after having 
given birth to their first child, thus 
reducing Quithayran's populat ion 
generation after generation. 

The Sentinels, magicians of 
Quithayran, aren't powerful 
enough to lift the Widow's 
curse. They can sometimes 
circumve nt it by favouring the 
birth of twins or triplets , but 

The curse takes on all its meaning 
when the Da1kinees' gaze turns 
towards the other bank of the 
Ynkaro, towards the Forest of Webs. 
The exceptional fertility of Lilith's 
daughters lets them foresee a most 
gloomy fut ure. As for the Cynwalls, 
the question of asking them for help 
hasn 't even been raised. The Exiles 
have abandoned Quithayran , and 
even if they agreed to return, their 

women aren't numerous enough 
to ensure the population 's 
renewal. 
Without the elves and their 

vitality, the fayes disappear 
one after the other. 

:.,-~ 

,. 
~ VE ~ 

U
,1\.,• I 

, 
. -~ .. 

KAEI.ISS 
THE Sil.ENT 

·n,l" Da"ikilll'l'S most 
oft, •n li,·e in t ight-knit 
l'Omtnun ities, protected 
by the lush h.l\·t·n 
formed by thl' Emerald 
Fon·st. Some, ho\\ ·'l'\'er, 
stil l feel the ca ll for 
adventu re and g ive 
in to this imper ious 
dt·sire lo leave their 
brethren. Kai'liss is of 
this le 1npl'r,1nH"nl. He• 
L'tnbarked on a Sylv.w. a 
D~frkinl'e n ~ssel rnade of 
p lants, which brought 
him lo C:.i<lwallon . 
Far from l)uithayran 
hl' disoivcrc•<l ti ll' 
torment of Cynwe 

l'Xilc. Cul off from 
lilt' fayes · influence, 
lw h~1s hecoml' a 
l\laalivati•. literally 
meaning an "uprooted 
one." raced with till' 

vice that r<"igns in thl' 
City of 'lh il'ves. Kacliss 
is st ill a live thanks 
lo his t•xce ptional 
111,,r tial ta lents. 
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OF CADWALLON 
CadwaUon is alive in many ways. 

The first thing that springs to mind 
is the stereotypical image presenting 
it as the City of Thieves, a place of 
wealth and poverty where all the 
peoples mingle with indecent apathy. 
But beyond its unique atmosphere 
Qadwallon is alive for it continues to 
rise proudly towards the sky despite 
all the perils threatening it, like a 
rose made of diamond and venom, 
insolent and magnificent. 

Cadwallon was once one of the 
symbols of the CynwaU's golden age. 
This city sitting at the mouth of the 
Ynkaro and the Leak'Shear rivers 
was not only a military stronghold, 
but also a major trading post in this 
part of the continent. Already at the 
time all the peoples of Aarklash met 
there to do business and to consplre. 

Then strange events agi.tated the 
life of the city. 

Rumour and superstition emptied 
the city reputed to be accursed in 
no time at all, abandoning the pre
tentious CadwaUon to the jungle for 

cades ... 
~nd of adventurers of which a 

n e Barhan named Van'ius was 
eturned to Lanever one day 

to have discovered fabulous 
in the ghost city. No one 
from the brief gold rush 
ed, and for good reasons: 

ilfk eaders of Acheron also de
the vealth of Cadwallon and 
ertt hree Necromancers to 

It. A~ong them was the in
Ollli Sop et Drahas, who is still 
sent in th city today. Vanius and 

ltls kind set UP, an expedition aiming 
to take back adwallon and prom

'tsed all those who followed them a 
huge piece of the spoils. This band 
of mercenaries cop-ii ng from the four 
·co~ers of Aarklash was named the 
j?o~ofWar. 

'Ille versatility of their talents 
and the unsuspected resources of 
the Dogs of War allowed them to 
overpower the forces of Darkness 
shortly before the armies of Light 
i.n.t~r.ven.ed to li.bexate Cadwallon. 



Through skilled negotiations Vanius 
managed to obtain the independence 
of the city he had conquered. He pro
cla imed himself Duke of Cadwallon 
and set his mind to restoring the free 
city to its former glory. 

