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Welcome to Pangea! Pangea is the world in which the live actioplajeng
(LARP) game Legacies takes place. This book is meant as a basic guide to orient new
players to the races, nations, and other important aspects of the worldhnthnehgame
takes place.

A LARP is as an interactive, social form of rgdlaying game in which the
players are expected to physically act as they think their character would when
interacting with other players and the surroundings in the gaming dregldyers wear
costuming and carry items that represent the physicality of their characters. In order for a
character to perform an action in a LARP, the players is required to perform the action or
another action designated as a substitute for reas@agedy, environmental limitations,
etc.

This Guide is not a book of rules. The materials contained herein are either
background for the setting or game policies.

Introduction

Thestory of our people, my people and yours, began centuries ago, dtinmg a
which has long since been forgotten. During those times there was no need for recorded
history, for most was told orally from generation to generation, passing the lore and
knowledge of our ancestors throughout time. It was during those timesdhexdt
kingdom existed, encompassing much of the great continent, a kingdom populated by
humans and Sidhe. The Great Kingdom, which few remember today and much of the
knowledge of which has been forgotten, was guided and protected by the Great Dragons
that ruled the land. The people of the Great Kingdom believed the dragons to be gods,
worshiping them as such. However, it was this belief that caused the upheaval known
among the human and Sidhe people as the Dragon Wars, and changed the world and
civilization forever.

During the time of the Great Kingdom of Sidhe and humans, there were other
kingdoms and civilizations that existed in outlying areas. These lands were populated by
monsters, goblinoids and giant kin, great and powerful creatures capabkalpf
destroying the resourceful though fragile Sidhe and human people. Thus, as legend
states, the Great Dragons took to these people, helping to assemble them into one great
kingdom, serving as their guardians and protectors from the dangers o&iside.
centuries, this is how the Great Kingdom survived, the appreciative people of the Great
Kingdom paying homage to their Great Dragon protectors, their gods. During this time,
the people were protected from monsters and other dangers, their kingdseifwas
sustaining and prosperous, and they knew nothing but peace.

However, as with all things, all that may remain constant is the perpetual need for
change, and that change came at the hands of a powerful Sidhe sorcerer who would grow
to become the firdknown Arch Mage. Legend states that Baeltraven was a mild Sidhe,
diminutive in stature and a powerful seer who had been born with the gift of foresight,
one of the first known to the world. It was said that Baeltraven could see through the
ripples of allthat was known and watch the threads of fate and life as they became
intertwined, transitioning from what was to be to what has become. Many were afraid of
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this gift, but most saw it as a blessing from the Great Dragons, a blessing that would

eventuallr esul t i n Baeltravenb6és appointment as t
magic, which had always been strongly believed to have been a gift from the Great

Dragons, had always come easily to Baeltraven. His weak build and limited physical

prowess coupld with unmatched intellect and an astonishing gift of foresight kept him

within the safe confines of the kingdom and indoors where he could practice and develop

his magical abilities in private. Baeltraven, though often quiet, was also quite stern and

had the capacity to be bold and authoritative when he so desired. Yet, most often, he kept

to himself, except when in regards to his closest friend and ally, his cousin Shaeldraven.

Just as Baeltravenodés intell ectthesspad magi c a
was the skill and precision for which Shaeldraven used his sword. Although the Great
Kingdom knew no war, proficient fighters were necessary to keep the peace within the
kingdom during minor disputes, as well as when hunting parties would departhe
safety of the kingdom in search of quality meats and other provisions. Shaeldraven, a
powerful man of intimidating size and demeanor, had always possessed a natural aptitude
for physically demanding skills, especially any which involved theofibés sword. He
was well known throughout the kingdom as one of the best and most honorable warriors
and a headstrong leader who would mercilessly fight for those to whom he was loyal, and
Shaeldraven was extremely loyal to Baeltraven. Thus, when Basitstumbled upon a
discovery that would shake the Great Kingdom and force a nation of people to question
their very faith, it was Shaeldraven who stood by his side, supporting and protecting him
all the while as the Great Kingdom began to tear apart.

Badtraven, raised as a strong believer in the gifts of the Great Dragons and taught
that all magic was one of the many blessings bestowed upon his people by these great
deities, was a devoted follower of these ancient orders. As a scholar and proficient mag
he studied these philosophies and sought to better understand these gifts. It was during
his years of seléducation in these arts that Baeltraven stumbled upon ancient and arcane
magi cbés and in doing so, Bael tnotanfaetnthel ear ned
ones responsible for this power, they were not the source of all magic, but rather one of
many mediums, many methods of channeling the magic. In short, Baeltraven discovered
that we could all create our own magic, from the very energjyeofvorld living and
breathing around us, or even from within ourselves.

Crushed and disoriented, Baeltraven did not know what to do; seeking guidance
he sought the aid of his closest and most trusted companion, Shaeldraven. However,
Shaeldraven too wasvestruck by the newfound knowledge that the Great Dragons were
not the creators of magic, and although in his heart he knew that his cousin would never
lie to him, he needed confirmation that it was, in deed, the truth. So, reluctantly,
Baeltraven wentmto prove that he could create his own magic, magic not known to be
any gifted by the six Great Dragons of the six Dragon Orders. Baeltraven showed that
through physically and mentally taxing rites, one could create astounding and lasting
effects,such@a by enchanting Shael dravendés sword wi
to Shaeldraven so that no other may take the sword from him. Although that alone was
enough to convince Shaeldraven that Baeltraven had unlocked a truth in the secrets of
magic, Badraven went further to demonstrate the awesome power of his abilities.

Through a series of complicated steps Baeltraven not only summoned a creature, a feat
which had been unheard of until that time, but actually summoned a Great Dragon, then
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quickly dismssed it, proving not only that the magic was not provided by the Great
Dragons, but that they too were also subject to its power.

Steeped with ambivalence from the disillusionment of everything they had known
to be truth, Shaeldraven and Baeltraven didknow what to do. They recognized that
although this was an incredible discovery that it could easily result in upheaval within the
Great Kingdom. Baeltraven attempted to use his gift of foresight to guide him to the
right path, but the future seemediniy regardless of the path they chose, seemingly no
easy answer to their predicament, leaving the two Sidhe to determine the path they were
to follow on their own. After much deliberation, the cousins determined that although the
information could provéo be devastating, as big proponents for shared knowledge, they
decided that the people deserved to know the truth. However, although their intentions
were well met and sincere, the effects of this knowledge would be felt all across Pangea,
among every kigdom and civilization.

Knowing that no one would believe them, the cousins prepared to demonstrate the
discovery. After gathering the kingdom together, Baeltraven and Shaeldraven announced
the discovery. Shock and disbelief, which quickly turned intgeaand accusations of
blasphemy, spread across the crowd. It was then that with his commanding presence and
merciless devotion Shaeldraven screamed at the crowd, his booming voice smothering
their collective cry, bearing his sword toward them, warniegto stay back and allow
Baeltraven, the revered Oracle of the Great Kingdom, the opportunity to present his case
or he would dispatch of them all. It was then that it is said that Shaeldraven cried out his

booming words, soaked in conviction and determit i on, Al cal | upon t he
upon my ancestors, to give me the strength to destroy each of you and protect this man if
you do not | et him speak. o It i s said that

Il ight emanat ed fdyamdrsw@d) swathind him v a forébsding glow.
Stunned, the crowd began to hush, and as if by pure intimidation alone, they stood quietly
while Baeltraven explained what he had discovered. In awe, the kingdom watched as
Baeltraven once again demonstahhis abilities, just as he had for his cousin.

Stunned gasps of astonishment echoed throughout the kingdom as Baeltraven
concluded his demonstration, followed by a chilling silence. As Baeltraven scanned the
crowd, watching as realization of the trugbglan to set in, he took a deep breath,
preparing to remind the people that although the great dragons are not the deities they had
once believed them to be, they were still their guardians, the reason why their kingdom
was successful and peaceful. Howebefore Baeltraven could speak, cries of
resentment and outrage began to explode from the populace. Wounded and betrayed, the
people verbally unleashed their frustration. They were infuriated by the deception of the
Great Dragono6s {ieving th&y werggods,s@amoganhas o hdves |
themselves worshipped as such; the people demanded retribution.

Baeltraven and Shaeldraven attempted in vain to calm the populace, attempting to
remind them that the Great Dragons had always been good toabssting in the
formation of the kingdom and the union of the Sidhe and human people, and protecting
them from monsters and other dangers. Baeltraven, still a follower of the Dragon Orders
at heart, urged for the people to remember that although theofrtite Great Dragons
was not as they once believed, that the teachings of the orders still hold merit and the
deeds of the Great Dragons should still be praised. However, there was no suppressing
the rage of the crowd, instead Baeltraven and Shaeldséwed helpless as they listened
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to the populace argue about the Great Dragons, their very kingdom dividing before their
very eyes.

