A Player's Companion for Aevum Realm Architect
PART 1: THE ATLAS
This section details the known world, its peoples, and the vital arteries of trade that connect them.
The Known World of Aevum
Aevum is a continent of stark contrasts, carved into five great domains by geography and culture. In the center lies the temperate heartland of Al'thoria. To the north, the icy peninsula of Njordheim juts into the frozen seas. The eastern lands of Sakura are walled off by the formidable Dragon's Tooth Mountains. To the south, the endless sands of the Great Desert are home to the Sultanate of Al-Jamil. And in the west, the sun-bleached coasts and crumbling monuments of The Shattered Republic whisper of a forgotten age.
Faction Territories
The Njordheim Clans (North)
A hardy, seafaring people who thrive in the harsh, snowy biome of the north. Life is a constant struggle against the cold, the sea, and rival clans. They are renowned for their ferocity in battle, their masterful shipbuilding, and their unwavering code of honor. Great longhouses with carved dragon heads serve as the centers of their communities.
· Culture: Inspired by Viking civilization; values strength, honor, and exploration.
· Biome: Taiga, snowy forests, icy fjords, and frozen seas.
· Strengths: Unrivaled sailors and shipbuilders, abundant timber and iron ore, valuable furs and whale oil, fierce warriors.
· Weaknesses: Brutal winters make agriculture nearly impossible, leading to a constant need for food. Politically fractured into competing Jarls.
The Kingdom of Al'thoria (Center)
The heartland of Aevum, a feudal kingdom of knights, castles, and sprawling farmlands. Inspired by Western European medieval civilization, Al'thoria is the breadbasket of the continent. Its people value chivalry, faith, and order. Stone castles with high towers dominate the landscape, protecting the vast, fertile plains.
· Culture: Inspired by medieval Europe; values chivalry, feudal loyalty, and martial prowess.
· Biome: Temperate forests, rolling plains, wide rivers.
· Strengths: The largest producer of grain, livestock, and horses. Master armorers and blacksmiths produce the finest steel plate and swords. Strong, centralized military.
· Weaknesses: Largely landlocked and dependent on other nations for sea access and luxury goods. Feudal politics can lead to internal strife.
The Shogunate of Sakura (East)
An elegant and disciplined civilization isolated by the towering Dragon's Tooth Mountains. Inspired by feudal Japan, its society is governed by a strict code of honor known as bushido. Artisans here create works of unparalleled beauty, from razor-sharp katanas to delicate silk kimonos. Pagoda-style roofs and serene cherry blossom gardens define their architecture.
· Culture: Inspired by Samurai civilization; values honor, discipline, and artistry.
· Biome: Mountainous terrain, cherry blossom valleys, bamboo forests, coastal rice paddies.
· Strengths: The world's finest steel, leading to exceptional blades. Produces luxurious silk, exquisite pottery, and high-quality rice. Warriors are disciplined and highly skilled.
· Weaknesses: Limited deposits of raw iron ore, forcing them to trade for it. Mountainous terrain makes travel and large-scale agriculture difficult. Tend towards isolationism.
The Sultanate of Al-Jamil (South)
A wealthy and learned society that has mastered the art of survival—and commerce—in the vast southern desert. Inspired by medieval Muslim civilizations, the Sultanate's great oasis cities are centers of scholarship, astronomy, and trade. Intricate tilework, grand mosques with soaring minarets, and bustling, vibrant bazaars are the hallmarks of their cities.
· Culture: Inspired by medieval Islamic Golden Age; values knowledge, commerce, and faith.
· Biome: Vast deserts, rocky canyons, and life-giving oases.
· Strengths: Controls the lucrative spice and salt trades. Breeds the fastest and most enduring horses. Possesses advanced knowledge of mathematics, alchemy, and astronomy.
· Weaknesses: Extreme scarcity of water, timber, and fertile land. Heavily reliant on trade for food and building materials.
The Shattered Republic (West)
A land of sun-bleached ruins and squabbling city-states, all that remains of a once-mighty empire inspired by ancient Greece and Rome. The people live in the shadow of their ancestors, surrounded by crumbling marble aqueducts, grand coliseums, and headless statues of forgotten emperors. Philosophers and sailors are their most famous exports.
· Culture: Inspired by the Greco-Roman world; values philosophy, debate, democracy, and naval tradition.
· Biome: Mediterranean, with rocky coastlines, olive groves, and arid hills.
