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Setting Overview

Our gameakes place in the Jeweled Cities, a collection of loosely
allied citystates located in a geographic region resembling
ancient Babylon. Each Jeweled City is ruled by a Sultan. Largest
and most opulent among these ise Ruby City, Kishar, which is
ruled by the Ruby Sultan and the Great Council. The Sultanate is
hereditary, although dynasties have ended due to lack of
children or revolutionIn a normal successipihe eldest child
inherits, regardless of gender.

Members of manyracesand backgroundsire represented on
the Great Council, an advisory body that controls financing and
therefore has great influence in the city. Councilors wield
significant personal power andare often behind the larger
intrigues, although neely are these traceable tinem.

Various noble houses play prominent roles in #féair of the

city. Campeting Guilds cater to all facets of economic life,
AyOfdzRAYy3d GKS aSNOKIydiQa DdzAf R
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A large and dedicated bureaucracy runstbayto-day affairs of
Kishar from areas as small as a city block up to entire districts. |

Palace soldiers, mercenary companies, and gaigg®r control of Ikl
various parts of the city and its surroundingthose distrcts that : i
are prosperousare much more heavilypoliced than the near ‘
lawlessness of thpoor districts south of the harbor. il

Nidee

Amidst all this the city thrives, being placed along seve. .
important trade routes and surrounded by ample natu
resources.The Kshari people show a particular vibrancy and Ius
for life that make the city a cultural center as well as an econog
one.

While the primary themes for culture, costume, and daily life
Kishar are drawn fronsources such a®ne Thousand and On
Nights(aka the Arabian Nights), tfdahabharatg orl TA " y
(the Epic of Darkness)characters from vastly different
backgrounds find themselves in the Jeweled Cities for all manner
of reasons.



Other Jeweled Cities

In addition to Kishar, there are 4 othemieled CitiesL & A f R NE GKS t SINX / Adeéex f A€
Forest. Thig sultan is aSunElf, and the city produces woodcrafts, medicine, and rare foods. Feytouched and
duskelves are also more abundant in this citsildar is perhaps the saiest of the Jeweled cities, and is

located the furthest from major trade routes.

To the southwest of Kishar is Ulfdar, the Onyx City, which lies between the Eihdathe Great Waste.

I { T RultAiR are Rellblooded, although Aetherites are also mmemon there. Ulfdar manufactures
glasswares, including fine bottles for alchemy, hourglasses, and rare and expensive lenses for vision. In
addition, traders from across the Great Waste bring ifooyn arDwapehthrough this city.

To the southeast of Kish#& Shalazar, the Sapphire City, which lies in a valley between the Sun Peaks. The
&dzZAfa ™ 2R ARelaf [T N A& @e/"SH Sai0AYSE YRFPYLFYEIN KI NI
goods, alchemy, and cut jewels.addition, Shalazar has eputation for scholars and philosophy.
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gems. Man say the musical instruments produced there are also exceptionallyTiiade from Embrdaka

flows through this city.
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Foreign Nations
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view those from other countries with a little disdain. The common term for anyone not from the Jeweled

I AGASA A& 4T eddidlyyfudes DUk flequedtd yisk faRiISHedr foreign languages are often

f dZYLJSR G(G23SUGKSNJ A GaFFNIIFIYRAAKESE HKAOK al @Sa GKS |
these countries and languagé¥hat follows is what an educated Kishari might know about these nations.
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anD wapeh

anDwapeh sits to the South of Kishacrass the Wastes. Locatedarvalley andnorth2 ¥ G KS . | 4 NI
Inland Sea, this nation could almost be considered a massive oasis. It is inhabited by all races and has a
culture formed from educated warriorsnd martial sorcerers. Education is held in the highest esteem
followed by martiahbility. Everyfree child, even the poorest of the poor, is educated in scholastics and self
defense. Only the upper classes, however, are allowed to/aRe & O 2 f f B tHeSefite df tifeRvarBo2 A

scholars the Lance of TruthThe nation is rich ifood production the climate perfect for dates and olives,

cattle and boars, red fruits, and deapoted tubers.t Y5 g LISKQ&a LINRPALISNRARGE A& 0dzi
howeverc the slave trade flourishes here.