Soon, a large faction formed, demanding that they be ridded of the presence of the
Great Dragons, who were only using thegle of the Great Kingdom as puppets in their
own game of selindulgence. This faction, a mixture of both human and Sidhe,
conspired to storm the Dragons Keep, a large mountain on the very outskirts of the
Kingdom, demanding for the Great Dragons to éetheir kingdom and never return. As
the party set out to Dragons Keep, a large crowd of bystanders followed. Some of the
followers urged for the Great Dragons to not be angered, while others, still confused and
uncertain of what to believe, silently lmlved, curious as to how things would unfold.
Powerless, Shaeldraven and Baeltraven watched a bulk of their kingdom set forth to
make the final blow that would eventually lead to the splintering of their great kingdom
once and for all.

It was then, it$ said, that Baeltraven had a painful and powerful vision that
gripped his body, throwing him to the ground. As he lay on the cobblestone unconscious,
Shaeldraven attempting to awaken him, Baeltraven saw the future of the Great Kingdom;
he saw a split anmg the people. The Sidhe would divide and no longer be one people,
anger and pride separating them farther and farther from one another, and the humans
would do the same. Baeltraven watched as the Great Kingdom was swallowed by new,
feuding kingdoms andombarded by monsters, goblinoids and giant kin. Finally,
Baeltraven witnessed a rift tearing between the planes of existence and creatures slipping
through, now realizing for the first time that there are realms outside of our own. As
Baeltraven begarmtregain consciousness, he opened his eyes, revealing to Shaeldraven
that they were now white, absent of all color, and that he had been rendered completely
blind. It was from that point on that the only sights Baeltraven would ever see were those
grantedto him by his gift of foresight. Some believe that the Great Dragon Chronos gave
him the vision, intending for him to see how time and space has now changed in an effort
to warn him, but that the blindness was an unfortunate side effect of the visglwrs O
believe that it was a god or goddess punishing Baeltraven for his foolishness in revealing
the truth about the Great Dragons, while others believe it was the Great Dragons
punishing him for uncovering their ruse. Yet, the truth of how Baeltravemhvaed
has never been known.

When the citizens of the Great Kingdom reached Dragons Keep, they demanded
for the Great Dragons to come out. Confused by the anger and animosity in which they
yelled, the Great Dragons quickly emerged from the mountaicecoed about the
suspicions of the people. Dozens of Great Dragons poured out of a cave, the six Great
Dragons worshipped in the Dragon Orders lined up in the front. However, Lord Chronos
was nowhere to be found, and in fact, has not been seen since.

Immediately, the people began shouting accusations toward the Great Dragons,
saying that they had deliberately deceived them, making them believe that they were
deities that required worship. The screaming went on for quite some time, the Great
Dragons quidy absorbing all of the accusations. Finally, Lady Fyornil, the dragon of
fire, cried out in anger, her tremendous voice shattering the roar of screams from the
populace. With small, agitated flames escaping her tongue and nostrils as she spoke, her
redscal es shimmering in the Iight, Lord Fyorn
you! o She reared back, as I f she were about
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Lady Aia, the iridescent white dragon of life, stopped her. Turning toward the pgople

a soothing tone, Lady Aia said, fAYou are the
goddesses; you are the ones who worshipped us. We neither desired nor required such
praise from any of you...O0

The other Great Dragons nodded in agreement as Lady Gtinamaassive
brown dragon of earth, continued with Lady A

denied your beliefs for we recognized that you needed them. As a people, you demand
an explanation for why our world is as it is, but when you could nienstand why
things function as it does, you created your own explanation, and in doing so, you created
the belief that we controlled al/l magi c. O
A smaller, sleek black dragon with bright red eyes stepped forward, peering down
at the people before him onoimsly. He was known as Lord Thanatos, though often
referred to as Styx, the dragon of death. Despite his intimidating demeanor, as he spoke,
there seemed to be a gentle understanding 1in
you did not understandyou lived in a world for which you did not have all the answers;
no one has all the answers. Yet, you struggled to find an explanation, to find a reason.
We were easy targets for such adoration after everything we had done to help protect
your people; itvas only natural to think us as gods and goddesses. We did not want you
to believe such things, but it was decided by higher powers that as a nation you needed
this belief. You needed faith to comfort and guide you, for you were not ready to
understand he truth about faith.o
As the people |Ilistened to the Great Drago
of shame began to wash over them as the Grea
Lord Vaeltran, the dragon of air, a blue dragon with large &j@s that seemed to ebb
and flow, stepped forward and spoke. However, when he spoke, his mouth did not open
and no sound was uttered, but rather the wind blew cool and steadily, yet everyone knew
his words despite the sinyeuwereready, ypewoslédhi d, 0 We
discover the truth on your own. When you, as a people and as a civilization were strong
enough to sustain yourselves and capable of accepting the truth, the truth would find you.
We knew this day woultdve speakd, éhe tAith & thattvease t r ut h
not gods or goddesses, but rather guardians of this world. We serve to help guide, protect
and maintain the cyclical processes of life, death and all existence; yet we are not deities,
but merely servants. The goaisd goddesses for which you seek your answers are out
there, being worshipped and praised by an entire world of other beings. We are each
servants of those gods and goddesses in our
Finally, the sixth and final of the Great Dragon leadeth®fDragon Orders
spoke. A massive blue serpent covered in soft, blue feathers, Lady Qualtara the dragon
of water, spoke. Her voice was firm, yet kind as she explained the final piece to the
people before her, #@Alt wa speople, the Sidhesandgtlee t o pr o
humans, until you were able to defend yourselves against the perils of this world.
However, as with all things, balance must be met, and just as we have been protecting
you from the dangers of this world, there are other ses\@rihe deities who have been
protecting the other kingdoms, whether they be giants, cyclopses or treeants; there are
many servants to the gods and goddesses here to protect this world. We have been
waiting for each of the kingdoms to mature so that vag mnelinquish our protection and
give the world over to each of the kingdomseé
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capabilities far greater than you ever expected, and that the power of those abilities are
within yourselves, that time is here. The gods godidesses of this world are here to
guide you, not to gift anything to you or give you strength; the strength is within
yourselves. Although you are destined to split apart and find your way separately, you
will always have come from the same Great Kimgdand will always be of the same
people. Itis now up to you to discover the breadth of your abilities and learn to live
among all the creatures of Pangea. It is time for us leave and for balance to flow as it
must . o

Sighs of sadness seemed to wash thescrowd of Great Dragons as they
lowered their heads in respect, whispering something in drggue, which none of
the Sidhe or humans were able to understand. The Great Dragons then slowly backed
away from the crowd and turned toward the sky amghbéo flap their wings and flew
away. Though many Lesser Dragons remained on Pangea, no Great Dragon has ever
resided in Dragons Keep ever since.

The powerful gusts of wind produced by the wings of the Great Dragons was
enough to send the people stumglback, though the Great Dragons had backed away
far enough to ensure that no one would be hurt. As the crowd watched the sky darken
with the immense figures flying away, the people began to look at one another, uncertain
of what to do. Eventually, threalization began to settle in: they were without protection
and chaos was about to ensue. Cries of fear and hysteria began to radiate from the crowd.

The turmoil and eventual wars that erupted after that day were known among the
Sidhe and human peoplethg Dragon Wars, not because the war was against the Great
Dragons, but rather because the wars were a result of the absence of them. After the
people of the Great Kingdom returned from Dragons Keep, they were uncertain of how to
proceed. Pandemoniumsered and the Great Kingdom began to crumble before it ever
had a chance to survive on its own. People blamed one another for the dilemma they
were now faced with, many blaming Shaeldraven and Baeltraven for poisoning the
kingdom with the truth of the GreBragons, others blaming those who conspired to rid
the kingdom of the Great Dragons. Riots began to break out across the kingdom as
friends attacked friends, and family attacked family.

According to legend it was then that a small group of strangéeendtiful
creatures began to walk slowly, but purposefully throughout the kingdom. Dressed in
flowing robes with long, dark cascading hair, solid black eyes that lacked any white and
large birdlike wings of various colors protruding from their backg, $trange creatures
meandered slowly through the Great Kingdom. The small group of both males and
females casually stared straight ahead as they walked, each with one hand extended to
either the left or the right of the path as if signaling the peopledase whatever they are
doing. As they walked everyone stopped their fighting and feuding, instead staring as the
strange creatures, led by a pale skinned female, stopped at the center the kingdom. The
female in the front stared straight ahead while éhlmshind her closed their eyes and
lowered their heads in concentration. The female leading the procession then raised a
single finger to her slightly parted lips while closing her black eyes and whispered,
AShhheé Be forgott en. atures@eragore;al that was léftavass t r an g e
a few stray feathers on the ground. It is believed that the creatures were a little known,
and even less remembered race, referred to as the Forgotten. They are believed to be
servants of the deities summoned td #re infighting within the Great Kingdom so that
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the Sidhe and humans would have a chance to survive. The Forgotten have the powerful
ability of making people forget whatever they desire, including that anyone ever saw
them. The only evidence that theatures even entered the Great Kingdom was the
feathers left behind, the visions of Baeltraven and his apprentices prophesizing that they
would arrive, and that the fighting within the Great Kingdom among the Sidhe and
human people ceasing after the feashwere found, as if their anger and rage had
magically been forgotten.