· Strengths: Produces high-quality wine, olive oil, and marble. Possesses a strong naval tradition. Ruins hold valuable and powerful ancient artifacts.
· Weaknesses: Politically fractured and militarily weak compared to its neighbors. Lacks key resources like high-quality iron and timber. Constant internal bickering prevents reunification.
Major Trade Routes
The factions are bound by a delicate web of codependence.
· The Iron Route (North ↔ East): The Njordheim Clans trade their plentiful raw iron ore and timber to the Shogunate of Sakura in exchange for masterfully forged steel blades, fine silks, and rice.
· The Breadbasket Route (Center ↔ North/South): The Kingdom of Al'thoria is the hub. It trades vast quantities of grain and durable steel weapons south to Al-Jamil for salt, spices, and horses, and north to Njordheim for furs, whale oil, and iron.
· The Spice Route (South ↔ Center/West): The Sultanate of Al-Jamil's caravans transport precious spices and salt north to Al'thoria. Their ships carry the same goods west to the city-states of the Shattered Republic in exchange for wine and ancient artifacts.
· The Sea Lane of Whispers (West ↔ All): The sailors of the Shattered Republic are neutral traders, their ships moving goods between all coastal factions for a price. They are the only ones who regularly trade with the isolationist Shogunate by sea.
Regional Geography & Political Divisions
This section details the internal political and geographical divisions of each major faction. Each realm is broadly divided into a Capital Region (the seat of central power) and three Major Territories (Jarldoms, Baronies, Provinces, Emirates, or City-States) that hold the bulk of the realm's resources and political rivals.

The Kingdom of Al'thoria (Center) 
Capital Region: The Royal Demesne (Aethelgard)
· Description: The heartland of the kingdom, ruled directly by the Crown. It is centered on the massive capital city of Aethelgard, built upon Aethelan ruins at the intersection of the Great River and the King's Road.
· Adjacency & Borders: This central region borders all three major Al'thorian territories: the Greenfields (West), Ironhearth (North), and the Golden Vale (South). It has no foreign borders.
· Ruler: King Theron III.
· Key NPCs: Lady Isolde Vancroft (Spymaster) , Sir Kaelan the Lionheart (Captain of the Royal Knights).
· Situation: The King's Court is paralyzed by the succession crisis and political infighting .
Territory 1: The Barony of the Greenfields (Starting Region) 
· Description: A fertile, rolling expanse of farmland and forests.
· Major Settlement: Oakhaven Village.
· Adjacency & Borders: Borders the Royal Demesne (East), the Shattered Republic (West), and the Golden Vale (South).
· Ruler: Baron Tyrell the Bull.
· Situation: The Baron is neglecting his lands, allowing bandits to plague the King's Road while he focuses on a petty border dispute . This is the player's starting location.
Territory 2: The Duchy of the Golden Vale
· Description: The primary breadbasket of Aevum, a vast plain of wheat and grain fields.
· Major Settlement: Riverbend, a massive grain port on the Great River.
· Adjacency & Borders: Borders the Royal Demesne (North), the Greenfields (West), and the Sultanate of Al-Jamil (South).
· Ruler: Duke Alaric of House Valois.
· Situation: Duke Alaric is the wealthiest of the King's vassals. He controls the food that feeds the capital and the crucial trade south.
Territory 3: The Barony of Ironhearth
· Description: A rugged, mountainous region rich with iron and coal deposits.
· Major Settlement: Deepforge, a smog-filled mining town.
· Adjacency & Borders: Borders the Royal Demesne (South), the Njordheim Clans (North), and the Shogunate of Sakura (East, via the Dragon's Tooth Mountains).
· Ruler: Baroness Sorina Volkova.
· Situation: The "Iron Baroness" is a harsh ruler who profits from the iron trade. She holds the critical mountain passes against both Njordheim and Sakura.

The Njordheim Clans (North) 
Capital Region: The High Jarl's Seat (Skadi's Hall)
· Description: A central, heavily fortified fjord where the major clans meet for the Thing (the grand assembly). It is neutral ground.
· Adjacency & Borders: This inland fjord is surrounded by the three main Jarldoms, acting as a central meeting point. It borders the Bloodaxe Fjords (West), Iron Bight (East), and Froskald Coast (South/Coastal access).
· Ruler: High King Ragnar the Unifier (an elected, ceremonial title).
