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Blood Tides Rising

Introduction

An image forms in the crystal pool

Baron Gerard von Gries gazes out over the plains from his border keep. He ¢
nothing moving, ad yet he knows that the enemy is out there. The individ
Masters, the forces of the greedy and mendacious Merchant Princes, the S
navies Parthian armiesi all are out there, hidden from view in the brush and
forests beyond the great wadind onlyawaiting their chance to rampage across
Kingdom.

The seneschal beside him clears hi
|l i ke these for thousands of years,
our fortresses unasdable. Our armies are unmatched and our lands feftilee will
still be here a thousand years from

The Baron turns and | ooks to the we
know that the Baron has received word frouwer the sed the Viking hordes, after s

~

S

long warring amongst themselves, have chosen a Hbyage of their own to lead

them even as his own King lies dying. He shivers, though not from the win
prays for a swift and clear succession. Fortheywilb e c omi ng é

A gesture from the man standing before the pool clears and refocuses it

Eight tall men lead a procession to the waterside carrying a great shield above
heads, upon which lies an armoured warrigeric, called the Bear, comes to hiss
for the last time. His son the Thartgric the Grave, walks behind them, followed
the other Thanes of the Viking clans, all come to honour the most respected
searaiders.

Flames flicker around the corpse on the longskipwith sail now rased, it ease
from the fjord and out to the crimson sea. Howls break out among the mourne
a chant is taken up. Tonight they will sit together and drink in the great ha
Dyrgarrd Keepand r eme mber Ve I battléssworg featsatreagiht
performed, quantities of mead consumBdt the afternoon is for a more serio
purpose.

The ship passes from sight, and the charfattgrsto a halt. All eyes are on Eiric, &
he calls for shieldbrother s Theiskilercea
first, as those present consider the task he has asked of them, but then one by
Thanes clasp his shoulder. Veric will have a mighty memorial, and until it is con
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Blood Tides Rising Introduction

The man waves his reddoaked arm once more, and the crystal pool clears. Fools, he
smirksi none of them have any idea what real power means. Turning away from his
scrying, the priest walks through the temple to his sanckere acolytesof many
races chant exhortations, rarg their voices to new heights as Forien enters, sits on
his throne and sinks into meditatiorzor Humanand Orc, Saurian and Parthian, all
have laid aside theancientenmity in service of the unknowable.

The thoughts of the B God are never clear, but in the midst of the Wsgriests
try to both perceive and shapeith&od dés desi r argl,guidmg hisd e d
influence. Here and theféorienglimpses an image, a smell, a whisper, a feeling of
what resides in the mind tlie MadGod. Here a God's blood is spilleghd turns the
very waters of the ocean reithere the sweet smell of treachery rises from manerake
mudded mead and pervading allis the sound of a shiphull being smashedhe
impulsesof theMadG o d 6 s sereants pervade thejo s dvill. They cannot rule
him, for the Mad God is unknowable, chaos itselfet even so, one those rare
occasions when coherent goals seep through the clash and clamour of immortal
dreams, then he may gramd his priestspower keyond the dreams of mortal
comprehension.

The stars wheel. The stars wheel.
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Blood Tides Rising Races

Races

Humanity

It being January of the year 1266, the do
Humanity. Despite any genetic similarities, hurkémd is fundamentally sgliinto

three cultures Bondsmen,Vikings and Freemen. While it is conceivable that an

individual (or even a group) of one human culture could be absorbed into another,

most of the ruling classes have a vested interest in keeping their populations just

where they are.

Bondsmen 201

Favoured religion(s): Rognard the Warden

Found almost exclusively in the Kingdom Eternal, despite their nthenBondsmen

are not servants. Instead, the name refers to their approach to life. They believe that
Humanity can onlyhrive through cooperation. Bondsmen do not thrive individually

or in small groups, rather they need the structure of a society to serve and for support.
Bondsmen have strorepnceptof duty and honour, and their loyalty is legendary.