After the infighting among the Great Kingdom ceased, it was apparent that they
needed leadership, but no one knew who should lead or how.-didkattempts at
protecting and leadmthe kingdom were made, but after all of the kingdoms were
opened to allow balance to flow as it would, the primarily inexperienced fighters of the
Great Kingdom were not particularly successful at preventing their lands from being
conquered by the varisicreatures that were now also free to roam the world as they
pleased. The most successful attempt to keep the Great Kingdom together was made by
Shaeldraven, who served as a valiant warrior leading his soldiers onto the battlefield with
brilliant tacticsand geared with the enchanted supplies of Baeltraven and his apprentices.

In addition, although the people embraced the deities they had just then come to
know, some still accepted and practiced the teachings of the six Dragon Orders for which
they werefamiliar. Yet, a majority found faith in these newfound deities, some
becoming devout practitioners and building churches in their honor. However, despite
these positive influences, the Sidhe and human people were not accustomed to war and as
time wenton, frustration in divergent beliefs and the struggle to maintain their lands
wearied the people. Over the course of several decades since the absence of the Great
Dragons, factions began to emerge within the Great Kingdom, severing the kingdom into
smalker pieces that would eventually evolve and over centuries become completely
separate races of people intermingled with the races of the other kingdoms freed upon
Pangea. And that is how our people, my people and yours, came to be as they are in this
world, coexisting as they do. However, the stories of each race of people is unique to one
another and just as important as how we inherited and dispersed across these lands.

The Races of Pangea

Barbarians

While there are many barbarian cultures arounavibrdd, their outlooks and
lifestyles are very similar. They are organized into tribes or clans of extended families.
These families are close knit, raising their children together. Often the young adults will
be fostered out to nearby clans to strengtienbetween tribes. For a people prone to
inner conflict this is a valuable tool for creating unity.

A chieftain or warlord, supported by a council of elders who act as advisors, leads
them. The chieftain is often a younger man, but is always the sstonggior in the clan
or tribe. The council of elders helps temper the impulses of youth with age and wisdom.

They are a simple people who tend to live in harmony with the land. They see
themselves as another part of the cycle of life. Experienceeirsltheir guide and
teacher, rather than established universities. Oral traditions still hold sway over written

Legacies Live Action Roklaying Game
Players Guide
Copyright 2004Chris Melton and Sandy Charnell All Rights Reserved

8



Legacies Live Action Rol®laying Game
Players Guide

works. They are a people that judge a person by their actions, not words. They are a
passionate, cunning, and diverse people.
Most barbarianfollow the god Muon. He is a passionate God with a fiery temper.
It is said his temper heats the metal that he works into weapons and armor. He is a
warrior of strength and might. Cold steel is his ally and servant, its secrets are his to
know and teach. &ending on the tribe or clan his appearance may change but all
barbarians know his visage.
Some believe he has gifted his people with the Wrath. This gift is both blessing
and cur se. I't i s the strength toebsght!| bpé&sf. o
Some embrace the rush of it in their veins, reveling in the power it gives, others try to
control it at all costs. The stories tell that when Muon forged his people out of steel and
iron from the earth, that as his mighty rage heated thedireis forge, and it seeped into
the very souls of all barbarians. This is the rage that keeps his people warm through the
cold and drives them in their causes.
Animal sacrifices are done before battles, heavy drinking and singing of battle
songs accompanes t his. The winter and summer sol st
challenging kills both strengthen and appease his Wrath. It is his name the warriors cry as
they run into battle.
Shaman are an important part of the clans. They act as priestsile®) and
healers. They interpret the many signs and omens that abound in the natural world. They
believe that Muon speaks to them through these omens. As such, barbarians are a very
superstitious people.
Weapon and armor smiths are highly respectedoditen make their goods with
motifs religious in nature. Armor and swords often depict stories of Muon. This is done
to strengthen the steel. The mightiest weapons are tempered in the blood of an enemy.
Bards are another important part of their cultliteese are the keepers of the
tribeds history. They tell stories of great
detail the tribebdés history to each succeedin
Marriage is a prominent aspect in these cultures. Marriages are usacefaf
lucky, or for political reasons. Prominent daughters are often married to other clans to
smooth over inter clan conflict. Property is passed through the matrilineal line because it
is easy to determine who gave birth to a child, but not as easgwe who conceived it.
Children are born into married unions and raised by their mother until they are
preteens, when they are apprenticed to a trade. Often this apprenticeship is done while
fostered to another clan. Children are fostered into differlans to preserve the unity of
the tribes and clans. This fostering makes it hard to attack these people because foster
families are more than willing to carry ar ms
keeps the iffighting down to a minimum.

The following are the most prominent barbarian peoples. There are others less
well known, but no less feared:

The Northmen of Foehammer:

In the polar reaches where ice and deadly storms abound, the northmen roam the
seas. With their encampments on theklshores of Foehammer, these nomads scour the
seas in search of food and goods. The towns on the coasts of many countries keep a
fearful eye to the sea in watch for these raiders. They make their living off of the work of
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others, taking what they need toyce. They are often called Berserkers for their
fearsome rage when raiding.

Often the women head their households because so many of the men are away
raiding or died while doing so. It is said that a northman settlement is never defenseless
because th&vomen are every bit as fierce as the men.

They dress in strong leathers and furs (chain and plate tend to be a bit too heavy if
one falls overboard), and cut a fearsome sight. They often wear full furs as cloaks to keep
the chill at bay. Bear furs are esfaly prized. Often they wear clothing and arms
collected on raids.

They favor wider swords and round shields to arm themselves with. Their shields
are brightly painted and their swords are usually handed down from father to son. It is a

signoffavorfom son to receive his fatheroés sword.

feuds.

Their vessels are long and lean with a dragonhead carved into the bow in homage
to stories of Muon when he tamed a mighty dragon steed. These boats are shallow
enough in drafto travel up the rivers to menace towns further inland. They are the most
feared raiders of the sea.

The Highlanders of Schohiem:

The Highlands of Schohiem were once under rule of the now defunct Kingdom of
Imagicka. The people who live here were understant rebellion against their
Imagickan overlords. They are a fierce people organized along clan or family lines. There
is often friction between clans. Clan feuds and vendettas very often got in the way of any
organized attempt at freeing Schohiem fronagicka.

This race of barbarians relies heavily on fostering of children and intermarriage
between clans to help keep the inner clan rivalries at a minimum. Some clan disputes go
back several hundreds of years starting from as simple a cause as a m#eragened
down.

They dress in checkered patterned cloths. These patterns, called tartans, indicate
clan and even family. Men wear a 3 meter wrapped garment called a kilt and the women
wear dresses made of the same pattern. They prefer single haragbeshsvand spears.

They live in small villages and make their living as farmers and herdsmen. They
are well known for the intricacies of the wool and tartans that they weave. They live their
lives devoted to simplicity and family life. They are more catee to the land on which
they live than many of the other races of barbarians.

The highlanders are closely related to the lowland Inish barbarians, though far
more numerous. They get along as well with these barbarians as with their own fellow
highlanders

The Nuada:

Similar to the highlanders of Schohiem, the Nuada are an ancient race who have
occupied the lowlands of Labrador for millennia.

Like the Highlanders, they wear tartpatterned garments. Instead of kilts, they
wear tartan trousers or regufzants with a tartan sash or wrapping. Women wear skirts
of the same material and flowing shirts.

The bards of the Nuada say that their people were the first to reach the Isles. That
they met the ancient sidhe people living there, and conquered theas. ¢enturies later
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that they were in turn pushed out by hordes

continent.

They get along well with highlanders, but hold the average human in some
contempt. They hate the Northmen of Foehammer with an undying vengéhegeare
unfailingly polite to each other. For a barbarian people this is truly amazing. They
understand that their race is dying and they are doing everything they can to prevent their
own extinction. They have strict taboos against mating with othglg®ceven the
Highlanders.

Otherwise, they are a generally happy and musical people. They live very close to
the earth and instead of worshipping Muon, follow Thorin and Gwynna. They are very
close to the fae folk, almost as close to them as the sidmséhees.

The Dervishes:

In the desert wastelands roam scattered tribes of nomads that go from oasis to
oasis. These tribes are the plague of some of the desert lands, whose caravans are
constantly at risk. But every time an army is raised to deal with they melt away into
the sands, where large armies falter under the merciless heat. They call themselves
Dervishes.

The desert is a harsh mistress and kills without mercy and these tribes have
learned to live well within her killing heat. Their ways att@isge to outsiders, but itis a
way of living handed down for centuries. They are nomadic herdsmen that raid caravans
for goods and coin. They are the most feared people in their land. Being one with the
desert allows them to silently emerge from her saardl attack without any warning.

They travel in family groups and often stage sanctioned raids upon each other to
hone their skills. There is very little real fighting amongst these people because unity is
what allows them to survive.

They tend to dress long flowing robes with turbans or other loose head
coverings. Often the women wear veils to conceal their faces. On an average day they
wear colors to blend into their environment. On weddings and other religious occasions
they wear all black with redesigns embroidered into the cloth.