· Key NPCs: Freya the Skald (Keeper of Sagas).
· Situation: Ragnar's authority is fading with his age. The clans are returning to their rivalries.
Territory 1: The Froskald Coast (Starting Region) 
· Description: A poor, wind-swept coastal territory with few resources besides fish and timber.
· Major Settlement: Froskald Harbor.
· Adjacency & Borders: Borders the Kingdom of Al'thoria (Barony of Ironhearth) to the South. It is flanked by the Bloodaxe Fjords (North) and the frozen sea (West).
· Ruler: Jarl Astrid Ironhand.
· Situation: Jarl Astrid prefers trade, but her clan faces a brutal winter with low food stores. This is the player's starting location.
Territory 2: The Bloodaxe Fjords
· Description: A series of deep, icy inlets perfect for launching longships. Poor in resources but rich in warriors.
· Major Settlement: Grimvik.
· Adjacency & Borders: Borders the Froskald Coast (South) and the High Jarl's Seat (East). The western edge is the open sea.
· Ruler: Stig the Restless.
· Situation: Stig is Jarl Astrid's main rival, preaching a return to raiding. He is a threat to the entire region's stability.
Territory 3: The Iron Bight
· Description: The easternmost Jarldom, controlling the rich iron ore mines that supply the Iron Route trade.
· Major Settlement: Erzberg.
· Adjacency & Borders: Borders the High Jarl's Seat (West) and the Shogunate of Sakura (South, via a treacherous sea route ).
· Ruler: Jarl Thorin Stonefist.
· Situation: Jarl Thorin is a pragmatist grown rich from trading iron ore to Sakura. He avoids clan politics, hoarding his wealth.

The Shogunate of Sakura (East) 
Capital Region: The Imperial Domain (Heian-kyo)
· Description: A large, secluded valley protected by mountains. Home to the Imperial Palace and the Shogun's court.
· Adjacency & Borders: Borders the Koku Plains (South/Coastal) and the Silk Valley Province (West). It is protected from the outside world by mountains.
· Ruler: Shogun Hidetora (The Divine Shadow).
· Key NPCs: Lady Mariko (The Shogun's Daughter).
· Situation: The Shogun's isolation has created a power vacuum. Lady Mariko secretly tries to hold the realm together.
Territory 1: Akayama Province (Starting Region) 
· Description: A rugged, mountainous province on the western border, known for its steel.
· Major Settlement: Akayama Village.
· Adjacency & Borders: Borders the Kingdom of Al'thoria (Barony of Ironhearth) to the West via the Dragon's Tooth Pass. Borders the Silk Valley Province (South) and the Koku Plains (East).
· Ruler: Lord Kaito.
· Situation: The province's honor is stained by ronin . It controls the only land route into Sakura. This is the player's starting location.
Territory 2: The Silk Valley Province
· Description: A warm, southern valley renowned for its mulberry groves and the production of the world's finest silk.
· Major Settlement: Nishijin.
· Adjacency & Borders: Borders the Akayama Province (North) and the Imperial Domain (East). Its southern border is the sea.
· Ruler: Daimyo Tanaka.
· Situation: Daimyo Tanaka values commerce over bushido and has many samurai in his debt, putting him at odds with the traditional Lord Kaito.
Territory 3: The Koku Plains
· Description: The largest and most fertile coastal plain, producing over 40% of the realm's rice.
· Major Settlement: Inaba.
· Adjacency & Borders: Borders the Imperial Domain (North) and the Akayama Province (West). The eastern border is the sea.
· Ruler: Daimyo Shimazu.
· Situation: As power is measured in rice (koku), Daimyo Shimazu is the most powerful and militarily dangerous of all the lords. He is ambitious and disgusted by the Shogun's weakness.

The Sultanate of Al-Jamil (South) 
Capital Region: The Sultan's Oasis (Qurtuba)
· Description: The largest oasis, a metropolis of libraries and universities. The intellectual and political heart of the Sultanate .
· Adjacency & Borders: Borders the Kingdom of Al'thoria (Duchy of the Golden Vale) to the North. It is surrounded on all other sides by its own territories: Zahar (South) and the Unclaimed Sands (West/East).
· Ruler: Sultan Karim al-Rashid.
· Key NPCs: Zahra the Alchemist.
· Situation: The Scholar-Sultan's focus on knowledge is seen as weakness by more warlike Emirs.