One Bondsman is unklly to ever pose a serious threat, but they are renowned for

fielding an army of thousands when an army of hundreds might have sufficed. As a
race devoted to the principle oPRrincipemparat:.
Tt o know o0 n et@dke sppdalsatien)to,an drttioemy

Vikings 221
Favoured religion(s): Tyr and Thor

The Vikings area savage, fiercely individualistic people. Their harsh lifestyle has
bred a tall, strong and resilient race. Their mostly oral tradition is tempered with a
respect for those who can master the runes and speak to future generations through the
medium of etchingsandno Viking may lead another without first learning to read

and write, at least in rudimentary form.

With a predominance of red or blond hair, dadouring melee combat over archery,
the Vikings are agriculturists, bards and warriors. Their craftsmeninakd simple,
elegant tools from natural resources. The Viking race does not discouosgen
from entering the battle's fralput the role of motr is highly revered, with mothers
effectively ruling their families, so thaticcessfullyearing warriors is likely tearn a
womangreater Prestige thamy individual might win in battle
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Blood Tides Rising Races

Freemen 241

Favoured religion(s): Arbanne and Keyshan

Freemenare physically similar to Bondsmen, but less, well, bonded to one another.
They are more concerned with individual fulfilment than Bondsntleough still
conscious of the value of structure and society. In terms of numbers, Freemen are the
most populous mans on Yohanargely because they actually can thrive in smaller
communities without either starving or becoming inbred, and without picking
unnecessary fights with their neighbours.

Some (albeit mostly Freemen) see this as the ultimate developmenimahityi
balancing the rights of the individual with the needs of society, and balancing the
desire for peace with the capacity for war

Slaves 2&B0

Every race can be enslaved, but only Humanity has been chained in very large
numbers.
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NonHuman Races

In addition to Humanity, there are also many-hoaman races on Yohan.

Elves 203 and Dwarves 223

Favoured religion(s): Keyshan and Arbanne

Elf and Dwarf are not the enemies and rivals some
would hold them to be. Rather, they are in truth one
people, the duterranean Small Folk of legend,
dwelling underground and undemountain, and their
differing outward forms mere reflections of their
inclinations and nature. For as candlelight dances in
darkness, so the spirit of the EIf is mirrored in their
lithe forms whilst as mithril glints in the mine, so the
body of the Dwarf is bright and hard as are their souls.

The Small Folk have never been numerous, nor ever a
power on Yohan. Any ambitions for growth were
crushed when their ancienfortresshome, the
Delving, was overrun by nameless horroendwith
great loss of life they were evicted from their homelands, around theofirtie
formation of the Kingdom Eternal, some millennia agod snce then they have
been further squeezed from the south by the inlgneasl of the newly established
Saurian Nation in the southiest.

Little land remains to them now. Without a true city to call their own, the remnants of
the race have drifted apart, either finding a niche as traders and craftsmen among the
Merchant citiesor elsecarvingout rudimentary settlements in the mountains.

Their ancestral hatred ofdtlve Orcs is costing them dearpw that Orcs enjoy a
resurgence as allies of the nevarived Sauriansso that he small folk can seldom
muster more than a fewoden warriors in any particular areAnd though ot
naturally given to bitterness, they have nonetheless reached the end of their tether.

Rumours abound that they have recently been approached by one or more factions,
who offer the opportunity to regasome of what was lost in exchange for ancient
secrets and arcane suppdétor the small folk possessnatural affinity to the magical

arts, and makéor mages without match. But approaching them is surely not without
risk, for they areanade bitter byhe sufferings that have been inflicted upon them.
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Saurians 207

Favoured religion(s): GARM and NO6DM

The Saurian culture is a newcomer to Yohan, being formed of refugees from the
fabled city of Ur 6Rah f ol | oSauriangculteeisper i od
split into twohalves The f ol l owers of GARM believe in
rul e (and t o consume) | esser races, whi |
collaboration and negotiation, particularly with Huritgn

This duality makes it difficultto deal with a Saurian, for you can never be sure
whether the powerful scaled creature you are facing will want to greet you or eat you.
As in all things, it is best to be cautious.

The two sides of the Saurian faction are united by hatred of the Parttharsnake

people who inhabit the north of Yohan. Whe
several shiploads washed up in the Parthian swamps and were hunted down as aliens

(a correct assumption, for once) by fearful locals, who thought the scaledridaa

mockery of their own form.