These people were peaceful at one time, alone in their desert. Then the Sultans of
Damascus started warring and met in Dervish land to battle. Many armies were surprised
that these desert dwellers were more than simypiealn tribesman.

The Mongols of the high steppes:

These people are fierce nomadic horseman of the Far East. They are amongst the
most skilled horseman around and usually start and end their lives on the backs of their
horses. These people mostly menacdkaina, but small bands have been known to travel
westward.

When encamped they live in rounded tents of wood and felt called yurts. They
often stay in a particular spot until they have exhausted the grazing lands and the
surrounding peoples. Then they magea new area. As a people, they are fond of
exploring new territories.

They are led by a chieftain called a Khan, who usually adorns himself, his horse,
or his yurt with the furs of the white Felinae of the same name. Once a Khan, he or she
must lead suessfully by keeping the tribe well fed, finding the best grazing areas, and
leading successful raids. If a Khan does not lead well, then another Mongol may
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challenge for leadership. This is usually done in the confines of a duel. The winner will
lead . .. until the next challenge.

Men and women dress the same. They wear tunics that are open from top to
bottom, folded over the breast, and fastened on the right side. The outer tunic is slit in the
front and back and reaches to the knees. Because of thiaeolsleeves are gathered in
tightly at the wrist.

Everything about these people reflects their nomadic style and their bond with
their horses.

Canids

The Canids are one people defined by three tribes. Regardless of species, all
Canids feel drawn teards other Canids.

There is no overt Canid society. They do not build villages, instead living in the
settlements of other races or dwelling in small caves outside of society. The distinction
between them is an important one.

The Canids are more likethan any other race to leave society and go feral.
Canids who do not live among other races for long periods begin to revert to a feral
mentality. They become distrusting of others and will live almost as animals.

No matter where they live, Canids havpack mentality. They will almost
always form a pack with other Canids. Being alone is one thing that all Canids fear and
will seek to avoid. This pack mentality is also extended te@amds who earn the trust
of the pack.

Each pack will have a leadecalled the alpha. The alpha leads the pack in all
things and his or her word is law. The pack second is the beta, and the packs whipping
boy is called the omega. A Canid would rather be a packs omega than live without a
pack. Gaining authority in the plis done via shows of aggression. Though these battles
can be fierce, there are almost never any serious injuries, as the pack takes care of its
own.

There are three distinctive species of Canid. The Lupus, who descended from
various species of wolvethe Vulpas, who descended from foxes and coyotes, and the
Canus, who descended from common dogs and from jackals. Each of these species is
more inclined to associate with others of their own species, but all Canids feel more
comfortable together than witfton-Canids. The term Canid is one that others label all of
them with, being unfamiliar with the specific species distinctions.

To Canids, smell is a very important sense. They use smell as a form of
communication and take comfort in the smells of thihgs are familiar to them. A
Canid can also remember almost any smell that he has encountered in the past. They are
great trackers and are highly sought as city guardsmen.

It is rumored that the Canid race was created to guard the strongholds of the
dragons during the Dragon Wars. No one can say if this is true. The Canids, though
certainly capable of spoken and written language, very rarely document anything to pass
on. Theirs is an oral tradition passed down during great meetings were many packs may
gaher to drum and howl to the goddess Gwynna, who they believe lives in the moon.
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Canids are very tribal and totemic in nature. There are very few Canids of any
species that fully integrate into human society. The Canus seem to be the most common
form of Canid to do so. Aside from these few exceptions, Most Canids live very close to
the earth.

Most Canids believe that Gwynna has sent the spirits of the earth as teachers.
Each totem spirit has a different lesson to impart. The spirits of the wolf, foatec@ic
are naturally the most highly respected. It is interesting to note that the shamanistic
aspects of Canid religion is compatible with that of the orcs, though they have little love
for one another.

Dhampatri

The Dhampari have no history of thewn. They are scattered outcasts among
the other races. They are individuals with no cultural heritage or history. The only thing
they have in common is Ravnos and the deal they made with him.

Dhampari are composed of those who were stillborn or dieddobfrth, and a
rare few that lived for some time and then died a normal death. These poor creatures in
exchange for a continued hdifie, swear an oath to the god Ravnos. No one knows the
nature of this oath, and the Dhampari themselves remember nothinthough its
imprint is burned in their bodies and souls.

The Dhampari 6s appearance is pale and col
embalmer upon their bodies. The Dhampari are emotionally crippled by their experience
with death and by the intoleranogthe living. Some are subject to inappropriate displays
of emotion while others may show no emotion at all. They are truly cursed to live forever
outside of most society, mistrusted and often unwanted, they can only look on normal
human interaction witkonging.

With divine cruelty Ravnos sends his Dhampari out into the world, many without
even a glimmer of memory of why they wished to come back in the first place. Family is
usually horrified and often shuns the Dhampari. Most Dhampari wander untduhdgr
or their deal i's done. It is rumored amo
of sunder to a Dhampari who hasnot finis
reincarnate them into another twisted form to finish the work they promised hey
are a truly a people in torment.

Other races respond differently to them, but they are never embraced. Often they
are distrusted and ignored and occasionally they are outright despised. The rumor that
they are the eyes aeapgtheestuatton.f or Ravnos doesnbo

Most Dhampari spend their time in their quasi life trying to catch a glimmer of
what it is like to truly live. Many often go mad at the trying, and a few abandon the living
completely in favor of the undead. They often find emplawehes and vampires who
are more forgiving of their nature.

A small number of Dhampari embrace their nature and actively worship Ravnos.

These Dhampari are usually death mages, but not always. These are obsessed with death,

and usually insane. They sound themselves with macabre artifacts and sometimes

sacrifice sentient beings to Ravnos late at night on the new moon when the world is dark.
Followers of the gods that embrace life are the favored targets, as Khilaina and Nul are

directly opposed to Raens . Most countries outlaw the wors
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slowed down his followers. Followers of Ravnos say this practice of sacrifice leads to
divine visions. In either case, not even Dhampari trust other Dhampari. They find their
own kind as distrbing as do the living.

This small faction of Dhampari has not helped to ease the distrust felt by most
races. These accursed souls are forever doomed to walk outside the circle of life.

Dragoons

The Dragoons have been the most distrusted race oed&amge the times of the
Dragon Wars. For thousands of years the other races, notably the Taelgranis and Endrani,
have been assimilating and conditioning Dragoons to infiltrate the lands of their enemies.
Dragoons have been used as spies and assassm$h&rDragon Wars, and they have
been distrusted equally long.

Dragoons have two distinctive origins, neither of which is readily apparent. The
first they call the Fallen. These are ancient dragons who have been cursed to live the rest
of their lives asalf-blooded Dragoons, but these are relatively rare. Most Dragoons are
the bastard offspring of one of the other races and a dragon wearing humanoid form. The
dragon parent never has anything to do with the offspring. Bastard progeny are beneath
their notce.

The accursed Fallen each has an individual story of pain and strife. Each one of
them was cursed in a different way. Whether they angered one of the old Archmages or
the priest of a vengeful god, they have each earned their torment. They speiaedl of
energy seeking a way to break their individual curse; to find a way to reclaim their true
form. They are haughty and often very impatient with others. They have no respect for
anyone, least of all other Dragoons, with the exception of other Fallen.

Dragoons have no culture of their own; rather, they mix and integrate themselves
with whatever communities they find. Sometimes they display thendnagfon bodies
openly, while others times they take on the shape of a particular race and live as one of
them. Rumors of entire towns of dragoons, all disguised as other races persist, but no real
proof has ever been found. The Fallen will most commonly wear their Dragoon form, as
they were once mighty beings and believe that adapting their forms to seitmogals
is beneath their dignity.

Dragoon appearance differs greatly from person to person. Typically, they are
very humanoid, with a few tell tale signs of their mixed heritage, such as patches of
scales, colorful skin tones, small horns, bony ridgesthe like. The Fallen often have
softer features, appearing more regal and refined. Bastard Dragoons sometimes bear
malformed features, such as tattered wings, gnarled limbs and monstrous faces.

Dragoons are a solitary race and will almost never bayether. They quite often
revile themselves as much as the other races do. Almost anywhere a Dragoon wanders he
will be met with distrust and prejudice. The Canids especially dislike them, as they can
defeat the Canids primary method of identifying frierahf foe.

With a very few exceptions, Dragoons fall into one of two categories. Either they
are embittered, angry, and resentful, or they are pitiful and filled withoseling.

Dragoons do exist who had healthy upbringings and are welcome in theiuoines)
but these are exceedingly rare.
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Dwarves

The Dwarven people are as ageless as the mountains they live in. Once, long ago,
they were close relations of the giants. The climate of the Dwarven realm is too harsh to
live outside comfortably, compes of harsh, cold winters barely distinguishable from
the summers. The terrain is mountainous in the extreme. Predators abound on the surface
and in the caverns to take the unwary. The vast majority of the realm is crisscrossed by a
series of tunnels fromne outpost (or better called a city) to another. There are always
members from the Clan of Stone building or improving better thoroughfares. These
thoroughfares are not to be traversed without a guide, for the Clan of Stone also fortifies
the Dwarven holehgs with elaborate and deadly traps.