Territory 1: The Emirate of Zahar (Starting Region) 
· Description: A wealthy oasis city, a critical crossroads for the Spice Route and the Breadbasket Route .
· Major Settlement: Oasis of Zahar.
· Adjacency & Borders: Borders the Sultan's Oasis (North), the Unclaimed Sands (West), and the Salt Pan Dependencies (South).
· Ruler: Emir Jamal.
· Situation: The city's lifeblood is threatened as the springs feeding the oasis are dwindling . This is the player's starting location.
Territory 2: The Salt Pan Dependencies
· Description: A harsh, sun-scorched region in the deep desert, home to the vast salt flats.
· Major Settlement: Al-Malaha, a grim labor-city.
· Adjacency & Borders: Borders the Emirate of Zahar (North). It is otherwise surrounded by the deep desert (part of the Unclaimed Sands).
· Ruler: Emira Faiza.
· Situation: Emira Faiza controls the salt trade through a brutal system of indentured labor and water rationing. She is fantastically wealthy.
Territory 3: The Unclaimed Sands (Bedouin Lands)
· Description: The vast, trackless desert that the Sultan claims but does not control. Home to nomadic Bedouin tribes.
· Major Settlement: (None, nomadic).
· Adjacency & Borders: Surrounds all other Sultanate territories and borders the Shattered Republic (West).
· Ruler: The "Sand Fox".
· Situation: The Sand Fox controls the smuggling routes. All caravans must pay him tribute for safe passage.

The Shattered Republic (West) 
Capital Region: The City-State of Elysia (Starting Region)
· Description: The largest and wealthiest city-state, built on the Aethelan imperial capital. It has the strongest navy and busiest port .
· Adjacency & Borders: Borders the Kingdom of Al'thoria (Barony of the Greenfields) to the East. It also borders Aethelos (Inland) and Bacchia (South, along the coast).
· Ruler: Consul Valerius Maxian.
· Key NPCs: Lyra of the Waves (Privateer Captain).
· Situation: Consul Valerius is maneuvering to unite the Republic. The player starts here as a non-citizen (plebeian).
Territory 1: The City-State of Aethelos
· Description: A crumbling city of white marble, known as the "City of Philosophers."
· Major Settlement: Aethelos.
· Adjacency & Borders: An inland city-state, it borders Elysia (West) and the Unclaimed Sands (Al-Jamil) to the South/East.
· Ruler: The Stoic Council (a council of philosopher-magistrates).
· Key NPCs: Thales the Stoic , Gaius "The Collector".
· Situation: Militarily weak but culturally powerful. It is the center for debates and the primary market for Aethelan artifacts.
Territory 2: The City-State of Bacchia
· Description: A warm, coastal region of rolling hills covered in olive groves and vineyards.
· Major Settlement: Bacchia.
· Adjacency & Borders: Borders Elysia (North, along the coast). The sea is to the West and South.
· Ruler: The Vintner's Guild.
· Situation: This city is ruled by a merchant guild that controls the lucrative wine and olive oil trade. Famous for the Vintner's Revel.
Territory 3: The Quarry-State of Paros
· Description: A harsh, rocky island-state, valued for the world's finest white marble.
· Major Settlement: Paros Port.
· Adjacency & Borders: Paros is an island. Its only "border" is the sea, with its main port facing Elysia and Bacchia for trade.
· Ruler: The Quarry-Masters' Consortium.
· Situation: A neutral guild-state that sells its marble to all other city-states. It employs a massive, often-mistreated labor force.


PART 2: THE REFERENCE
This section provides static lore and details for starting a new game.
Starting Regions
For a game in Al'thoria (Center): The Greenfields
You begin in the village of Oakhaven, a small farming community in the fiefdom of Baron Tyrell. The land is fertile and the people are hardworking, but the Baron's focus on a border dispute has left the region vulnerable.
· Situation: The King's Road is plagued by increasingly bold bandits, disrupting trade and threatening the village. The Baron's soldiers are spread thin, and the village militia is poorly equipped.
· Opportunity: A person with ambition could prove their worth by organizing a defense, clearing the bandit camps, and restoring order, earning the gratitude of the village and the notice of the Baron.
For a game in Al-Jamil (South): The Oasis of Zahar
You start in the bustling oasis city of Zahar, ruled by the shrewd Emir Jamal. Zahar is a key stop on the spice route, and its markets are filled with wonders. But the city's lifeblood—the oasis itself—is threatened.