The patriarchahation has been ruled by a processionmifrportedlykind and merciful kings, the latest line
being compromised ofdy-touched. The current king isiKul dWenparah, the Golden Antelope, and the
princewho gands to inherit igsiNkul anZulah, the Red Crane. This generation has seen no Queen. Royal and
upper class marriages are foretold &ygurs who read the Web of Faté a perfect match is not found, the
individual never marriesalthough this does not messarily mean they are childless

The royaltyl Y R dzLJLJISNJ y20Af AG& T NB SALISOAL t f etraditighg my T2 NJ
addition to the strict mandates on marriagehildren less than 16 years of agee considered to be the

property d the father and a good deal of money is paid to the birth mother, wiay choose after the
production of children to leave the household gmarsue whatever goal she might wigtollowing a popular

cultural icon, the Panthress of Two Claws, mothers wheelthosen to leave their children behind may join

one of several martial battalions, and the senior commanders of the anDwapeian army are often women.

anDwapeh iparticularlyknown for its grand horsemen. Tindine, delicate looking horses are as viciass

a wild camel and as easily trained as a domestic dog. Children (even low class children) who show isiclination
towards drovingare raised up with their first foal, learningehricks and formations of theavalry These
horsemen careasilycover longdistances in mangifferent environs Whennot otherwise engagedhey
playcomplex games aback their steddsstay in practiceRecently, a formal competition has been created

to showcase the skill of anDwapeian riders, and citizens come out to watsé #&wents in great numbers.

The main exports are fryitmeats, oils and leather armoBuyirg an anDwap@an horse isprohibitively
expensive, but seen as quite the status symbol.

Dessanora

Dessanora is a loose confederation of -Gitgites spread across dde archipelago, far east of the Jeweled
Cities. Dessanora covers a range of climate types, with the upper islands being warmer, but not tropical,
and the southern islands seeing mild winters. Members of every race inhabit the islands, living in their
preferred clime, and as a result Dessanoran culture is much more accepting of differences.

The nation is ruled by a council of noble families, each bound to a shifting alliance of merchant houses and
other power brokers. Several of the major temples, mosthAuran and Lyla, are involved in politics, and
stand roughly on par with powerful merchant houses. The Path of Steel is frequently idolized in popular
Dessanoran culture, with the notion of the light and mobile fighter capable of leaping between sthips w
flashing swords the subject of numerous popular balldde arts of magic (Path of Magic and Path of Mind)

are considered to be rare and mysterious, with wizards frequently playing the part of villains in popular
theater and ballads.

The capital, onlte large island of Lissaro, is called Relaria. The city was built by the Rays of Auran some time
in the last several centuries. This powerful group of #iglman and higkelf worshippers, with much sway



in the government, planned the layout of the cityiesemble the sun and its rays. No new structures are
allowed to be built unless the pattern will not be disturbed, and the bright, wiitme city walls are said to
repel those who arrive with evil intent. The main result of this building restrictiohaisthe population is
not as concentrated in the capital as many other natiqridessanora has a wide array of wadipulated
cities.

Most of the economy relies upon trade between these separated populations. Fine wines and cheeses come
from the southern slands, where the worship of Lyla is more popular. Sheepskins, wool, and beautifully
intricate textiles are provided by the more northern islands. Mines, dotting the region, provide yellow topaz
said to be sacred to Auran. While Dessanoran trading shigeriar from home, it takes some time for them

to reach the ports of Kishar. Most travel to Entdaka or Wuldkest in Northreach, where the textiles and
wines are especially popular. Due to the amount of time they spend at sea and the value of thejr cargo
Dessanoran ships are highly likely to carry small armed contingents that specializetmshijp warfare.

Many of the merchant guilds provide their own bodyguards, but mercenaries are common as well.

Embra -Jaka

EmbraJaka is located in the northeastepart of the Western Continent, past the Sun Peaks and the Long
Grasslands. Like Kaewan, the land is mostly composed of thick tropical jungles, and the climate is quite humid
and wet. This is the perfect environment for waterborn, hiwani, dusk elves ewdchste humans.
Aetherites, haHlorcs, and dragonkin also thrive there, but are fewer in number. The country is composed of
an everchanging coalition of tribes. One major city, Kimbasha, exists roughly in the center and despite the
constant tribal warfag, all tribes pay at least nominal respect to the Great King of Eddka. While the
position is largely ceremonial, the Great King does retain the power to call levies to fight should the country
ever be invaded.