The Dwarven lands are broken up into three kingdoms. Ulric Ironbeard founded
the Kingdom of Ironbeard, which is the oldest of the Kingdoms, as he led his people to
the massive granite caverns of Everlast Mountaineamch of shelter from the incredibly
harsh climate of the realm. The Kingdom of Steelbright was founded next by the iron
smithing family of Steelbright that split off from the kingdom of Ironbeard due to a long
since resolved trade dispute. Lastly, RagBasnehelm and his band from the Clan of
Stone, in the search of more granite caverns to carve out in architectural glory, founded
the Kingdom of Stonehelm. Each King is taken from the Clan of Rule and given the
surname of that kingdom. Advisors surrounch ifom the Clan of Rule, plus a delegate
from each clan. He is also advised by the Mistress of the book, the only dwarf class to be
without clan or family.

Within these kingdoms Dwarven society is broken up into clans. There is the Clan
of the Forge, whia is made up of weapon, armor, and steel smiths. Then there is the Clan
of the Blade, which is made up of fighters, mercenaries, and other military members.

There is also the Clan of the Coin, which is comprised of merchants, traders and business
owners. here is the Clan of Stone devoted to those trades that deal with architecture and
building. Lastly there is the Clan of Rule, which is made up of Kings, nobles, priests or
spiritual advisors, and other leadership positions.

Then there are the families.dAwar f 6 s | oyalty is a bal ance
and kingdom. A dwarf is born into his family in one of the three kingdoms, when he or
she reaches majority they are given to the clan that they show the most aptitude for. This
is to make the most effickn use of each individual 6s talent
consider putting an individual in a clan they did not have an aptitude for. To do so would
waste that personds talents and the time the

Dwarven traditions are as old as theumtains that they have carved out their
homes in. They are meticulous record keepers with exceptional memories. A dwarf will
never forget help given or a slight. Each dwarf carries a book call the book of grudges.

All infractions against that dwarf and delowed are kept there in exacting detail.

Dwarven metal smiths produce some of the finest blades and armor in the entire
world. Their blades and armor are usually much sought after. During the Dragon Warr,
Dwarven smiths made a tidy sum of hard gold &llirsg weapons to either side. The
Sidhe, especially the Taelgranis, having already known the worth of Dwarven blade and
armor, were by far the better customers. Orcs are specifically banned from being sold any
Dwarven goods. The rest came to know the sapdesign of Dwarven goods by the end
of the Dragon wars.
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Dwarven technology is specifically designed to last millennia. Dwarves very
rarely use machines of any sort, but when they do they usually consist of giant gears and
metal levers because this maths time tested. The vast majority of their machines are
protective traps for their strongholds. Penetrating a Dwarven Outpost is nearly
impossible, and most assuredly deadly. The Clan of Stone with advisement and
cooperation from the Clan of the Blade #he engineers of these defenses.

Small bands of Dwarves often travel back and forth across the world trading
goods or mining and gathering natural resources. If an area of unclaimed land has gold,
iron, or granite, a Dwarven mining contingent may setarpp for as long as it takes to
mine out. Sometimes this can take decades. Dwarven protocol would never allow for
theft of land or claim jumping. If the land they want to mine is occupied they will spend
years attempting to buy it or trade for the miniigts to it. Once they have secured the
site, they enforce their mining rights with prodigious might.

The Dwarves trace their lineage back to Lord Steel Beard who they revere as an
avatar of Coron Hammerhand. He is the patriarch of the race. He is thouingive taken
each of his sons and taught them their craft, creating the Clans. He took his only
Daughter and she became the Mistress of The Book. They lived above ground on their
mountains, tending their crafts and their own families. As the numbensarives grew
so did their accomplishments. This is the first age of the Dwarves.

Then came the first wave of Goblins, Orcs, and Trolls, all green skinned and
ready for war. The Dwarves surmised that they had been driven out of their own lands
and into theMountains. Lord Steel Beard himself fought off dozens at a time. With these
Greenskins came the turning of the weather. The winters became colder, and the
summers became barren, until there was almost no difference in the seasons. That is
when Lord SteelBar dds son I ronbeard from the CIl an
Everlast Mountain to take refuge in the giant caverns within. The mountains that the
Dwarves once ruled both above and below now lie within what has become the Goblyn
Wastes.

Dwarven fanlies trace their lineage from father to son. Bastard offspring are
considered an incredible scandal. Even worse is a bastard child with another race.
Weddings are a very big affair filled with tradition and ceremony. Marriages are for
practicality, and nobecessarily for love. A wedding can heal a rift between families or
Clans. Dwarven duty to family is taken very seriously.

Dwarven wives are often Mistresses of the House. They are in charge of the entire
household finances and production, while thesldands perform Clan duties. Women
can hold position within the Clans and are taught like all Dwarves, but often act as
auxiliary members in favor of their wifely duties. There are famous women in all the
Clans that have contributed to Dwarven society bes¢ women tend not to marry or
have children. Often during times of war is when women take a more active roll within
the Clans. According to Dwarven Protocol, every Dwarf is taught in the Clan of their
aptitude to prevent knowledge loss during major wansatural disasters.

All Dwarves wear breads in their hair and beards; this is to represent their history,
and loyalties. One braid is braided with a cloth or trinket that symbolizes their family,
one for their Clan, and One for their Kingdom. Marriedpans will wear a braid for
their spouse. If a Dwarf takes loyalties to another group he may wear another braid to
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symbolize that. This is a very serious symbol and if a Dwarf braids a braid for his loyalty
he will defend it to the death.

This is how the Warves have lived for thousands of years and how they will live
for thousands more. They are people bound by tradition and loyalty.

Endrani

There is no question as to the reputation of the Endrani race. Through thousands
of years of using The Fear, thkstive become arrogant and elitist. They rarely develop
any respect for anyone not of their race. Endrani from Sylvanator or other areas outside
Doomstadt are not quite so inflexible.

The land the Endrani ruled before the Dragon Wars, combined with treedand
their conquests, is now called Doomstadt. During the times of war shortly before the
Dragon Wars the female Endrani kept the records and ran the land while the soldiers
were gone. This evolved into a female dominated society where women hold aingosit
of power. The position of Queen is matrilineal from mother to daughter. The Queen is
expected to have many heirs due to the fierce and sometimes fatal competition for the
throne. Surrounding the Queen are her female advisors who help her gatheatinform
and run her country. Directly under this is the order of Shurikai knights. These are the

elite royal knights. They are admired and

Ambition and a hunger for power are inherent to the Endrani people. Thieitysoc
is rigid with heavy penalties for the breaking of laws, such as murder, blackmail, etc. In
contradiction to this assassination is considered a highly honorable career, blackmail is
considered a valuable tool for advancement of position, as long aglttidual cannot
be caught. These contradictions make the Endrani society bewildering for outsiders.

Slavery is also a staple of Endrani society. There is heavy trade in slaves from
Thracia Unitas. Endrani consider slave traders one of the lowerlassaciety but still
respectable. There is a high attrition rate for slaves in the Endrani society, so there is a
constant demand for more, new, and exotic slaves. A prestigious Household will have
many slaves. The higher class the House the more déRetglaves in question.

The Endrani court is known for its decadence and cold formality. Delegates are
often overwhelmed with the cruel pleasures that are offered up to them. When the
Endrani Queen holds court it is described as tensely beautiful, witddhisors
whispering into her ear, with her heirs vying for her attention, and her Shurikai Knights,
all in black, standing guard. Although every courtesy is offered to Delegates from other
kingdoms the air of danger is enough to cut most stays shont. thi@n one Delegate has
been embroiled in Endrani politics with fatal consequences.

Family structure in this culture is female dominated with the father figure having
little or no importance in decisiemaking. Most men take careers in the lesser casts of
guards, slavers, merchants, etc. The highest position most males can make is that of a

Shurikai knight, and even then he ranks beneath every female Endrani who has a house.

All Shurikai owe allegiance to the matron of their house. A man in the Endrami worl
would have to be exceptionally crafty to gain any political clout. Most families have an
obvious disparity between male and female children.

All women go through a high classical education, where as men are often
apprenticed in the trade in which theilwork for the rest of their lives. Any Endrani,
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no matter what gender, who does not belong to a House has no protection. They are fair
game to anyone stronger than they.

Many times over the centuries Endrani men have gotten fed up with being trod
uponby their female counterparts. Severalfigidged revolts have been put down in
Doomstadtdés history. This has |l ed to sti

As a whole there is nothing more fearful than coming upon a band of Endrani in
the nightwith unknown intentions. This race has rightfully gained their fearful reputation.
The other Sidhe peoples have a healthy respect for the Endrani. The Baeltraven and

Shael draven see them as children who have

them as having been corrupted by the same hatred and yearning for power that caused the

Dragon Wars. Gael 6Braugh have even gone
feel they are slaves to their own hatred. The Taelgranis and Endrani respect eaa$ othe
near outcasts of Sidhe culture, but each thinks that the others methods are weak.