Over the years, a growing number 
of bandits and souls longing for free
dom came to Cadwallon to find a new 

life or new sources of profit. When 
the city's housing became too scarce 
to she lter all the new arrivals, the ar

chitects built additional storeys on 
top of the hou ses . Then another. And 
yet another ... 

he City 
of Thieves by vis itin g ambassadors. 
Laws and institutions were strength 
ened at the same time as the crime 
rate rose . Over time , the Dukes suc 
ceeded each other at a slower rate. 
When Cadw allon's militia defended 

itself without any outside help against 
an assault Jed by the Akk yshan Spi
ders from the city of Loth, no longer 
did anyone dare chal lenge the free 
city 's sovereignty on its own territor y. 

Cadwallon had forged its identity in 

its diversity; the robber-kings' com
posure had defeated the curse and 
pushed back Darkness. 

Yet many secrets still lie dormant 
within the walls of the ancient Elven 

city. They say that its tunnels have 
never been explored and that there, 
the darkness spawns life! 

Vanius's dream has come true: Cad
waJion has again found its former 
glory, even though it may seem rno,re 

inspired by the Abyss than by the 
Heavens. The only advice to be given 
a traveJler wishing to try his luck in 
the City of Thieves is to remain on 

his guard: in CadwaJlon anything can 
happen, everything can be done, can 
be undone, can see the Light of day 
and especially ... can die. 

THE JEWEL 
OFLANEVER 

Cadwa llon is a city where Good and 
Evil mix in endless shades of grey 
hidden behind multicoloured masks. 
Its foundation s are of elven origin, 
but the progressive adaptation of its 

arch itecture to the tastes and needs 
of its inhabitants makes the City of 
Thieves a unique place on Aacl<lash. 

No one knows exactly where C~dwal 
lon got its nickname Jewel of La never: 
from hidden treasures in its unex
plored tunnels, from the incredible 
aura th at it radiates or from the spe
cific sty le of those who live there? 

An occasional visitor would no 
doubt be dazzled by the free city's 
splendour. A few minutes later he 
wou ld be the victim of one of the 
bandits who live behind the scenes of 
this splendour. This reality isn't on ly 
present in the Lower City, the stage of 

the biannual carniva l and the empire 
of the scum of Aarklash, but also in 
the lavish ceremonies in the palaces 

of the Upper City. Appearances are 
sometimes deceptive, and a thief can 
be dressed in silk ... [n fact, crime is 
an institution like any other in Cad
wa llon. One can even say that it is an 
integral part of the city's economy, so 
much so that the thieves have a high ly 

organised guild . It even has its say 
_i n the application of laws 

and in t he treatment of its 
members who have been 
placed behind bars ! 

The Guild of Thieves isn't the only 
one of Cadwallon. Many professional 
and social groups have associated to 
weigh in on the city's matters. 

Over time, many completely differ
ent Guilds have fused to be able to 
satisfy economic, political or occult 

requirements. Others hide sects with 
unmentionable goals within their 
organisation. Among the most influ
ential Guilds are the wealthy Guild 
of Goldsmiths, the Guild of Fortune
Tellers , lhe learned and ever-build in g 

Guild of Architects, the mercenaries 
of the Guild of Blades and the secret 

ship owners, caravaners and also 

assassins who were expelled from the 
Guild of Thieves or who refu se to pay 
its Valuables Appropriation Tax . 

All the peopl es of AarkJash are 

represented among the populati on 
of Cadw allo n. Some neighb ourhoods 
have even been colonised by par
ticul ar ethnicities , such as the area 

THE GUILDS 

The .fighters of 
Cadwallon are af
filiated either with the 
militia or with one of 
the guilds that reign 

over the city. They can 
be played in two ways. 

A5ANARMY 

OF CADWALLON 

lf the army 's main body 
comes from Cadwallon, 
then you cru1 enlist any 
fighter from Cadwal
Jon, be he a militiaman 

or a member of any 
guild. On lhe other 
hand, a Cadwallon 
army cannot have any 
Allies. lt can, however, 

hire Merce naries in the 
normal way. In this type 
of army the Mercen ary 
fighters of Cadwallon 

are put in the same 
category as the militia. 