While the usual gods are worshipped hemany tribes of Embrdaka revere dergods and the like as well.
Naiads, Nagas, Crocuttas (sentient dog beasts) and even some rare plants are considered sacred and
offerings may be left for them. The environment being undeveloped and full of deadly alenges,
EmbraJaka tends to spawn animists and masters of arms more than most other regions.

EmbraJakans can be isolationist and distrust those who would alter their way of life. Every tribe has its own
horror story of the filthy cities and dry climadeyond the Wastes and the jungle canopy. Stalwart explorers
from other nations venture in, some succumbing to the dangers of the terrain and others returning with
unbelievable tales and rare materials. Those who dwell near the borders often ally Wik who are less
inclined to violence, as the products of EmiJaka are sought after in other parts of the world. Trade is
unpredictable and ever changing; woven materials, paper, and-fmadis go in and feathers, beads, strange
medicines and the sking monstrous snakes come out... but not always on time. Among thectassnonly

found items are ancient relics reportedly unconnected to any current culture, uncut gems seen nowhere
else, and tools to tattoo and pierce nearly any part of a creature.

There ae persistent rumors of a great sunken island off the eastern coast of Edakea While it is referred

to by many names, the most common is Crythia. Suggestions for the cause of its sinking include volcanic
action, an angry god smiting the land, and-slposed destruction by a death cult. The mermaids who dwell

on this coast often refer to it, with some inviting explorers along, but as they are carnivorous they are not
seen as a particularly trustworthy source of information.

Hinterlands

The Hinterlandsire a broad stretch of coastal territories on the Arephian (Eastern) continent. Not so much
a unified nation as a grouping of feudal towns that share certain common cultural elements, the Hinterlands



are principally united by a common fe¢he Fey Courtd/Nhile the Fey are seen as semythical tricksters
in other countries, in the Hinterlands they have come to represent everything wrong with the world.

¢FfSa RAaAlFIINBS Ay GKS RSOGFAf &z odzi OS-wWhanyhufdedd2 YY 2y
of years ago, or perhaps as much as a millennia, a great wasting disease known as the Red Shakes swept
through the prosperous Tendran Empire, crushing its population and devastating the systems of government

and agriculture. As many as 3 in 4 died, grepestilence resisted all attempts at containment or treatment.

Some connection is suspected between the disease and the powerful Fey who emerged from the wild lands
Ay (GKS O2yiGAySydQa AYyGSNA2NI (2 02yl di&dwn if tkeSFeyy' | 2 2 N
themselves concocted the sickness or if they merely exploited it. Their armies of wild beasts and enthralled
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Fey Lords prevented totsubjugation of this land.

Regardless of what happened so long ago, the reality of the situation in modern times is stark. Four major
cities survive in a loose confederation that squabbles internally more often than not. Gone are the days of
theproudlighy Ay 3 o62fda GKFIG 2y O0S 3INI OS Rreth&Ksymmdlydtii dNig&sQa o y
of Ardan, Belglia, Moetica, and Oquinta. Trade is much diminished from the day¢é AWK G KS 9 Y LJA
capital of N@lia Magna saw a constant flow of tribute barges, and ¢hdays few from foreign landss/en
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wherethe locals say that the salt air repulses the Fey.

The main export is a fine pink salt, farmed from the salt fllaéd the locals maintain to ward offirther
incursions fromthe Fey. Merchants sell flax grown for weaving into linen, and the area is known for its
pungent washedind cheeses. The most famous liqueur from the area is made from elderflowers, but the
locals consume most of thiaving only a little to be exported at steep pricéke arts once flourished in

the longlost Empire, but now few survive to maintain the elaborate frescos and tile mosaics argmbl
among the ruins of this former shining beacon of civilization.

Kaewan

Kaewan is @ island nationcovered in jungle andomprieed almost entirely of thgonkin. Homes are
burrowed into the pots of the massive banyatnees that dominate this kingdom. The trees piei
protection and an easy way to funninfall into collection barrels=amily groups ared by a matriarch of
considerable age, who is served by her daughters and-isdiasv. Unmarried males have their own family
structures, entering these at a youagieandleaving themonly for purposes of marriage. The male groups
take care of foreign trade and are the only orileat commonlyleave the islandthe matriarchal groups are
responsible for gathering food and raw materials. The matriarchal fardidilespte tasks such as patrolling,
overseeing local trade, keeping the villages clean, making accounts of food goods, crafting, etc.