Felinae

A long time ago, when the gods walked the earth there lived the beautiful goddess
Ubasti. She was the perfect combination of human and cat. She traveladHhend
found that she preferred the desert where the sand met the river of life. Ubasti was a
fickle goddess, beauty and cunning shown from her eyes. She knew how to live and how
to survive and passion was her domain. During this time she traveledewiduthful
servant and companion Misiri. Ubasti was a very passionate goddess prone to following
her heart and not her head. Misiri, a gray cat, followed her and acted as her handmaiden
and her advisor.

One day while she walked along the river three dpeBpotted her. The first was
Osirik and he controlled the sun that shown overhead, and that warmed the desert and
kept the chill of night away. He spied her and took the pleasing form of-adtahd
half human. He had stripes that shown proudly uporséif and he walked with a
demeanor of pride, like that of a warrior. He met with her and began to court the fair
Ubasti.

Before long Ma'laik spied Ubasti traveling with his brother Osirik and he became
jealous that such a beautiful goddess would travisl@rcompany of his brother. Ma'laik
who controlled the moon overhead and the darkness that fell across the land, giving
respite from the unforgiving sun of Osirik and also served to conceal the secrets of the
world in a cloak of darkness known as nighe tdok a similar, pleasing form but instead
of stark stripes he preferred muted grays that blended him into the shadows. He quickly
insinuated himself into the couple and began to also court Ubasti.

Time passed and both brothers had many squabbles @igakiout who should
court Ubasti Was it the proud warrior known as Osirik or the secretive and darker scholar
known as Ma'laik? A third brother whom had not yet introduced himself to Ubasti smiled
and waited, not participating in the squabbles of hisherst

Ubasti one day came upon a beautiful waterfall and within the streaming falls she
spied a most beautiful felinae who had spots that covered his furred body. His name was
Fal'chirk and he was the third brother. His duties were to watch over thardnd
encourage growth and change for survival. After a short exchange he also began to court
the fair Ubasti.

Legacies Live Action Roklaying Game
Players Guide
Copyright 2004Chris Melton and Sandy Charnell All Rights Reserved

18

S

o

st

f



Legacies Live Action Rol®laying Game
Players Guide

During this time Ubasti fell passionately in love with all three brothers. She
however found that she could not make a choice. The proud wasiltk ®hom walked
so tall and carried authority like a badge enchanted her. The darker brother Ma'laik whom
knew many secrets and would whisper quiet words intrigued her. She was also smitten
and in love with the energetic and playful Fal'chirk whom alwegsld want to do
something new with her, be it play pipes, sing, dance, or one of a hundred other things.
Ubasti did not want to break the brothers up. She saw that if she choose one the other two
would resent the brother and perhaps do something rsimt&he thought long and
hard and after talking to her advisors she decided that she must leave all three. She could
not bear to choose one over the other as each had made her heart yearn with love for
them. So one night she began to pack her belongmgiprepared to leave in the
morning light so as not to wake the brothers.

Unknown to Ubasti, her companion/servant Misiri ran to the brothers tent and told
them of Ubasti's plan. Misiri did not believe Ubasti should leave without telling the
brothers, btias usual, Ubasti could not be dissuaded from her path. After telling the
brothers, Misiri left while the three held a meeting with each other. After much arguing
and with a brief flash of claws, Fal'chirk yelled at his brothers to stop. He had a plan, he
knew how to convince Ubasti to stay with them and after much explanation the three
realized they were pushing Ubasti away by their individual demands. They came to an
agreement, in order to keep the goddess who had captured their hearts they would share
her rather than all of them lose her.

Early that morning as Ubasti prepared to leave the three brothers entered her tent.
After a long talk Ubasti smiled and accepted their proposition that she may have three
husbands and she accepted their vows to hesr &fat the three brothers laid with Ubasti
and she was soon after pregnant. She stayed pregnant for a few moons before she gave
birth to three children. It was evident that each child took after a different father.

The first child was striped and broafdstioulder like Osirik and carried with it a proud
warrior grace; his name was Khan. It she proclaimed would be her little warrior, it would
be responsible for the defense of the other two siblings in time of need. If it must it would
sacrifice itself to ave its siblings.

The second child was covered in a darker gray fur and had eyes that held deeper
knowledge. She smiled upon it and named it Ceilican. It would be the scholar and the
teacher for the siblings. It would delve the secrets of the world amglthem to the light
to help the siblings.

The third child was covered in spotted fur and contained a great bundle of energy
and play. It was happy and easily adapted to changes. Ubasti smiled upon this child and
called it Swara. This child Ubasti pronteed, would perhaps be the most important of the
siblings, its duty is to help its siblings adapt and change, it would also remind all the
siblings that they must work together, that they were one blood and one family.

The Felinae of Pangea come frommy&ultures. After the Thracian Empire
conguered their ancient homeland of Nikiria, they scattered to the corners of the world. A
large portion of the felinae population still resides in the Sultanate of Damascus, but
many have taken to traveling otherdan

Felinae are as naturally curious as their four footed cousins. They are fond of
travel and new sights, and are always seeking new experiences. Most modern felinae
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worship Ubasti, just as did their ancestors. Unlike their predecessors, they havcarlétl
for species. Being Khan, Swara, or Ceilican makes little difference today.

Among the Felinae is a small sect of warriors and prophets who call themselves
the Misirians. They believe that they can trace their lineage back through the ages to their
progenitor, Misiri, trusted handmaiden of Ubasti, Goddess of the Felinae race. They
believe that, just as Khan, Ceilican, & Swara were the children of Ubasti, so they are of

the | ine of the children of Mi siri, Ubast.i

The Misrians are a tight knit community, but are prone to wandering the land in
search of their Life Quest. Each of the Children of Misiri is at some point in their lives
struck by a powerful and undeniable vision. He or she is then compelled to follow that
vision, in hopes that they will be able to complete their Life Quest so that they may join
Mi siri at Ubastiodos side in the afterlife.

The majority of Misirians are prophets and scholars. This, combined with their
gray coloring, often causes people to mistdieart for Ceilican. A few of these people
have more in common with Khan than any of
fierce prowess, and yet they still suffer from the same drive as the rest of their people.

The Misirians believe that it is their gnose to seek out great Felinae and act in
much the same way as their progenitor did with Ubasti; as advisors and protectors. They
feel it is their duty to keep contemporary Felinae leaders, no matter how minor, from
making the same mistakes that causedditwnfall of the great Felinae Empire of the
past. Whether acting as bodyguards or personal advisors, the Misirians always seek to
serve the Felinae race by serving its leaders.

The Children of Misiri are widely scattered throughout the kingdoms of the
world. They must always go were their Life Quest leads them. There is one place were
many of the Misirians most respected elders have gathered. Just off of the southwestern
coast of Labrador lies a small island called the Isle of Man. The inhabitants istahd
are all descendents of Misiri and they regard this as the closest thing to a permanent home
for there people.

This eccentric sect is lead by whoever is regarded as the wisest among their
people in residence on the Isle of Man. They have nddiagnder and only a moderate
bias for age. A seer of great strength is always well regarded, no matter what their
demographic. In order to become a ftilgdged member of Misirian society, each
Felinae, upon reaching maturity, is tasked with a minesgurhis task is usually
scholarly in nature, although not exclusively. Once the young Felinae has successfully
completed this task, he or she is considered an equal member of the community.

The young people are taught the basic history of the Felataeat an early age,
and they are also taught their specific bloodline in exacting detail. Every Misirian alive
can recite his family lineage all the way back to Misiri. Many of these people are
pacifistic in nature, but even the warriors of their sodistye a respect for life and a
desire to avoid conflict unless it is unavoidable.

The Misirians are so wide spread that it is very possible for a Felinae to go his
entire life without encountering one. But for every great Felinae hero or heroine, for
evel leader of the Felinae people, there is a Misirian somewhere in the background
following his Life Quest and guiding his people towards the promise Ubasti made to
Sariama, the promise of peace and fortune.
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Gael 6Braugh

Not long after the end of the Drag@var, some of the Sidhe started dreaming of a
beautiful elven woman, clad in a cloak of light. She was kind and gentle. She was called
Khilaina and she was a healer that soothed their pain in their sleep. She severed the bond
of control for those she touetl. She was like an old forgotten friend. Like a memory lost
to the Sidhe. Those she freed became great spell crafters, and were able to start the work
to free others. Khil aina gave each of the Ga
she gave the sezt of healing.

While the other races busied themselves with the fallout of the Dragon war, they
didndot notice the start of the Sidheds path
The lesser races were being used at this point. No dragon had thidir claws in the
attack, either. This is the way it would be fought for several thousand years.

The Gael 6Braugh under Khilainabés guidance
They even made some contact with the six dragons of magic in this enddtvaugh
hesitant, they told their story in hope of aid for the rest of their people. Their numbers
grew and so did a new way of life.

When the Dragon War gained momentum towards the end, the dragons
themselves finally took part. The last several hunge=ds of the Dragon war was
vicious, | aying waste to whole continents. E
seen since and the landscape of the world itself changed.