Trolls 208

Favoured religion(s): Arbanne and Ssslith

Large and brutish, Troll s
muscl eo f or HistorecallyP tis fulfilleda ot .
people$needs: the Parthians never likedget their hands dirt

starved or turned to cannibalism had not the Parthians pro
them with a support structure that could sustain their popul
through lean times.

rubbing off on the TrollsFor their bardic traditions, while stillF
not exactly erudite, have grown to contain a greater and gre¢
yearning if not for independence, then at le&st recognition
of greatnesss a people in their own rightleanwhile, sme of
the Parthian cities in the far norlast are now dominated b
Trolls, even if still ruled in name by the Parthians.
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Parthians 209

Favoured religion(s): Ssslith

The Parthian snakgeople are an oldeand less troubled culture than the Saurians.
Physically larger than the Saurians, the Parthians have traditionally disliked the seas
and have preferred to keep to their swamps and forests in the north. As such, they
have remained largely free from conflic

An intelligent and spiritual people, Parthians have been known to spend entire days
lying in the sun in meditation. They have previously cared little for the arts of war,
leaving the tasks of patrolling arlkde formation of a militia to their Troll alés, but

are rapidly learning in response to the rage and raids of the Saurian nation.

Orcs (being both Native 222 and New 202)

Favoured religion(s): Keyshan (Natives)

Stocky, green, scaly, and slimy when wet, Orcs are more nimble than igbi m
expect given their shape, and equipped with short tusks which make natural weapons.

Native Orcs have been present on Yohan for a long time, but only recently began to
learn the arts of civilisatior-or centuries,ite Native Orcs of Yohan knew nothing
the Saurians, or of Orcs on other continents or worlds; they lived in mud huts or holes
in the ground, and were treated as vermin by many. The DwaamesElves in

particul ar, hunted them ferventl|ly,aand refe

aberrantabhorrenanimal race to be wiped from the face of the world.
When the Saurian refugees from Ur 6Rah

bega

allies came with them. These were physical

greater in size, cufmg and organisation. These New Oiicdeing slightly more
organized than the Nativdshave rallied their scattered race, established a city in
which they might teach their brethren, and begun to build a power base from which to
strike back at all thoselw had oppressed a simple people.

Meanwhile, amoral to an extreme, Native Orcs generally seek nothing more than
power. But revenge is also good.
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Racial Stats

Name ID |G% | Sz | STR| DEX | CON| BTY | Mv | CF | DF | AF | MAR | Mana/
/SAR | HM
Rec
Bondsmen| 201 | 5 M 10 10 10 10 28 |10 | 2 0 1/1 0/-1
New Orcs | 202 | 5 M 10 9 14 4 24 |12 | 3 5 1/2 1/3
Elves 20325 | S 12 14 14 12 24 |12 | 3 5 22 4/1
Saurians | 207 |35 | M 18 10 12 24 |24 | 4 15 | 1/2 -1/-1
Trolls 208 | 3 L 22 6 22 20 |36 | 6 20 | 2/2 0/-2

Vikings 221| 4 16 14 16 32 | 20 40 | 2/2 -3/-1

<
S

5
3
Parthians | 209 | 3.5 | VL | 16 10 16 8 20 (18 |10 | O 2/1 4/4
8
4

Native 222 | 6 S 10 9 14 20 |10 |3 15 | 1/2 0/0
Orcs

Dwarves | 223|125 | S 14 12 14 12 24 112 |3 5 2/2 4/1

Freemen | 241 | 4 M |10 12 9 12 28 |10 |2 5 2/1 2/0

Notes:

Trolls have 1 INV

Vikings have 1 DAM

Saurians have 2 Special Attack

Parthians are really too large for most armoursnot having legs, the rare VL
amours are all made specifically firem
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Racial Influence Modifiers

This table alsoshows which races you can pick for your secondary charactees on
you have chosen the race of your main.