· Situation: The springs that feed the oasis have begun to dwindle. Water is being rationed, tensions are rising between merchants and locals, and whispers of sabotage and ancient curses fill the air.
· Opportunity: An enterprising individual could investigate the source of the water shortage. Is it a natural phenomenon, a rival's plot, or something more mystical? Solving this crisis would grant immense influence and wealth.
For a game in Sakura (East): Akayama Village
Your life begins in Akayama, a village nestled at the foot of a great mountain, sworn to the samurai Lord Kaito. The village is known for its pure mountain water, perfect for forging steel. The land is peaceful, but its honor has been stained.
· Situation: A group of masterless samurai, ronin, have taken refuge in the nearby hills. Once honorable warriors, they have become bitter brigands, extorting the village for food and supplies and shaming the name of Lord Kaito.
· Opportunity: A person of great courage could aid the local samurai retainer in dealing with the ronin—either by driving them out through force, or by finding a way to restore their lost honor and purpose, a far more difficult and rewarding path.
For a game in Njordheim (North): Froskald Harbor
You are from Froskald, a coastal village of fishermen and raiders, ruled by the aging Jarl Astrid. The longships are pulled ashore, and the fjord is beginning to freeze. The last harvest was poor, and a brutal winter is descending.
· Situation: The village's food stores are dangerously low. Starvation is a very real threat. The Jarl's authority is being questioned by a younger, more aggressive warrior who preaches that raiding is the only path to survival.
· Opportunity: A resourceful survivor could lead a dangerous hunt for the great elk in the frozen forests, organize a trading mission to Al'thoria for grain, or join the risky but potentially glorious raid on the western coast. Your choice will determine the fate of your clan.
The Aevum Calendar
The standard Al'thorian calendar is widely used for trade and diplomacy, though most factions have their own traditional names for the months. It consists of 12 months, each with 30 days, for a 360-day year.
· Winter:
1. Frostfall (Month 1)
2. Deepwinter (Month 2)
3. Thawend (Month 3)
· Spring: 4. Springtide (Month 4) 5. Greenbloom (Month 5) 6. Suncrest (Month 6)
· Summer: 7. Sun's Height (Month 7) 8. Goldharvest (Month 8) 9. Redleaf (Month 9)
· Autumn: 10. Fallow (Month 10) 11. Chillwind (Month 11) 12. Stonehearth (Month 12)
Major Holidays & Festivals
The Longest Night's Feast (20th of Deepwinter)
· Celebrated By: The Njordheim Clans
· Explanation: A raucous and vital celebration on the longest, darkest night of the year. It is a defiant feast against the cold and dark, a celebration of survival. Great bonfires are lit on the fjord shores, massive feasts are held in the longhouses, and skalds recite epic sagas of heroes and gods. It is a time for renewing oaths and remembering that even the longest night gives way to a new dawn.
The Unfurling (15th of Thawend)
· Celebrated By: The Njordheim Clans
· Explanation: This marks the day the sea ice has typically retreated enough for the first longships of the season to set sail. It is a festival of hopeful beginnings, dedicated to the Sea-Father. Ships are blessed by clan shamans, new sails are unfurled for the first time, and the first trade or raiding voyages of the year are launched with great ceremony.
The King's Harvest (10th of Goldharvest)
· Celebrated By: The Kingdom of Al'thoria
· Explanation: The largest and most important festival in the heartland. It celebrates the culmination of the grain harvest, the lifeblood of the Kingdom. Jousting tournaments are held, great markets are convened, and every feudal lord is expected to provide a feast for their subjects. It is both a celebration of plenty and a powerful display of the King's ability to provide for his people.
The Day of Blades (5th of Sun's Height)
· Celebrated By: The Kingdom of Al'thoria
· Explanation: A grand tournament held in the summer's peak, celebrating the martial traditions of the Al'thorian knights. Squires are knighted, famous champions test their mettle in the lists, and the finest armorers display their craft. It is a major social event for the nobility and a source of great entertainment for the common folk.
The Festival of Fleeting Blossoms (Varies, in Greenbloom)
· Celebrated By: The Shogunate of Sakura
· Explanation: Not a single day, but a week-long period when the cherry blossoms are in full bloom. It is a time for contemplation, artistry, and reflection on the transient beauty of life (mono no aware). Nobles host poetry contests, families picnic beneath the flowering trees, and artisans create works inspired by the delicate petals.