The Gael 6Braugh | ed there kin home to the
healed their people of their wounds. It would be far harder to heal the mind and souls of
those enslaved. It would be many millennia before they would be healed at all.

Today the Gael 6Braugh I ive in enclaves 1in
have aapted to their surroundings with ease and blend in so well that some of the
younger races would not even realize they have come to an enclave until they are in the
mi ddle of it. The Gael 6Braugh are truly one
homewhen in the forest.

These enclaves can be fairly large and are ruled by an open forum tribunal.

Respected elders in the community are voted into their positions to lead the enclave.
They are communally run with respect. There is no class separatioh ahdgoor. The
community takes care of all its members. If disaster should strike a family the rest of the
enclave will chip in and help until they get on their feet again. Artisans are supported and
revered in the community. Great efforts are devotesttdpture, painting, writing, etc.
I n their relationships Gael 6Braugh are re

Gael 6Braugh coupl e wil/l swear marriage VOWS
rest of their lives together. Marriage is never entered ligbtiyorce is very rare and
highly | ooked down upon. A spouse will have
di vorce. They also dondét wuswually marry out si
other Sidhe.

Both the mother and the father raisddi@n. Both parents are equally loving,
nurturing and supportive. Gael 6Braugh prefer

SO as to provide a support network for them. Their birthrate is very low and children are
much revered by the entire communiMultiple births are completely unheard of and are
thought to be sendings from the gods. No child ever has to fear being orphaned as the
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rest of the community would step in and raise them. Pregnancies and births are blessed
events where entire extendedniies and communities help the young couple.

The Gael 6Braugh have an intricate system
given a surname which is an amalgam of his p
higher ranking family takes precedence, rdgare ss of whet her it i s the
the fatheros. I f a childdés mother was of the
the | esser Hawkmoon family, the childbs surn

can track a pergohbe bumneagesbypyfhaapiemnsonods

tend to be based on the natural environment. Names of plants and animals are favorites.
Because of there background in slavery th

defend themselves. They are also mistulisif strangers coming into their enclaves.

They are among the finest archers in the world and use this skill to defend their enclaves

and al l of Sylvanator. It is said that durin

the art to nheh&ael dBeamgh Gael 6Braugh hunte

sought after by other races and they can command high prices for their services.

Khilaina is revered as the savior of the
in midsummer. This is a time gfeat feasts, music and dancing. Great works of art are
unveiled at this time as wel/l . Those that h a
invited to attend. This celebration is a wee

wine, and good wil Small heartfelt gifts are exchanged between friends. It is a beautiful
time.

The Gypsies

Once, before the Dragon Wars, the Gypsies were a people who lived and worked
on their own land. They were farmers and craftsmen. Gypsies live for the moment. They
believe that every moment should be lived as if it were the last. They have little fear of
anything, with the exception of exile from their own society.

Gypsy culture is broken down into nomadic groups called Bands. A band is a
group of Romany numberirfgur or more that travel together as a family group. Often a
member of each clan is represented. These bands can range in size from four to near a
hundred. The band members are fanatically loyal to each other. They are a surrogate
family unit and will cae for and protect each other to the death. There is a Gypsy saying,
AThere is no 616 in Gypsyo. Any possession o
band mates. Also any injustice performed upon one band mate is considered against the
band as a fhwle. Band mates are often related by blood not just by the heart.

There are three leaders that govern a band of Gypsies. The three positions are
Bandoleer, Torque, and Coldoon. The Bandoleer is the true leader of the band. Everyone
in the band answers toi m. He i s responsible for everyone
as the banddéds battle commander. When a band
Torgue becomes responsible for the bandds we
advises and suppts the Bandoleer. He also takes care of disciplinary actions. The
Coldoon is the keeper of the bandds history
is the wise woman, the seer, and lore master. The Coldoon advises both the Torque and
the Bandoler.
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The Romany are a matrifocal society for the most part. You will often see a
woman in position of office, but it is not uncommon for a man to carry the position.

There is a type of equality between the Rom, and for the most part the women lead. This
is because lineage is traced from mother to child.

Fatherhood is taken very seriously, but d
sometimes fatherhood can come into question. Children within the band are raised overall
in a | arge group. G&tagkedpftersanditiiseenspresrthaiteghe ut ed and
children will be taken care of if anything happens to either or both parents. Often new
bands are formed from these childhood groups. If a band is traveling into dangerous
ground they may foster out their childrendifferent bands as a safeguard. This causes a
fierce loyalty among the Romany people and creates ties with other bands.

Larger than the bands are the family clans of the Rom. There are four clans, the
Machwaya, the Kalderash, the Lowara, and the Chufémese clans are traced through
family lines.

The Machwaya are the foundation for the Rom, Their numbers are small but they
are the most revered. Most Drubarne originat
business, organization, and politics surpalssther clans. The Machwaya uphold all
Romany traditions to the fullest degree. They will be the ones to tell the traditional stories
around the campfires. They are the makers of the Patterans, or symbols and signs left by
ot her gypsi es thdt may pdadsaby. Thewdregsywjhsmpré slegance and
more expensive clothing than most. They like to adorn themselves with rich deep colors,
like forest green, purple, or burgundy with head wraps of the same colors. Their clan
symbol is the tree of lifetakn f r om Deannads journey.

The Lowara are the animal and horse handlers and the agriculturists. The Lowara
have a ranger quality and are very good with living things in the natural world. A Lowara
can out cook and out hunt any other clan. They are alsorsnakeloth and weavers.

They take much pride in their work and their wares are much sought after. The Lowara

dress in more conventional clothing for comfort and practicality, but in the brightest

colors they can find. They wear as brightly colored a haag as they can make. Their

clan symbol is a crescent moon with a star |
was the sky when the Romany left their homelands.

The Kalderash are the coppersmiths, carpenters, and tinkers. They are the
builders, archiects, and hard laborers behind the construction of the Varda. The Varda
are the Romany wagons that are pulled by at least two draft horses. This clan was
instrumental in getting the Romany on the road to flee from the Endrani in the Great
Exodus. They arby far the most numerous of the clans. When a Kalderash youth comes
of age they craft their clan symbol to wear and have it blessed by one of the prophets.
They wear mostly browns and always with a white shirt or chemise, with a contrasting
color of headvrap. Traveling can be a dirty job and they prefer to be able to wash their
cloths often. Their clan symbol is a large star in the center of five smaller stars. This
represents the circle of life.

The Churara are the metal smiths and sword makers. ¢tnwstfris clan that most
warriors come. This clan is dedicated to seeing that all of the other clans are protected in
some way. They supply each clan or Band with superb blades and armor to ensure the
safety of all Rom. The Churara wear leather of all coltis bright head wraps. Their
symbol is a sword pointing downward, ever ready to defend.
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There is a title that some Rom take that often gets confused as its own clan. It is
the title of Kuneshti. This is a title that a gypsy takes when they swear thesselv
Dacia in defense of the Romany. A Kuneshti spends their life in service to Dacia
protecting other gypsies. They are an armed force that uses magic, steel, and alchemy to
protect gypsies from Gaje and monsters. Often this comes in the form of aygsieipti
The Kuneshti are tattooed with a downward pointing sword with a bright sunburst behind
it. The only requirement is the free sworn oath to protect the Rom. These warriors are not
at all like knights, they are simply the defenders of their bands.

Another clan exists within the Romany people called the Drubarne. They are the
alchemists and mages that are sworn to either Gatea or Deanna respectively. They are
healers and protectors of life. The best healers come from this clan. Members of this clan
arehandpicked for their healing aptitude. They will rarely cast magic or alchemy that
causes death because that is what the Kuneshti deal with. Like the Kuneshti, a sponsored
Gypsy is apprenticed for three months, at which time they are tattooed withidheir ¢
symbol, and a celebration ensues. The Drubarne wear all black with a colorful sash to
represent the forms of magic or alchemy they have learned. Their clan symbol is an
opened book.

Above the clans are the Rombaro, these are elders in the communétsetha
usually no longer nomadic and, therefore, reachable by all Gypsies. The Rombaro is able
to call a Kris or official meeting to settle disputes. A Rombaro is appointed during
meetings of at least three other Rombaro and a group consensus is reagheckarta
scarf with a silver rose painted upon it as a silent symbol for other gypsies. Due to the
free flowing nature of Romany culture, if a newly appointed Rombaro tries to use her
Apower 0 to gain | everage overignaddbrer gyps
eventually ridiculed until their ego set
work a Kris can decide to remove the office.

A Kris is an official meeting often attended by all the nearby Rom where three
Rombaro attend. These megfs are usually cloaked in secrecy and are to settle serious
grievances. It is at these meetings that justice is meted out, including declaring Marhime,
or outcast, on a Rom. If however a lighter decision is made it is an excuse for wild
partying until dawa.

There is also the matter of the Gypsy king. There has been no official king since
the last Gypsy King died millennia ago. Now if a gypsy claims to be king it is for the
benefit of the Gaje, or outsiders. This often helps leverage beneficial responsemje
concerning taxes and such. This also gives the local Rom a spokes person who runs
interference for his people. Often a man who is willing to serve as a last defense for his
people if the local Gaje turn nasty holds this position.