MAINS SECONDARIES
Name ID Favoured ¢25) | Tolerated ¢(50) | Default (-150) Hated (999)
Bondsmen 201 Freemen All others
New Orcs 202 Native Orcs, All others Dwarves,
Elves,
Parthians
Saurians 207 New Orcs All others Parthians
Trolls 208 All others Dwarves,
Elves,
Saurians
Parthians 209 Trolls All others Saurians
Vikings 221 All others Bondsmen,
Elves, Trolls
Dwarves 223 Freemen Elves All others Saurians,
Orcs (both)
Freemen 241 Dwarves All others
Please note thagxcept for setups for the factions of the Mad god and the Masters of Light and
DarknessNative Orcsand Elves may not be taken as main characters.
Elves 203 Freemen Dwarves All others Parthians, Orcg
(both)
Native Orcs 222 New Orcs All others Dwarves,
Elves
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Factions

Factions are assigned before the game begins, or at the discretion of the GM for late
starters. Each faction has its own limits on membeydiofh in terms of numbers
where and how members are pernditte setup their position.

Factions are limited, in numbers, to:

1) The Kingdom Eternal

2) The Merchant Princes

3) The Viking Lords

4) The Masters of Light/Darkness 16
5) Children of the Mad God 8
6) The Saurians

7) The Parthians

Note that many of the adventures listed in thaction Adventuresections may be
open to characters outside the faction. un
XXXX titleo, then it is open to al/l char acH
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1. TheKingdom Eternal

Principle the First TheFirst Duty is to the Kingdom

Principle the Second  TheSecond Duty is to the King

Principle the Third TheThird Duty is to the Lords

Principle the Fourth TheFourth Duty is to the People

Principle the Fifth TheFifth Duty is to the Lands

Principle the Sixth TheSxth Duty is to keep the Kingdom Bounds
Principle the Seventh  TheSeventh Duty is to avoid Consort with the Enemy

Principle the Eidpth TheEighth Duty is to know your Place

The Kingdom Eternal has stood favur thousand years,
based on discipline and a solid defence. Unlike so many
otherregimes, it resisted the temptation of expansion and
the dangers of becoming ovatretched. Rognard, the first
King of the Kingdom, called for the engraving of his
Principles into the cliffs over the capital of Balanis after he
helped the gods to strip the name from the one now known
only as the Mad GodAnd it is often said that the
Principles, the guiding text of the Kingdom, are too strong
to be written in anything lessah stone.

The current King, Tabilard, lies dying of a mysterious illnessl has no blood heir.

The royal chirurgeons have promised him another six months of life, but are reluctant

to guarantee anything beyond that poiwnd in the shadow of the Kingfallty, a

number of enemiedoth organised and individyadre actively seeking to encroach

upon the borders of the Kingdom. Reports of monster incursions have spread, and the

people of the land live in fear for the first time in centuries. Rumours dbthian the

Mad God is rising again, the Parthi@roll alliance in the north is arming for war,

and the increasing activity of the Viking lords could not have come at a worse time.
Perhaps these upstart races need to be tau

Pagel5



Blood Tides Rising Factions

Faction Notes

The Kingdom Eternal i isthedand8 Withig thepKengdonh areo n 0
rich in population, module cities, guilds and characters. It is expected to be the largest
faction in terms of population and resources, but has demanding victory conditions.
Because it is a (relatively) civilised land, expect to find higher Prestige NPCs than

normal, and fewer lairs and ruins.

The Kingdom Boundaries

Kingdom boundaries are defined as the region inside the corners 70/19, 120/19, 70/65
and 120/65.

Whilst these bandaries roughly align with the Mountains that form the Great Wall,
there may be some discrepanciaed the mountains themselves may not line up
correctly with the official boundarie®ut that is more a problem for the mountains
than for thebureaucratsf the Kingdom.

That the mountains have worn down or been moved by the passage,arthtbat
the Barriers which once defended the Great Wall are lost in some ,plRgast a
matter of history.

The Inquisition

The Inquisition target all Arcanists i the bounds of the Kingdomembers of the
Kingdom Eternal faction should avoid having more arcane ranks than priest ranks
both on individual characters and acralksir positionsif they wish to avoid the
attention of the Inquisitian

Restrictions

Membes of the Kingdom Eternal may not issue military orders or use encounter
orders against module cities until a Regent (or new King) has been appointed.