Kaewanisociety hasistoricallybeen insular and seustaining, only recently opening up to outside trade

and seafaring vemtres. This by no way implies, however, that the culture is primitive. It has a complex
spoken language, and a highly advanced mathematics system that is largely memorized by each generation
as there idittle paper.Things such as geometric problems andlding plans a& scratched oto hard clay

tablets that are often destroyed after use protect family secretswhitesand collected from the beaclis

fired into glass forms that are tinted with plant dy8$ere is a traditional shape for each god oddess,
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histories of this island speak of a ledgad ancestor named Noctus who was aliltloded dragon.

Most Kaewanifood is raw, fermentedor made from dried vegetables. Most foods aervedcubed or
sliced, then covered in sauctstaste. Carved sticks are used as utensils and veoa ceramicplates are



commonly used. On some religious occasjdaige quantities ofmeat will be cooked in @it of heated
stones

Major trade items, other than the glasswares, include intricate carvings, formidable weapons, housewares
and jewelry made from local hardwoods and nuts. A variety of dyes are also available, from the same stock
as are used in the gisswares. Because &t NJ 3 2 \prptkcyive &caly skin andi KS A &ight y RQa
temperatures clothing is seen an accessory rather than a necessity. Linen, being light and breathable, is
highly sought after fothe layered, elaborateostumesworn on speciabccasions

Maha'vira

The other surviving nation on the Arephian (Eastern) continent is BahaPopulated by a combination of
hill dwarves, mountain dwarves, and some high caste humdadaQira has no particular history of the
plague that supposedly swept the Hinterlands so long ago. The @tiemain is extremely mountainous,
and most of the population lives at a higher altitudeaththose who hail from other nationso perhaps
some combination of these factors served to isolate the nation during this ruinous period.

MahaQira is a country with amuch more unified population that many of the other nations in the world.
Rather than an alliance or ofederation of citystates, Maha&ira is ruledby the Court of Thousand Faces, a
combindion of the noble houses anoureaucraticsystemgound in nations such as the Jeweled Citieg Th
Court exists to serve the will of the Twin Child Goddesses, the daughtdre obuntry@ founder, whose

name is never spoken. Supposedly a god who gave up his divinity to begin the dynasty, his daughters are
said to have remained eternally young ever since, and their rule shane the countr@® devotion to
tradition, unity, and peace.

In part because of this last principle, M&iga does maintain a standing army, commonly called the
Dawnguard.The Dawnguardserves to keep the peace in thealm, and while Maha'vira is a small and
generally stable country, thego skirmish with theanimistnomadsin the northern part of the nationThe
population is concentrated in a number of cities carved out of the mountains themselves, aaudisa@ship

of theterraces of these citieis said to be one of the prettiest sights in the world.

In addition to the honorable Denguard, the country hosts DugkBanner, a division of their military that
takes in people whavish retreat from the larger world or who have committed some crime that prevents
them from continuing as part of normal socielystead of imprisonment, thesedividuals often choose to
serve in DusR Banner, with the understanding that tissrvicerestores some measured the harmony they
took from their nation in committing their crime®usk's Banner isharged withguarding the remotest
outposts, overlooking frozen valleys abdrrentundras, both of which are in great supply.

Lately there has beerntle commerce between Mahaira and the wider worldand rumors circulate that
Duska Banner has closed the main pasg#o the country, although no one can say whether this is true or
not. The main exports froriMlahaQira are finelylacquereddishes, carved wooden goods, and enameled
jewelry in elaborate forms, and these have certainly been rare in the markets inghfeWw years.

Northreach

Far rorth of the Western Continentacross the vast ocearies Northreach.Local folklore says that
Northreach was once the domain of the Frost Titans in the ancient times andhidn mountains encircling
the country were raised idefenseof theirfrozen kngdom.Sprawling from the foot of the mountains almost
to the sea itself is th&rozen Forestadensetangle of various sorts @vergreen trees. Independent villages,
scattaed throughthis forest, are ruled by clans.

10



The main races dflorthreach aredw caste lumars, halforcs, halfogres, andwaterborn. Any otherfolk
tough enough to survive the environmentrn up as well, but outsiders are required to prove themselves
before being accepted into societfhe winters are hard and unforgiving, lastaigost half theyear and
making food scarcéor the underprepared Food sources may range frawd elkand mammoths in the
forested areas to sealalrus,or whale on the cost. In the brief spring, freshwater fish, tubers and
mushrooms can be had arkese are oftemreserved fothe colder months.