A5 AN ALLIED FORCE 

To play Cadwallonian 

fighters as Allies of 
anothera rmy, you 
must first define of 
which guild this force 
is from . The chosen 

guild must be able to 
ally itself to the main 
army. An arm, can call 
on only one g.wld to 

be its Alh· and at lea~t 

one fighter affihated 
\\ith thi.s guild must 
be enlisted. The re,-t 
of the CidwaUoman 
troops can then be 
selected lreely 3mong 
the guild'.; lighters or 
those of the milina. 

\\ h1chever way these 
fighters are pla,·ed, the 
rules concemmg the 
con~tinnion of armies 

applr in the usual way. 
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around the po rt, which is shared by 
Goblins and Kelts. Of the intermin 
gHng of all these cultures was born 
the soul of CadwaUon and the many 
intrigues that are schemed and un 
ta\·elled every night in the City of 
Thie\eS. Cadwallon even has its own 
language, Cadwe, which is a melodi
ous mix of the various tongues of all 
the peoples. 

Despite the incredible diversity of 
its population, only four embassies 
are represented in Cadwal!on: those 
of Alahan, Akkylannie, No -Dan-Kar 
and Syharhalna. There once was an 
embassy of Tir-Na-Bor, but it was 
closed under strange circumstance. 
ln the depths of the Lower City reigns 
the most obscure of ambassadors, 
the one who the Accursed Barony of 
Acheron had once sent to conquer 
the city: Sophet Drahas, the King of 
Ashes. 

All voyagers are welcome under the 
only condition that they submit to the 
laws of the free city. One might think 
that CadwaUon would be a haven of 
tolerance , but this is not the case: 
most of its laws only exist to serve 
some absurd cause. Among th ese one 

can find the tax on the transport of 
slaves even though slavery is illegal 
in CadwaUon, and the prohibition of 
bearing weapons in the Upper City 
by individuals bigger than one metre 
and a half! This law; which was pro-
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mulgated by Duke Koliandre of Tir
Nii-Bor, gave birth to a typically Cad
wallonian custom: to circumvent this 
rule the wealthiest individuals hire 
Weapon Bearers of small size who 
follow their employers around car
rying weapons that are often twice 
as big as they are. The more modest 
individuals use Goblins or even their 
own children. Some Weapon Bearers 
are reputed, and even sought after, 
for their formidable shooting skills. 
And there are also the polymorphic 
elemental servants summoned by the 
Tarot-Mages. 

These Cartomancers have promot
ed the reasoning of their caste that 
claims that Essence precedes Form. 
To them, Essence is only the Mystery 
of Magic, and Form is the represen 
tation of power. Mystery is thus the 
source of Power. The formidable pro
tection from Darkness enjoyed by 
Cadwallou is only one of the many 
facets of this adage: for i nexplica b1e 
reasons the Dark Princip le has many 
difficulties manifesting itself in the 
City of Thieves ever since Vanius and 
his Dogs of War took it over. Despite 
all their attempts, never have the 
Necrom ancers, or anyone else, man
aged to open a Porta l of Darkness 
within the city 's walls. 

At least no known Portal ... 
The Cartomancers attribute this 

relative immunity to Darkness to the 
legendary Tacot of Vanius, a magical 
deck of cards that once allowed the 
Dogs of War to free the city. Even 
though its ca·rds have been dispersed 
in the four corners of Aarklash , the 
Tarot supposedly still protects the 
Jewel ofLanever . 

THE CITY 
OF THIEVES 

One cannot really talk about Cad 
wallon without having been there and 
felt this indefinable sensation that 
grabs one by the throat , the mind and 
the heart. But not everyone has this 
wisdom ... To many, Cadwallon is just 
an insult to th e gods and civilisation . 
The Duke should show mor e grati
tude towards the Cynwall Elves for 
their generosity and patience. To 
the others , th e City of Thieves is 
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just a den of iniquity where those 
most skilled can amass a tru e for-
tun e. 