Members of the Kingdom Eternal faction are not permitted to engage in discussion or
diplomacy with any fayer outside the Kingdom Eternal factidrnis applies tdoth
in-game and oubf-game message®ne couldonly say, "l am in BTR and | am KE
faction, so we can't talk".

Factional Requirements

Be a Bondsman follower of Rognandith character ID 2200.
Gain the title ASworn to Serveo.

Pagel6
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Geopolitical Goals

Faction members must own all ten of the original module cities:

Hawfrey Peak
Theyn Castle
Ghiyt Castle
Samos Gates
Herafrein
Tsagat
Magreth
Karvat
Balanis
Salast

=4 =4 48 -4_5_49_9_9_2°_-2

Faction members must also own the follogiimodule cities belonging to other
factions:

Sastinich
Neofrome
Thermia
Bridgeton
Ssurisst
Ssaleth
Alliana

E R I

Each of t h erigindlimodyld oitra must contain a minimum of 10,000
Bondsmemopulation

Each of the Kingdomd sachucchiaf Rognard of stierggth 30mu st ¢
or more.

Theremustbe no lairs or ruins within the bounds of the Kingdom (be aware that lair
and ruin respawning may occur at various points during the game).

Theremustbe no locations with more than 500 populatiorl®0 soldiers within the
bounds of the Kingdom owned by any member of another faction.

King Tabilard must have died and a character {200 must be alive with either the
ARegent o title or the #AKingo title, havi
becomingKing will be revealed during play.
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GameEventiDeat h of the King: Kingdomds Peace
Upon the death of the King (send a note to the GM if caused by player aetion)

period of mourning is declared (there will be an in game message to all players when
mourning for the King begins). XKi n dgP@ase will be enforced within the bounds of

the Kingdom until two productions have passed since the datekftimeg 6 s deat h.

Calendar Eventi Election of the Regent

All characters (ID 12 0 0) with the tothaedi@wohout ot ISe
ALoyalisto are considered t ®hefive membensi nat ed
of the Royal Council (characters with the tiifRoyal Councillod) first meet to elect a

Regenton thesecondproductionafter the King passes beybrhe veil. Each live

Council member will cast their vote according to a contest posted in their, guild

unless previously influenced by a player character (in which case they will vote for

the main character to whom they are loyal, or for whoever thaeptayminates)If

three Council members vote for the same charathen that character will be

declared Regent. If three Council members cannot agree, then the election will
repeatety occureverythreeproductionsuntil a Regent is elected. Upon eleatidthe

Regent will gain control of the capital of the kingdom, Balanis (F1001), unless it is
already player controlled.

Cities of the Kingdom
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Faction Adventures

Adventure 11017 Protect the Kingdom rebuild The Wall
Have the title MASwWwame t1® Sedvédde, iwita provi
has goned message.

The target province terrain becomes Mount&8arriers are created in all directions,
gain +1 Priest, +1 Prestige and +1 Influence.

This adventure may be completed 200 times.

Adventure 11027 Protect the King
Have the title ASworn to Serveo.

Gain the titlefiLoyalisto, worth 5 Prestige and 5 Influence towards Bondsmen. This is
a public declaration affirming your loyalty to the crown, and this character may not
attempt to become Regent oin at any point.

This adventure may be completed once per charagi¢o 4times.

Adventure 1103i Uphold your Lords
Have the title ASworn to Serveo, with Pres:

Target character withnglbBPrestge.t|l e O6Royal Cou
This adventure may be completed once per character.

Adventure 11041 Protect your People
Have the title fASworn to Serveo. Target yol

The race of the popseg will change to Bondsmen.
This adventure malye completed once per character.

Adventure 11051 Protect your Lands |
Have the title ASworn to Serveo, with Rang:

Gain +10 Ranger and Boots of Speed.
This adventure may be completed once per character.

Adventure 1106i Protect your Lands Il
Be a Bondsman with character ID 24D00.