Wuldkest, once the city of the King of Northreach, in now the only major pdhe last kng, Celenius
Stormguard, in an efforto hold off theO 2 dzy (I NB Q &, gaiwel candrébf pdetiohs20§ the lando the
largestclanin each regionFar from fixing the problem, this exacerbated it, and Celenius was murdered
shortly afterwards. His sonaldos Stormguardholds control ovelVuldkest and leadership of what little
NBYFAya 27F KKs fdrantyicuthkBraaihasi réddemed his clan, drel$tormguard clan is

now widely respected. Wenever the Council of the Clan Lords is held, it is held in Wuldkest in the former

kind Qa LOKESIaBS @ 2dzy OAf a FNB OIFfft SR AYyFNBIdsSyidfe RdzS .
and the challenge of providing sufficient resources for such a gathering.

Aside from extreme situations, each cleemainsin charge of the caref its own people. In times of strife,

some clans will raid and pillage other settlements or ships to feed and clothe themselves. Some clans
(whether due to convenience or a reversion to older traditiopgfer this pillaging to honest workand
havebecmme a nomadic blight in NorthreacAmong these groups, some have become adept at sailing, and
GKSasS wasSl ¢2t@dSaqQ ola GKS f20Ffa GSN¥Y G4KSYu YI 1S

Off the eastern coast of Northreaghstsa sizable island catleKjoldan, populated largely Bywani who

share the unusual trait of white fur. Among these people, polar bdaaniare revered as powerful in the
ways of the Path of Nature, and often act as leaderseittling disputes The clans of Kjoldan are highly
isolationist, and their members are rarely found outside of Northreach itself, leaving only for the most dire
reasons.

The moresettled clans (generally near and in Wuldkest) export trade goods such as leather armors, bear,
wolf, and seal skins, carved alebone crafts, raw copper and iroweapons. Inaddition, Northreach

LINE RdzOS& | OSNIIFAY 1AYR 2F NINB YdzaKNR2Y GKFdG 3INP
Wort, are used in the manufacture of medicines and hallucinogenic drugs.

Prinya

Prinyais widely considered to be the most unusual of all nations, and as such it finds a place in all manner

of stories, ballads, legends, and folktales. The first sight of Prinya has been known to cause even a seasoned
traveler to pause and gape. After alljBma is like no other place. Rather than a fixed city with walls, Prinya

is a mobile city: a loose collecticomprised of hundresl ofboats, barges and pontoon houses. It moves up

FYR R2gy GKS . I gl NRKIA LyflyR { SKX3SVvShisbtbii@a €SI @)
few monthsso that the smaéir boats can go further inland. NJ& ypéeferged places for docking are the
brackish sea mou#tin the winter and near anDwapeh in tsemmer, and it spends more time at these two
anchorages tharmost other locations Tthe population is made up by an odd mistash of hiwani,

dragonkin, loncastehumans and a fewnoonelf families. The most common Paths are Relig&irel,and

Nature. Gloriels held in high esteem here, as freedom is seen as rdftional principle of the citg any

AKALI 6SAy3 FNBS G2 tSIH@S a4 Fyed GAYSo® alyeé 2F (KS
being between situations also places these folk traditionally under the protections Laurela.

¢ KS WNIPhnRaSae floaddf trading and fishirand Shapeshifters of the variety who can swim are
considered invaluable to the community for both of these pursdite fish they catch providemajortrade
good, kept live in wrought reed baskets that are edlbehind the boats. A sort of small sea serpent, called
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an Eel Drake, has beelomesticated by the Prinyares a work animaEel Drake$elp pull the less agile
vessels andrealsoused tohunt for larger prey in the ocean. Larger fish and sea mammaleadered for
oil, lending gpermanentsmell to someof the barges

The city is ruled bthe Decadea council often members are selected by votes from the heads of the various
families that make up the populace. This vote takes place every five yedrs celebrated with a week
long festival that includes food, dancing and a liguor made from the seaweed that lines the river mouth.

The people of Prinya are rather clanntslvards visitors, but will accept outsiders as permanent residents
if they bringvalue to the community or are known to be refugees from their former harés newcomers
are brought in and given until the Council vote, whenever it falls, to prove themsédlkese who fail are
supposedly given a small boat and cast out of the cith@next major docking.