Yet gold is the least valuable of gifts 
that Cadwallon can give. Jts end less 
effervescence and the promiscuity of 
all the peoples make it the ideal play
ing field for all the spies, plotters and 
traitors of Aarklash. Whole wars are 
started and defused in the corridors 
of the catacombs and palaces . Sum
m it~ between the continent's most 
in[ilential indlviduals have been held 
in C::adwallonl 

The Jewel of Lanever is also a cul
tural and commercial crossroads. 
Because the city follows its own 
rules and wisely remains neutral in 
most conflicts, it is olten th e theatre 
of exchanges as surprising as they 
are discreet. Knowledge , gold, flesh, 
friendship, love ... everything can be 
traded in the dirty alleyways, in shab
by rooms hidden behind curtains and 
in the shadows of the port's docks. 

The game of intricat e intrigue and 
exchanged favours allows Cadwallon 
to have neith er aJ ly nor enemy among 
th e other nations. 1t is sometimes 
the object of raids by the Akkyshan 
Elves of Loth or other adversaries, 
but the goal of these atta cks is rar ely 
conquest. The continen t's high est au
thoriti es have understood that to take 
control of the Jewel, one must prove 
to be even more subtle and pat ient 
than the Thieves protecting it. The 
Cynwall themselves have never both
ered attacking or defending the free 
city though it-lies in a strategic part of 
their territory. CadwaJlon may still be 
cursed, and it knows how to defend 
itse lf very well. 

VANIUS'S TAROT 

The stor y of the origin of Vaniu s's 
Tarot goes back to th e age when 
Cadwallon's fate was being played 
out between the Dogs of War and the 
Barony of Acheron . 

Sophet Drahas 's vanit y had caused 
the destruction of Ercile s de Vanth 
and Vejovith de Sarlath , the two 
other Liches who had come to help 
him conquer the city in ruins, when 
the King of Ashes finally decided to 
ask Feyd M antis for help. The Dogs 
of Wa.r had alread y taken a foothold 
within the city, so Drah as laid it to 
siege on two fronts : from the out side 
and from und erneat h. Soone r or later 
the Dogs would sta rve to deat h ... but 
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that was without cou nting on an in

tervention of destiny. 
Vanius, t he leader oftheDogs ofWar 

and the future first Duke 0f Cadwal 
lon, woke up one morning and found 
a magnificent deck of tafot cards ly

ing on his bedside table , Great was 
his stupefaction when he saw that his 
best warriors and himse lf were pic
tured en the major Arcana cards! On 
the Poree card, the Wheel of Fortune 
catd, the Star card , .. and him , on the 

Pope card. Even his adversary Drahas 
was pictured in all his sinister glory: 

h'e was on the Emp eroJ'. card. Feeling 
the immense i nhereri t pow e( of ~ach 
Arca num , he hid t,he Emperor card in 
his pocket and gave the other cards 
to thos e they were destined to. Every 
on e of them instinc.:tive ly guessed his 
card's incredible power . So, with 
th e energy of despai r, the Dogs 

of Wai" launched a final as
saultand brok e th e siege in the 
battle of the Wall of Earth . The 
armi es of Ligh..t arrived shortl y 
ther eaft er to find that Vanius 
and hi s two hundr ed merce 

naries had defeated the biggest 
herde of Living -Dead seen 
since the battle ofKaiber. 

The pow er of the Arcana 

seem ed so great that th e 
gener als of Light thought 
twice ab out trying to dis 
lodg e Vantus 's warr iors. 
In the end an agreement 
was made with tl1e Cynwall 

Elves and th e city found its 
freedom. 

It 's afte r this, bitter defe,at 
t hat Soph et Drahas was 
bound to hi s thr one by hi s 
ma ste r Feyd Ma ntis. The 
Divin e Baron co 11deq1ned hi s 

servant to rema in Jn Cadw allon 
unt il he has conquer ed it. Such 
was th e gr ice of hi s a1' rogan ce. 

very holy pope of Akkylannle, Inno

cent. ls this symbolic humour or a 
scathing revelation? 

1his version of the history of Va
nius 's Tarot is the one most often told 
by the Cart oman cers of the City of 
Thieves. lt is_ probable tha t real-

ity was somewhat dlfferent , but 
no matter... The power of the 
Arcana aroused and inspired 
the Magic of the Cartomanc ers 
in Cadwallon. The tru_e Tarot 

Mages are a lot less nu

merous than is claimed ) 
and they all follow the 
adage that Mystery is the ! 
source of Power. / 

I 
J. 