Gain +5 Ranger.
This adventure may be completed once per charagie¢o99 times.
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Adventure 11077 Keep the Kingdom Bounds
Be a Bondsman, with Priest of Rognard level 10, in a Mountain province within the
bounds othe Kingdom. Target the province.

Barriers are created in all directions, gain +1 Priest, +2 Arcane.
This adventure may be completed 200 times.

Adventure 1108i Avoid Consort with the Enemy
Have the title @SwoeBomismanoprisBneritv ehargcterd t h a n
201-1000.

Gai n +5 Prestige, +5 Priest. , Riegdoaxr dl es s
functionaries will ensure that the prisoner is dropped into the River Aarenis to float
downstream out of t he Ki ngdomoesed éndr der s,
resurrected.

This adventure may be completed 18 times.

Adventure 11097 Know your Place |
Be a Bondsman with Character ID 20000 and PC of at least 10, without the title
fiPut in Place.

Lose 4 PC. Gain 5 Tactics and the titRut in Place.
This adventure may be completed 8 times.

Adventure 11107 Know your Place I
Be a Bondsman with Character ID 20@00, without the titlé@Put in Place.

Lose 2 Strength. Gain 6 Dexterity and the fifRaut in Place.
This adventure may be completed 8dsn

Adventure 11117 Know your Place I
Be a Bondsman with Character ID 20000 and PC of at least 20, without the title
APut in Place.

Lose 5 PC and 4 from militant skills. Gain 5 Arcane and Priest, and théRittein
Place.

This adventure may bmmpleted 8 times.
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2.The Merchant Princes

Prinz Heimlich sits behindhis high table, looking down upon the bustle of actiyvity

bel ow. Not S0 mu c h nor gamitged | edhadg®Enay
negotiations are going briskly. On one side of the gredl his guildmasters issue
orders to the marketers, who scurry between them and the visiting delegations on the
other side. Freemen selling manufactured goods from the other merchastatgy
mix with Saurian captains from the souéimd a handful brenegade Viking traders
bedecked in furs stride past the heaving slave pens. And as each transaction
completes, Prinz Heimlich smiles to himself. Taxes, taxes, taxes...

The Merchant CityStates offer a concentration of wealth

unequalled in the continenf Yohan. Home to many markets

and merchant guilds, they are wigtlked by roads and open to

all (except The Mastersandt i s sai d that fany &
are available for the right price in the Merchant cities.

While their defences might be codsred lacking in quality,

they make up for it in the sheer size of their monolithic city

walls, manned by hordes of slave soldiers. The Merchants have

i temporarily at least bought off anymilitary enemies on the

mainland and though@me of the Vikingsacross the sea view

them with contempt, even they have occasional need for the

more advanced manufactured goods which can be found in the

markets of the Merchant CitieSo that ired mercenaries &m the Saurians and

Vikings are enough to secure the dtiggainst most possible enemies. Nevertheless,

with rumours of war in the air, the Merchant Princes talk amongst themselves of how

they might achieve greater security. No Master (except that of Coin) is welcome in

any Merchant Cityas they representaale and present danger to
slavebased economy. It is rumoured that the Merchants spend vast fortunes in the
Assassin guilds of VarasdéTong curing such |

Faction Note

The Merchant Princes faction should be an intriguing one. It isvastlp militaristic,

and does not need to conquer any module cities in order to win. However, its cities are
known for their riches, anthe factionmay well need an army to discourage foreign
conquerors This is a faction that will thrive on peace and feufduring war:
diplomacy may be the key to survival, but do not forget that carrying a big stick may
sometimes prevent conflicts rather than start them.

Page1



Blood Tides Rising Factions

Restrictions

No characters controlled by a position that is a member of the Merchant Princes may
issue the T1 Train Soldier order.

Factional Requirements

Be a Freeman or a Dwarf with character I200 and have a total of at least 20
Merchant skill levels across the whole position.

All characters must be ndmelievers.

Receive t he t iwofthe2 InfillBncs towaks Fammem, Dwarves and
Elves.

Geopolitical Goals

Control the factional cities:

1 Bridgeton
1 Sirena

9 Lodosa

9 Terinath
1 Alliana

1 Thermia

Faction members do not need to own any module cities belonging to other factions.