The unusual nature of Prinya, and its egaanging makeup, have spawned a whole host of legends. In some
countries, Prinyans are talked about as kidnappers or slavers, and in others they are presented as slovenly
raft-dwellers toofoolish to build cities with walls. Few, however, have actually spent time among the Free
Folk, as they call themselves, without having something positive to say about them and th&iaditional

nomadic lifestyle.

A
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. QF A& YI N)J] SR 2wareYhke gedple Wholckn Elaind thedr haFe®een there. This island

nation is said to be a land of solid ice, and few mortals survive there. Most of the inhabitants have a direct
connection to the element of water that provides them with some protection, saglte aetherites or
dragonkin. Supposedly the touch of the Dynamae, the elemental force of creation, is felt upon this land,
and certainly the elementals found here are some of the oldest and most powerful seen anywhere in the
world. Little else is knowaf this place, as they seem to have no substantial trading vessels or ports.
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Regional Languages

Eachregionin Kishar has an associated language one for the Jeweled Cities, which includes Kishar, is
the Jeweled Tongue (sometimes just called Jewelshort) New characters begin play knowing their
regionallanguage andhe Jeweled Tongu®ayersare always assumed to be speakihg Jeweled Tongue
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You must make the gesture visibly enough so that all nearby players canfsa®iking this gesture, state
which language you are usingone usually translateacross languagewhether or not someone can
understand youThe available regional languages are:

9 Dutsvolk¢ the common language of the Hinterlands

1 Emberc the language of Embralaka

1 Envalisianna, the language of the Dessanoran Confederation

T 1 QFl¢gikkS fFy3dza IS 2F yQ54 LISK

1 The Jeweled Tongugethe common language of the Jeweled Cities andatteeptedinternational
trading language

1 Kaewang the language of Kaewan

 al Q&lci KS I y3adz2r3S 2F al KI Q@A NI

1 Norvang the common language of Northreach and Kjoldan

9 Prinyang the language of Prinya

Ancient Lanquages

In addition to the moderrregionalf | y3dzl 3Sas> GKSNB NS’ | fa2 GKNBS
scholars. Heabi theorized to be the root language of most racial languages, Oranti is a dead language
believed to have no more native speakers.wkitten history dates back thousands of years, Oranti is no
doubt a remnant of some other agBome scholars associate it with the [dsindranEmpire.ltems bearing
inscriptions in Oranti are found from time to time in ancient tombs or dredged up from the Silver Sea. Some
linguists separat®ranti into Ancient, Middle, and Higtlialects but the differences are said to be subtle.

Afrayen is the language of the Efreetidemonlike race of which little is definitively known. Dealing with

Efreeti is said to be dangerous, even if they can be found, so this language is uncommon. The Efreeti are

most commonly associated with the night and with wild, uncivilized places,aauttte deep desert. Stories
suggest that mortal tongues are not well suited to the hissing syllables of Afrayen, but some scholars
maintain what they claim to be accurate dictionaries, enabling the reading, if not speaking,lahthiage.

Finally, therds Sakhmat, thelanguage given by scholars to an equaltgient race of beings known as the
Djinn. Very little is known about Djinn, save that recorded encounters with them appear to have ceased
hundreds of years ago, and even then, were rarely aiteld to believable sources. In some stories, they

are said to be possessed of inhuman wisdom and supreme magical powers. In other tales, they are great

artificers who constructed entire movable citietill other scholars consider them to be Fey masquerading
as another race for the ultimate trick.
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Institutions and Organizations

The Sultanate

€ 3ecend

RY THE GRJS

FIRST CQUNCILOR

SAMIYAB ZBAQ AL-ZBARRA

BISBARI GREAT CQUNCIL

The Rulg Sultanate is the most powerful of the ruling positions among the
Jeweled Cities, due largely to the vast wealth in taxes Kishar levies from her
great port and the four trade routes that intersect in the city. From the lofty
height of the Badshahi Paladhge Sultan rules the city, although in practice
his orders manifest themselves through the actions of the palace guard, the
city militia, and the various administrators who control sections of the city.
The current Sultan is Sulaiman the Secamdosename is usually followed
GAGK Goe (MAZRANI @F ALRISY O

While the Sultan does not marry, he keeps an extensive hareem supposedly
containing the most beautiful concubines in the land. No formal count of his
sons and daughters exist, but Sulaimasaigl to take notice of only a handful

of the more promising, one of whom will likely succeed him as Sultan or
SultanaThe colors of the royal house are red, purple, and gold, and its device
is a redmaned lion, passant, wearing a purple sash. Royal mgsse and
pages wear the purple sash bordered in white.