Yet the bro th erh oo d 0f the 
Dogs of War didn 't survive th eir 
vic tory, The Arcana of Vanius's 

Tarot were seattered all over 
Aark las h at the sam a time as th1!ir 
owners , Ever since , their pow ers and 
the histories of the individuals the y 
repr esented fee d th e troubadours' 
tales. [t is sa id that the Ar can um of 
t he Devil once represen ted Ag hovar, 

the maste r of the Guild of Thie ves o 
Cadwallo n. Since his di sapp eara nce , 
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Primar y Element: 
Darkness . 
Fo rbidd en Elem ent : 

Light. 

GUILD OF THIEVES 

Alliances: Akkyshan 
elves, Alchemists 
of Dirz, Limb o of 
Achero n, Devourers 
of Vtle-Tis , gob lins of 

No- Dan-Kar, Lions 
of A1ahan , dwarves 
of Tu·-?Na-Bo r. 
Primal'y Ele ment: Air. 

Forbidd en Elemen t : 
None. 

GUILDOF 

Fo RTI.JNE-TELLERS 
Allian ces: Cynwall 
elves, Griffins of 
A1cky1annie, goblins 

of No-Dan -Kar, 
dwarves ofTir-Na -Bor, 
Lions of A1ahan. 
Element s: Magic ians 

of this guild choose 
the Elements that 
they master dur-

ing the building of 
armies. They cannot 
simultaneous ly master 
an Element and its 
oppos ite one. W hen 
choosing the Eleme nts 

'asfered, Darkness 
i{ only opposed to 

(, Light. The number of 
, Elements mastered 

~ep'e nds on the magi -
ciaJ11s rank: initiat e / l, 

Adept / 2, Master and 
Virtuoso / 3. 

G UILDOFBLADES 
Alliances : All peopl es . 

Primary Eleme nt : Fire 
Forbid den Elements: 
Light and Darkness . 







OF 

Trying to determine a precise date of certain events is near impossible. The various peoples of Aarklash don't all 
use the same calendar and the convers ion tables are far from being exact Yet Kyllion the Elder has put himself 
to this task and has managed to establish an approximative time line based on the most universal calendar there 

is, the solarcalendar, in which the planet's revolutions around Lahn are counted. Kyllion has the timeline 's beginning 
set at the Winter of Battles. Him being a Bath.an, we can note a more precise dating as of the founding of his homeland. 
His work, and also that of his disciples after him, suffers from several incoherencies and is challenged by some of the 
continent's scho lars. But we can be sure that Kyllion worked with all his characteristic seriousness and application. 

Toe version below is far from being complete. It nevertheless allows the reader to situate the principal events of the four 
Ages of Aarklash's history. 

THE AGE OF BATTLES 

? Appearance of the Wolfen 
? Exile of the gods 
0 The Win ter of Battles 

THE AGE OF REBIRTH 

I Colonisation of the Aegis by the dwarves 
Arrival of the people of Ket 

20 Scission of the Drunes from the people of Ket 
100 Discovery of the goblins by the dwarves 
150 Appearance of the elves 

THE GOLDEN AGE 

50-? 
200 
250 
255 

Division of the people of Kel into smaller clans 
Emergence of the Lahna.r and Ylliaar clans 
Emancipation of the goblins 
Disappearance of the Ophidian Alliance 
and rhe Utopia of the Sphinx 

270 Founding of Khine 
419 Founding of the Kingdom of Alahan 
558 Serrelis, conflict of succession 

between Elhan and Silmae 
573 Founding of Akkylannie 

THE AGE OF STEEL 

675 Treason of the Barony of Ac heron - Batt le of Kaiber 
676 Discovery of the Heresy ofDirz 
684 Advent of the Despot 
701 Invasion of Ashina n - beginning of Scaelin's reign 
706 Alliance between Tir-Na-Bor and Akkylann.ie 
808 Creation of the ores in Shamir 
832 Battle of the Wall of Earth - Independence 

of Cadwallon 
852 Uprising of the ores 
999 The first sightings of the Devourers 
1000 The Dawn Ritual in Shamir 

./ 
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