The Lantern Rite (Last night of Chillwind)
· Celebrated By: The Shogunate of Sakura
· Explanation: A solemn and beautiful festival where families honor the spirits of their ancestors. Thousands of paper lanterns, each bearing the name of a departed loved one, are lit and set afloat on rivers, creating a shimmering path to guide the spirits. It is a time of quiet remembrance and familial duty.
The Night of a Thousand Stars (1st of Stonehearth)
· Celebrated By: The Sultanate of Al-Jamil
· Explanation: On this night, the desert air is at its clearest, and the stars are at their brightest. It is a holy night dedicated to the Giver of Wisdom. Scholars and astronomers gather in great observatories to map the heavens, while the common folk light intricate lanterns and spend the night in quiet contemplation, celebrating the divine order written in the cosmos.
The Vintner's Revel (25th of Redleaf)
· Celebrated By: The Shattered Republic
· Explanation: A wild, chaotic, and joyous festival celebrating the end of the grape harvest. Inspired by ancient bacchanals, it is a day of feasting, music, and, above all, wine. The first barrels of the new vintage are opened, and the streets of the city-states are filled with revelers. It is a day to forget the troubles of the present and celebrate life's simple, intoxicating pleasures.
The Pantheons of Aevum
The peoples of Aevum do not share a single faith; their gods are as diverse as their lands.
The Old Gods of Njordheim
The Njordheimers worship a pantheon of fierce, primal gods who embody the harsh realities of their life.
· Hjorn, the Sea-Father: The wrathful and fickle god of the ocean, storms, and sea creatures. All sailors pay him tribute before a voyage, hoping for calm seas and full nets, and fearing his icy wrath.
· Vala, the Shield-Maiden: The goddess of war, strength, and honor. She is believed to watch over battles, choosing the worthy to feast in her halls after death. Oaths sworn in her name are unbreakable.
· Freya, the Hearth-Keeper: The goddess of family, fertility, and the home. She is the warmth of the fire that keeps the winter cold at bay, the strength of the community, and the protector of children.
The Faith of the Builder (Al'thoria)
The Al'thorians follow a more structured, almost monotheistic faith, worshipping a single creator deity and venerating the saints who acted as his greatest servants.
· The Builder: The one true God, believed to have forged the world with his hands and laid down the laws of nature and society. He is the divine architect of all things, the ultimate source of order and justice.
· Saint Arion the Valiant: The patron saint of knights and soldiers. The first king of Al'thoria, who unified the land and established the chivalric code. He is prayed to for courage in battle.
· Saint Elara the Bountiful: The patron saint of farmers and peasants. A humble farm girl whose faith was so strong that her fields produced a miraculous harvest during a great famine, saving thousands. She is prayed to for good weather and a plentiful harvest.
The Spirits of Sakura
The people of Sakura do not worship gods in the traditional sense, but show reverence to the countless spirits, or kami, that inhabit the natural world.
· The Great Dragon of Mount Akai: The most powerful spirit in Sakura, an ancient and wise dragon who sleeps within the volcano. It is the guardian of the Shogunate, and its temperament is said to dictate the land's fortune.
· Amateru, the Spirit of the Forge: The kami of fire, steel, and craftsmanship. Every blacksmith and swordsmith has a small shrine to Amateru in their workshop, praying for the insight to fold steel and the strength to strike true.
· Inari, the Lady of the Rice Paddy: The benevolent spirit of agriculture, fertility, and prosperity. She is often depicted as a fox, and her shrines are found at the edge of every rice paddy, ensuring the life-giving crop will flourish.
The Faith of the Unseen (Al-Jamil)
The people of the Sultanate worship a single, all-powerful, and formless God. As this God is infinite, they focus their prayers on different aspects of its divine will.
· The Giver of Wisdom: The aspect of God that inspires knowledge, mathematics, and the study of the stars. Worshipped by scholars, astronomers, and alchemists.
· The Guardian of Caravans: The aspect that offers protection in the harsh desert. Merchants and travelers pray for guidance to find oases and for deliverance from sandstorms and bandits.
· The Shaper of Dunes: The aspect that represents the divine power over nature itself. It is a reminder of God's immense power and humanity's small place in the vast, ever-changing desert.