There is one lagiosition that must be explained, that of Rai. Rai is a title given
by a band of gypsies to a Gaje that has proven to be loyal and trusted. These Gaje are
considered to be band mates in whole and accepted as such in their band. Any other band
may accept®&ai , but hold the original band accoun
dispute has been fought over Rai between bands.

i es,
tl es
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Half Ogres

In order to know about Halbgres, one must know Ogres, and Ogres are a
dangerous race. Few humans or Sidhe evehgaadide of an Ogre mound and escape
to tell the tale. There are rumors of great treasure to be found within, but more often there
is nothing but death. Very few individuals are mad enough to try to enter an Ogre Mound.
It is a wellguarded tomb for thosgho make the attempt.

Ogres live in large and extended family groups inside large fabricated mounds
underground. An Ogre Mound resembles just that, a mound of living earth. These
Mounds are not truly an underground structure, merely being many intectexineoms
and chambers with a living earth ceiling. They do utilize pre existing caves in their
architecture, but take great pains to seal their home from underground incursion by the
hated Dwarves or Taelgranis. Some of the larger known Ogre Mounds laigeas small
villages. These Mounds are kept as secret as possible so as to protect them. They are also
protected by traps; magical and mundane. Ogres are well known for their devious and
malicious trap designs, most of which are designed to maim, lhdthe innermost
chambers are the most protected, leaving the larger outer chambers for communal living,
cooking, and private quarters.

Ogres are cannibalistic marauders, an organized warrior race. They raid the
surrounding countryside and villages, amdantunate villagers can end up as the nearest
food source. Unfortunately young adults and children are favorite captives and the elderly
can be entirely overlooked in a raid.

It is a safe bet that when Ogreds take pr
especially if they are Sidhe. Sidhe are rumored to be especially tender of flesh, only to be
out matched by the Fae. Because of this Sidhe villages are favorite targets, and prisoners.
Ogres usually have elaborate feasts after a successful raiding piotyetl by a
somnolent fullbellied sleep. They are also very frugal and never waste any part of a kill,
often turning the skins and bones of their victims into talismans or clothing.

Fighting strength is considered the utmost in abilities for the av€goge They
are truly a race of warriors. Mages and Alchemists take either a front line position
backing up a fighting squad, or apprenticing to a Shaman to keep the knowledge and lore

for the Ogre people. The al chasmi sts and mage
apprenticeship to a Shaman are given the same accord as the fighters. Rarely do Ogres
l earn to read unless they are Shamans. Ogr es

Alchemists; both are seen as equally necessary and prestigious. All childremtacest
the path of the warrior, and would have to show a genuine aptitude to be taught magic or
alchemy. Trap makers hold an especially esteemed place among these people as they help
fortify the home and hearth.

Ogres are led by a cabal of mages andeatusts called Shamans. Not just any
mage or alchemist is taught to be a Shaman, only those with religious loyalty to Ziphane
and long apprenticeships to established and respected Shamans. They are the older, wiser
advisors to an Ogre Mound. They are satsdo the living Goddess Ziphane, who is the
ultimate leader of all Ogres, and Mother to all. The Ogres believe that an avatar of
Ziphane is born to the Ogres every generation or so. She lives a normal Ogre life and dies
a natural death. The Shamans Ié@kher in the signs and portents for her birth, and then
she is taken and raised as the undying Goddess Ziphane. At her maturity she becomes a
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warrior adept at alchemy and magic and leads her people in their ways. She is known by
her heavy facial tattoogn Shamans are known for they wear the symbol for Ziphane on
their faces.

Every century or so, a testing comes about where there are two or more births
divined as the avatar of Ziphane. This leads to great religious wars between the Ogres,
andisseenadi phane testing her peopleds strength.
from their mounds in great battles razing all in their path to the ground. This happens

rarely and only when the population is | arge
and kee her people strong. Unfortunately, different factions will fight to the death
foll owing Atheiro Goddess against the others

Most Ogres follow family lines designated by the area from which they come.
Such as Rin of the Bloody Pond Clan. These family laasget complicated because
when a mound reaches a size too big for the surrounding area to sustain it, one of the
shamans will lead half of the Ogres to found a new mound. Usually this can cause family
lineage to go as follows: Rin of the Bloody Pondhalgho was fathered by Jarth from the
Great Oak Forest that split off of the Jagge
great pride. Because of this, Ogre woman keep very good track of to whom they bear
children.

Ogre Mothers are also notoriously feame in the protection of their young. Ogre
mothers have the support of the entire Mound in this. They are a tough race that will not
slow for anything. Although they do not tend to take part in fights, it has been known for
Ogre mothers in times of foahortages to go on raiding parties with their babies slung
on their backs. For the most part Mothers stay in the Mound with their young, raising
them in the Ogre ideology. Common toys for the children include real weapons sized to
fit, and dolls of the otbr races.

Neither gender holds sway for the Ogres, they work well with equality. Women
do have control over childbearing and the raising of the young, but in all other arenas
men and women work equally in their community. Each Mound is led by a few shamans
that comprise the elders in the community. Most larger decisions are decided by
community meetings led by the Shamans.

If a Half-Ogre is raised with his Ogre family they will always have to try harder
and succeed better than his full Ogre couptats.This creates a dangerous sense of
competition. HaHOgres tend to take more chances and risks than full Ogres in an attempt
to keep up. They are also usually on the front lines of raiding parties, or out among the
rest of the world. Their ne@gre blood smetimes causes a curiosity about the other
races. They are usually disappointed by their reception by the other races and the lack of
understanding of Ogre ways.

Those HalHOgre offspring that do not appear very Ogie are usually discarded
at birth. Haf-Ogres without Ogre traits are usually raised by other races, because in an
Ogre mound they can be seen as a supplemental food source. TheSgrdalare
sometimes completely unaware of their heritage and may be horrified by what they find.

Ogres tendo dress very tribally, furs and leather being the most common
materials for clothing. Felinae furs are highly prized, the more exotic the better. Armor is
common to all Ogres and tends to be a mélange of battlefield finds. They have a love of
natural colos, as to blend in better for raiding, adorned with bone beads and leather
strips.
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Every year they celebrate Ziphaneob6s death
is a gigantic ritual raid held on the entire surrounding area a week or so beforeeto gath
supplies for the celebration. The entire Mound will turn out for this raid. This is a yearly
event and there are even villages that have worked out arrangements to tithe victims and
goods to the Ogres to prevent damage to their town and holdings.|&@beten itself is
loud and bloody. New Shamans are chosen at this time, and if Ziphane has been born her
confirmation is at this celebration. There is ritual singing and drumming throughout the
night. The best cooks ply their crafts for days beforehamuigpare the feast.

If Ziphane has been slain, her people will ritually mourn her passing by dressing
all in red. They will drum and sing of her. If she was murdered, than hordesdaded
Ogres will destroy the whole region, converging in a homicigé r This mourning will
last until Ziphane is reborn and confirmed at the winter solstice celebration.

Half Orcs

Long ago, in the past, the Orcs roved in huge warbands, taking what they needed
from the other, weaker races as they huddled in their hausty. were easy targets,
barricaded weakly against the night. Their shamans were most powerful. They lent their
wisdom to the war councils, they could reach out and touch the gods with their magic,

they were invincibleéor so they sayeé
Soon, the other rasestarted to band together under the direction of the dragons. It
started small enough, a fortified town here,

into orc territory. The larger towns and cities started sending out warbands of their own.
Many ofthe Unproven, young watrriors, fell victim to these warbands. Being young and
unskilled warriors, they were no match for these new armies. The Orcs were pushed back
into the fringes and the wild lands, into the Wastes.

Orc warbands got smaller and theyrevdriven further onto the Wastes. The other
races strove to sow the seeds of the destruction of the Orcs as a race. This taught the Orcs
to survive through almost any adversity. The sidhe especially hunted them with an
intense passion. Through their pexston the Orcs learned from them. Those races once
so proud of the harm they wreaked upon them now fear thagasalé knowledge that
was inadvertently passed on to the Orcs.

The Orcs were on the verge of dieing out when the dragons started their petty
squabbling. With the other races consumed by warfare, the Orcs carefully crept back into
the world, doing all they could to fuel the conflict. The Endrani had become entangled
with the Gypsies. The Orcs raided both parties disguised as the other toffezstbe
war. The war left those remaining weakened; easy prey for Orc raiders and they praised
the dragons for their need of war.

The Orcish race is tribal in its organization. They rove as nomads in small
warbands made up of a few family units. Lineagaced from mother down. Half Orcs
are the most likely members of Orc society to associate with races not their own. The
persecution they meet from their own people often drives them to seek acceptance from
others. The Orcish culture deals very heavilglavery from raiding parties to sell or for
meni al | abor . Sl aves are considered expendahb

Orcs are a very prolific race. It is common for females to go into battle up until
birth. Orcs of high status, those with grevealth, major kills, and power, usually try to
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