Each factional citymust containguilds (not necessarily owned by members of the
faction) with a combined effective Strength of 300 points (beware of competitive
guildsi these can reduce the effective strength dramatically!).

Each factional city must have enough wooden waltsbetter) and fortifications to
hold a minimum of 10,000 troops.

The ancient bazaar city of Thermia must be repopulated with a minimum of 10,000
Freemen.

There must be a minimum of 10,000,000 (ten million) crowns in the force possessions
of each of thefive factional cities, and 20,000,000 (twenty million) crowns in the
force possessions of Thermia.
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Trade Routes of Yohan

Faction Adventures

Adventure 12017 Caravan Guards
Have the title ABusi nessmano, with 5,

Lose the crowns, gain 8@vel 2 Freemen Guards in your target (empty) slot.
This alventuremaybe completed 50 times.

Adventure 12027 Goods from a lost culture

Have the titl e 0 Bgosds floensthe alving jn yoRirOpérsonar a d e

possessions, and be in F104Bana.

Lose the tradgoods, gain +3 Prestige, +4 Merchant, 400,000 crowns and a Mark of

Wealth.
Once only.

Adventure 12037 Blood, Sweat and Tears

Have the title fABusinessmano, 15 Tear s

in F1010 Lodosa.
Lose the Tars of Blood, gain +5 Prestige, +4 Merchant and a Mark of Wealth.

Once only.

Adventure 12047 Ancient Arts
Have the title ABusinessmano, and own

Gain the Dwarven Plate and Elven Chain production secrets.
This alventuremaybe completed once per character.
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Adventure 1205i Black Marketeer
Have the title ABusinessmano, with Prestig

Lose 4 Prestige. Gain titf@lack Marketeed.
This alventuremaybe complete® times.

Special Action 1206 Everythingisforsal eé at the right price
Have the title ABlack Marketeero (which wi
personal possessions (which will be spent).

Gain any one item of your choice with ID in the range of-6030.
This adventure may be completgétdmes.

Adventure 12077 Embassy to the Elven Court
Have the tit |bein thdRlven Qowtsvatimib influence, 20 Prestige
and 1,000 Tradgoods fromLodosa(which will be lost).

Gain unspecified skill increases, the tilkembassaday, and gain ontrol of the Elven
Court.

Once only.

Adventure 1208i Paying Overtime
Have the title fABusinessmano, with 50,000

Target guild gains 2 Strength.
This alventuremaybe completed 20 times.

Adventure 12097 Buying Favours
Havet he titl e ABusinessmano, with Prestige
spent).

Lose 10 Prestige. Gain the tifiagitatoro.
This alventure may be complet&dimes.

Special Action 1210 Funding Rebels
Have the titleiAgitatoro (which will be lost)and bealive in the target location

The character attempts to foment a rebellionthat target location force: each
character within the city (including in guilds) will lose 50 loyalty, the SEI of the target
city will drop by 800, and the city owner Wwibse control of the city (an NPC without
faction allegiance will replace them).

This adventure may be completgétmes.

Adventure 12117 Slaver
Have the ABusinessmano titl e, with Prestic
personal possessions.

Sell the Slaves (they are lost), lose 5 Prestige. Gain 500,000 crowns.
This adventure may be completed once per character.
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Adventure 12127 Dwarf Lord
Be a dwarf with the title ABusi nessmano, 0"

Gain a Mark of Destiny, otherebefits, and follow the path towards a restoration of
the Delving.

This alventure may be completed once per charagpeto 3 times

Adventure 12137 Bounty
Have the title AViking Friendo in F1012 Si

Gain 4,000 crownst+1 Prestige, 30 Dragon Scales, lose the prisoner which is sent to
Dyrgarrd Keep.

This alventure may be completed 200 times.

Adventure 1214i Transactional Experience
Be a Freeman, EIf or Dwarf with 20,000 crowns (which will be spent).

Gain +1 Merchant.
This alventure may be complet&@0 times.

Adventure 1215i Slave Militia

Have the ABusinessmano titl e, 10,000
possessions, be in one of the Merchant
Alliana, Terinath or iermia), target an empty slot of a force you own in your current
province.