Of all the institutions in Kishar, the Great Council is the one most visibly
responsible for touching every aspect of the city. While the Sultanate was
once an absolute position, vest and revolt among the noble houses in
the time of Ibrahim the Fourth brought concessions. A weak Sultan,
Ibrahim IV allowed a council of appointed nobles to subvert most of his
power, a process that has been gradually reversed in the centuries
following his rule. These days, the Great Council retains financing as its
last great power, but holding the purse strings means it is still a force to
be reckoned with. In addition to nobles, the heads of powerful guilds sit
on the Great Council, although theyedargely there to beonsulted.

The Council has no formal colors, but its device is a golden key, and
Councilors commonly wear white robes to formal gatheringth golden
sashes.

The current First Councilor, Samiyah Zhadharka, is recently come to
the position. Said to be a great beauty whose elegant features exemplify
the best blood of higlsastehumans, she has jet black hair and the piercing
blue eyes of her family. Paintings of her in the formal robes of her office
sell almost as well as depictis of the Sultan.
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Rank and Privilege

There are many Organizations in Kishar, all of whom have their own spheres of influence and political
ambitions. Within each Organization there exists a structure to differentiate those who have achieved
varying level®f personal achievement or prestige. This system is collectively referred to as Rank, and in
general terms, individuals of the same level of Rank will command roughly the same deference and rights,
even if those Ranks come from different Organizationdividuals of particularly high Rank are thus set
apart from the common people (those with no Rank), and they often get special treatment.

Some of these privileges are codified by law. Any individual of Rank may retain a small number of armsmen
or servantsput this must be commensurate with their station. Individuals who have achieved at least the
second Tier of Rank in an Organization may be given access to certain buildings that commoners cannot
easily access (such as the Daihonsha). Individuals whoduén@ved at least the third Tier of Rank in an
Organization will usually be tried in a special court convened for such worthy individuals, and should they
be imprisoned or confined, their quarters will be much more accommodating. Individuals who hawesdchie

at least the fourth Tier of Rank are allowed to petition for access to the Sultan or the Great Council (although
they may not have much chance of either without substantial bribes).

Other privileges are more unofficial, but no less real. Certainlyioheals of Rank get away with more than
your average person. A street fight between a noble and a healthy commoner with wedjzoring the
presenceof numerouswitnesseswill be presumedto be the commoner'sfault. A Master Merchanwill

not be questimed for carrying large amounts of wealth around (although they might be advised that it's
foolish in certain Districts). The militia respond faster to areas where individuals of Rank live and are better
trained and armed when they do so.

Anyone can lose &ir Rank due to a long list of offenses, most of which can be summarized as: disobeying

or displeasing those of higher Rank, most especially within their Organization. The most serious of these
offenses would be treason against the Sultan. Anyone who ebtaioof that someone is guilty of treason
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(if they want to cause the most trouble) thre Palacésuard. Accusations of treason are not uncommor, bu

they are difficult to prove, especially by commoners.

Players are advised not to give fealty (a formal concept in an Organization) to people they don't trust with
their life! PCs with Rank do not start off with other PCs under their command unlessdtieghmose to do

this as part of their backstory. PCs with sufficient Rank may be able to hire NPC servants, armsmen, or similar
people. Servants who disobey a strict order from their employer may be discharged from service, making it
very difficult for threm to obtain employment with other Organizations.

