
MAGIC, THE REALMS & LINEAGE 

Magic is divided between Spells, which are quick & can be cast using 
Personal Mana; and Rituals, which take more time to cast & use 
Crystal Mana. Rituals draw on the Six Realms. The Realms are home 
to the Eternals & Heralds, and can shape humans, creating Lineage. 

Night is transformation and secrets. Naga often have snake’s 
scales and sometimes feathers, and are sensual and secretive. 

Day is truth and light. Merrow are fish-like, and overly rational. 

Winter is hunger and death. Draughir are often deathly pale with 
sunken eyes and visible veins. They are loyal but described as cold. 

Spring is life bursting forth. Briars get bark-like scabs, and are 
energetic. 

Summer is majesty and glory. Changelings often have pointed ears, 

antlers, glorious manes, or swan’s brows, and are Proud. 

Autumn is deals and bonds. Cambions often have horns, and 
Labyrinthine markings on their skin, and are highly ambitious. 

RESOURCES: HERBS, MATERIALS & MORE 

There are 20 Rings to a Crown (one for each finger and toe); 8 Crowns 
to a Throne (one for each founding nation of the Empire). 

All Heroes have Resources. Businesses and Farms give money, Fleets 
and Military Units do military things or work for resources, 
Congregations give Liao and votes in the Synod, Mana Sites give 
Crystal Mana. 

Herb Gardens give herbs, used by Physicks. True Vervain heals 
people, Cerulean Mazzarine restores limbs, Bladeroot combats 
weakness like Imperial Roseweald does venom, Marrowort holds off 
the effects of the worst wounds. They are also used for various 
potions. 

Forests & Mines give materials, with marks on them showing if they 
contain one, three, or five measures. These are used by Artisans to 
make things. The ingots are Orichalcum (coppery, shields); Green Iron 
(green, swords); and Weltsilver (silvery, drops). The chunks are 
Tempest Jade (green, lightning) and Ambergelt (orangey, wasp). The 

bottles are Beggar’s Lye (skull) and Irridescent Gloaming (butterfly). 

Dragonbone looks like bone or wood (bone, dragon’s head). 

The rarest resources come from the Bourse and other places. They 
are True Liao (gives visions of the past and makes religious sites), 
Ilium (silver, comet, makes magic permanent), Mithril, Weirwood, and 
White Granite. The last three are traded as notes. 
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For almost 400 years the Empire has been a Republic, united by the 
Virtues, free from Discrimination, a place of Law. Surrounded by 
barbarians, heretics, & idolaters, Heroes defend our Ten Nations. 

Four times a year, the Heroes of the Empire meet at Anvil, the 
hamlet where the Empire was founded, to decide its future. If this 
is your first time at anvil, this guide will give you brief summaries 
of lots of useful information, helping you to find your place!  

There are also guides to news and events sold at each summit – I, 

the Herald of Fools, sometimes make one; as does the Empress’s 
House of Seven Mirrors. Many Other papers are also available! 



NATIONS OF THE EMPIRE 

Dawn is the home of bold knights and powerful witches, where all 
seek to live a grand story. Their heroes undergo Glorious quests to 
become Nobles, and their tales of True Love are often stirring 
doomed romances. 

The Freeborn of the Brass Coast are colourful, passionate, and 
adventurous. They prize honesty and like deals to be explicit. 

Highguard was the home of the First Empress, and the place where 
the Way was discovered. The Highborn are devout, and distrust 
Eternals. 

The Imperial Orcs fought a slave revolt 60 years ago to earn the 
right to be a nation. They are loyal to their armies and the Empire. 

The League are ambitious city-folk, driven by competition governed 
by strict rules. They value Loyalty, money, and high fashion. 

The Marchers are stubborn agriculturalists, who hold deep 
grudges. 

Navarr remembers the fall of Terunael, the civilisation before the 
Empire, consumed by the plant-like Vallorn. They are survivalists, 
living in the wildest forests, fighting the Vallorn, utterly practical 
and ruthless.  

Urizen is a land of mountains and spires, populated by great sages 
and upright warriors. They seek reason, wisdom, and mastery. 

Varushka is a land haunted by monsters, and the people there are 
unsentimental practicalists who do what they must to survive. 

Wintermark is the home of three peoples: the ice-walking hunters 
of the Suaq, the marsh-mystics of the Kallavesi, and the runesmiths 
& shield-warriors of the Steinr. They are bold heroes from a harsh 
land. 

THE FAITH OF THE WAY OF VIRTUE 

The Empire is united by the Way. Unlike some cultures, we don’t bow 
to Gods or Eternals: we know that humans are the greatest beings 
in creation. We know that human souls, upon death, go into the 
Labyrinth. A human who has followed the paths of Virtue will pass 
through the Labyrinth quickly, either soon being reborn or even 
managing to pass through to enlightenment (a Paragon). Orcs, on 
the other hand, have just one life. After death they are either 
consumed by the Abyss or they pass over it to become an Ancestor, 
who will speak to and guide other orcs. 

There are Seven Virtues which aid the soul. It is possible to be 
dedicated to any one of them, and dedicated priests can use the 
drug Liao to create powerful auras on people and objects, spurring 
them to act virtuously.  

Ambition tells us to aim high & pursue our dreams, whatever the 
price. It is better, by far, to try and fail, than fail to try. 

Courage teaches us to do what we know is right and true, and to 
never accept defeat. To despise cowards who fall to inaction. 

Loyalty is uniting with those our heart calls to, no matter the 
hardship. To build up others, not tear them down. Despising 
traitors and deceivers. 

Pride is striving for excellence, embracing your past, inspiring 
others to greatness. It must be proclaimed by conduct, not by vain 
boasts. 

Prosperity is labouring hard, then enjoying the rewards. Not 
hoarding, not being selfish, not being a thief or lazy wastrel. 

Vigilance is being alert to all dangers, within and without. Seeking 
out falsehood, striking first against all threats: malice, folly, and 
carelessness. 

Wisdom is a journey, as all knowledge is incomplete. Knowing the 
right question as much as the right answer, and testing what you 
learn. 

Blasphemy (denigration of the paragons & virtues, or following 
False Virtues), Heresy (rejecting or perverting the Doctrines of 
Faith, especially actively teaching falsehood), and Idolatry 
(subsuming human will and destiny to any inhuman entity or force, 
including worship) are all crimes. 

BODIES OF STATE 

The Senate contains Senators, elected by their Nation. The Senate 
debates the construction of projects, declaring war, making laws, 
etc. They meet 4 times a Summit, in the Senate Building. 

The Military Council contains Generals, chosen by their Senators. 

They decide where people fight – Heroes at the summit and Armies 
between summits. They meet 3 times a Summit, in the Military 
Council tent. 

The Conclave is open to all who cast Magic. It meets each evening, in 
the Hall of Worlds, a pocket-dimension accessible from the Regio 
(the stone circle). They do diplomacy with Eternals, and decide 
magical law. 

The Synod is open to everyone with a Congregation. Each Synod 
Priest can vote for motions in the General Assembly, their Virtue 
Assembly, and their National Assembly. Motions are found in the Hub.  

The Bourse is made up of the Empire’s richest or most outstanding 
citizens. Seats are either auctioned or elected by a National 
method, and give the holder supplies of the rare Bourse Resources. 