Cr o\
06s (

Slaves and crowns are loggin 500nakedlevel 4 human slave militia soldiers.

This alventure may be completed 200 times between conseautiugalTrade Offs
in June

Adventure 1216 to 1221 Venture Capital
Have the fABusinessmano titl e, be in one o
Bridgeton, SirenaAlliana, Terinath or Thermia, in adventure number order)

Gain +1 Merchant, +1 Prestige, +1 Influence, 500 TradegoodBabfcity and 10
wagons.

This alventure may be completedce per character, up &times.

Adventure 12227 Money or your Life

Be in a Merchant Guild in one of the Merct
Sirena,Alliana, Terinath or Thermia), be arigrm of idead, have 10,000 crowns in

possessions which are lost.

Lose 1 Constitution. Gain life.
This adventure may be completed 200 times.
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Adventure 1223i Viking Friend
Have the ABusinessmano title, declare your:

Gain tiktihihg ®Yiendo and a Gift from Merchan
This alventure may be completed once per character.

Adventure 12241 Start with the Slaves
Before the first productionghv e t he fABusinessmano title

Gain 1000 human slaves in the possessions of the sponsor
This alventure may be completed once per charagpeto 8 times

Adventure 12251 El vi sh wares are superior, |l donodt
Be a Dwarf with a Pwr 4 Dwarf Axe and Enchanted Tools.

Gain2Dexterity, a Pwr 4 El vemrHammer ,Ratctee cthie
to Elf, Lose 2 Strength, a Pwr 4 Dwarf Axadt he ti tl e ADwarvi sh s
you had it.

This adventure may be completed 200 times between consecutive Trade Offs.

Adventure 1226i Dwar vi sh wares are suapnmeri or, | doni
Be an EIf with a Pwr 4 Elven Hammer and Enchanted Tools.

Gain 2 Strengt h, a Pwr 4 Dwar f AX e, and t
change to Dwarf, Lose 2 Dexterity, a Pwr
superiorityo if you had it.

This adventure may be completed 200 times between consecutive Trade Offs.
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3.The Viking Lords

Eiric the Grave sits astdie his great wooden stool at the top of the long table in
Dyrgarrd Hall. Two watrriors struggle before him, cheered on by their kinsmene\Whil
blades are blunted, the men are battered beyond what might be expected in a friendly
contest: they both know what can be gained by those who distinguish themselves in
the Trials. In truth, both have impressed the Heyhane, and it only remains to see

how the loser meets his fate, for unless he shows himself to be craven, he too may
gain great honour from the battlend aound the hall the other Thanes beat the hafts

of their knives against the tabléshey also approve.

For countless centuries theestern Viking Lords
have struggled amongst themselves for supremacy
T and just as well for the rest of Yohan, as such
internal conflicts have kept them from waging war
on the rest of the world. But even, $beir raiding
parties have spread terror acrobge tength and
breadth of the Great Western Sea, and have
penetrated far upstream along rivers to
communities that thought themselves safe. They
have even begun to set up isolated settlements
along the distant shores.

The Vikings have their own measuresprbgress

that dondét quite match the v

the world. Unlike the Masters of Darkness and
Light, they value couragd the willingness to charge ahead no matter the
consequences o v e r calcul ated success. ntifGi vili sat
results in thaveakeningof theso-called Gvilised?

They follow two gods Tyr, their god of War, and Thor, their god of Thunder.

It is only recently that one great Viking Captain has achieved enough influence to
bind the faction together in higuest to conquer the West. Eiric the Grave, recently
elected as Hoyr@hane, does this as a dedalted to honour his latekallen father,

and has the support of the Priestdofh Tyr and Thor, which has been sufficient to
persuade any of the Vikings wlinad reservations.

For the Vikings, the most celebrated part of the year is midwinter, when the Viking
Lords gather at Dyrgarrd Keep for a month of games, d#dliywg and trials of
strength with which to while away the darkest days of the yearfestval which
begins with the naming of new warriors whbave come of age and proven
themselves worthy of leadership.
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