Commoners have rights to their person and property, and do not have to obey direct orders unless they owe
fealty to a person. The flip side is they are generally expected to mind their manners arounduialdivf

Rank, afford them courtesy, and respect their person and property. Most commoners find it a good idea to
be extra polite, use a proper title if they know it, and tend to individuals of Rank before their other
customers. Proprietors of rough estabiments are much less likely to observe this.
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repercussions. A noble, temple priest, merchant, or Jin Shi member who (minus mortal provocation) draws

a weapon ad stabs someone in front of witnesses is still going to have trouble, but the amount of that
trouble varies greatly by Rank.
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The Ruby Court

While there are hundreds of noble houses in the Gityllectively referred to as the Ruby Courdhly a few

wield sufficient power to affect the dayto-day life of the common people. Noble houses are largely family
units ¢ a person is born into one, but might marry into another to seal an alliance. A few rare houses are
adoptive, and survive by admitting new membéesed on merit, wealth, or some other criteria, but these
are generally seen as debased by the other houses. About half of the noble houses in Kisharcastéigh
humans, although there are certainly plenty of elves, feytouGland the occasional desbi low caste
human who are found as consorts aspbuses

Houseal-Zharka, a higleastehuman houseare likely the most powerful house in the city. Certainly they

are one of theoldest houses While illegal for any house to keep a guard large enougthédienge the

palace guard, they are said to keep small units of their troops under the uniform of allied houses. It is
believed that all of them together outnumber the palace guard, if not the city militia, and rumors abound
that this sheathed swordhasmidS (12 R2 6 A (i K ale&ién tharihsdratory. AftumkaOcaldrs? NI a
are blue and green, and their device is a witiis.

Second in power are the Tang, a noble house of tégkehumans that was a minor house until the previous
century, in whith a single ruthless and energetic leader managed to be elected First Councilor, and the
K2dzaSQa TFT2NldzySa FfGSNBR 20SNYAIKGP ¢KS ¢lFy3a K2f
they keep one of the smallest guards, although senior membgtkeir household receive training in Qi

Gong, a martial art said to elevate the mind and calm the nerves. Tang colors are yellow and black, and their
device is a couchant tiger.

Third among the houses are the Khdza mountain dwarf house that acceptsnse hill dwarves into its

lower ranks. An old and highly traditional family, the Kdaake a much longer view on politics than many
other houses, and have remained in their current position for hundreds of years, while other houses have
risen and fallenDespite their position, they are often rumored to be the wealthiest of the houses, even if
they choose not to flaunt this. Khézcolors are black and red, and their device is an unbroken peak in these
colors.

While they are in truth many separate hous#ss high elven nobility bKishar speak with one voicand

this causes them to wield more power and influence that their differences would suggest. Collectively, they
refer to themselves as the Cinduril Houses, and their Speaker, who changes frequentigirag to
unfathomable elven rules, uses the device of a white lotus blossom. For this reason, others often refer to
them as the Lotu€ourt
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Merchant & Guild
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the center of all local trade Kishar. It is here that they have their Guild Hall, overlooking the Gold Bazaar,
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members, and in retrn, provides services such as appraisal, caravan guards, and storage for goeds. Non
guild merchants exist, but they are not permitted to establish shops in the Gold Bazaar or stalls in the Silver
Bazaar, and generally face some hardship and occasioimaidation.

Noble houses exclusively take commissions from Master craftsmen that arec8ified. All merchants

K2 0SI N GKS DdzaAfRQa aSkft 2F | LIWINRPGEFE RAALI & GKA:
the Guild. Those selling shogdnerchandise or who are caught defrauding their customers are expelled.
Falsifying Guild credentials is an actual civil offense with leqmthishments.

While many merchants commonly use symbols of Kora or Thul, the Guild itself uses the emblem aéa bron
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commission actual cups along this specificatiwhich are traditional for ceremonies in which particularly
profitable bargains are sealed.
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The Royal Academy

As a center of trade, travel, and culture, Kishar boasts two proud symbols of its intellectual achievements:
the Royal Academy and the Daihonsha, or Great Library. The Royal Academy is openabledsbfthe
second Tier of Rankandwell-to-do children are commonly sent there to be educated in all manners of
scholarship. Graduation from this academy guarantees ataigking position in civil servieg the military

as well aexcellent marriage potential. Scholars from the university are glyeidentifiable by their black,

blue, or maroon robes, the omnipresence of books, scrolls, or writing materials, and a certain detached air
of refinement. The Royal Academy uses the device of a lit oil lamp.

The Daihonsha

The Daihonsha is @anormousthree-winged building that harbors the largest collection of written works in
existence, as well the Hall of Archives, an extensive collection of documents that provides the foundation
for the legal code, land grants, and tax administration. The final Wauses the offices of the Jin Shi, or civil
service. Commoners are not allowed in the Daihonsha as a general practice, although the right amount of
money can procure a scholar willing to serve as a guide and sponsor.
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