The Old Pantheon (The Shattered Republic)
The people of the Republic still pay homage to the gods of their fallen empire, though their worship is often more a matter of tradition and philosophy than fervent faith.
· Aetius, the Lord of the Sea: The patron god of sailors and navies. His crumbling marble temples dot the coastlines, where offerings are still made for safe passage.
· Sophia, the Lady of Strategy: The goddess of wisdom, warfare, and civic debate. Philosophers invoke her name in their arguments, and generals pray to her for cunning plans before a battle.
· Bacchus, the Reveler: The god of wine, festivals, and liberation. He is the most enthusiastically worshipped of the old gods, especially during the Vintner's Revel.


Core Economic Concepts for the Player
To become a magnate, you must understand the forces that move the world's wealth.
1. Arbitrage & Regional Variation: This is the heart of trading. Timber is worth 2 GC in Al'thoria, but it could be worth 10 GC in the deserts of Al-Jamil where wood is scarce. Salt is cheap in the Sultanate, but a luxury in Njordheim. Buy low in a land of plenty, sell high in a land of scarcity.
2. Production Chains & Vertical Integration: Raw materials are cheap, but finished goods are expensive. A cart of iron ore is worth 5 GC. Processed into ingots, it's worth 8 GC. Forged into 50 swords by a master smith, those ingots are now worth 150 GC. Controlling the entire chain—from mine to quarry to workshop to market—is the path to true economic power. Why sell timber to a shipbuilder when you can build your own shipyard and sell the ships?
3. Capital Investment & Passive Income: Your personal labor is limited. To grow, you must invest. Buying a farmstead generates a steady supply of grain. Owning a quarry provides stone for your building projects and for sale. Building a marketplace in your domain generates tax revenue from every transaction. Use your gold to create systems that make more gold for you.
4. Supply & Demand Shocks: The world is dynamic. A long war in Al'thoria will cause the price of iron and armor to skyrocket. A blight in Sakura could make their rice priceless. A pirate blockade in the west could halt the wine trade. Pay attention to world events; every crisis is an opportunity for the prepared.
5. Taxes, Tariffs & Tolls: Wealth invites attention. Lords tax their peasants. Kings place tariffs on foreign goods. A well-placed bridge can charge a toll for every cart that crosses. This is the economy of power. At first, you will be the one paying. Eventually, you may be the one collecting.

Realms of Power: Land, Law & Coin
In Aevum, a sword can win a battle, but law and coin win wars. Every faction has a unique relationship with the land and the wealth it generates. To rise from peasant to power, one must master not only the plow and the blade, but also the contract and the ledger.

The Njordheim Clans (North)
Philosophy of Ownership: “Land is earned by the axe and held by the clan. A man's worth is the weight of the silver on his arm and the strength of his word at the Thing.”
· Land Ownership Laws:
· No Private Ownership: Land is not owned by individuals but is considered a "holding" of the clan, administered by the ruling Jarl.
· Right to Farm: A clan member in good standing is granted the right to build a longhouse and farm a plot of land to support their family. This right is earned through loyalty, reputation, and prowess in battle.
· Inheritance: A holding is typically passed from parent to child, but this can be challenged at the Thing (the clan's legal assembly) if the heir is deemed weak, cowardly, or disloyal.
· Acquisition: New lands can only be claimed by settling untamed wilds or by conquering the holdings of a rival clan. All such claims must be ratified by the Jarl.
· Financial & Tax System:
· Barter & Bullion: The economy is largely based on barter. Wealth is measured in tangible goods: iron, timber, furs, and food. For large transactions, raw silver and gold (hacksilver, arm-rings, jewelry) are used and weighed. They have no official mint.
· The Jarl's Hoard: The Jarl's longhouse acts as the clan's treasury. All clan members are expected to contribute a "raid-share"—a portion of spoils from raids and profitable trade—to the hoard.
· Tribute, Not Taxes: There is no formal tax system. Instead, the Jarl can demand tribute in the form of food, warriors, or materials to fund major projects, like building a new longship or fortifying the village. Failure to contribute results in a loss of honor and standing.
· Player Hook: To gain power and a place to call your own, you must build a reputation for strength and honor to earn a land-holding from a Jarl, or be strong enough to take it from another.

The Kingdom of Al'thoria (Center)
Philosophy of Ownership: “All land is the King's, a divine trust granted by the Builder. It is loaned to his vassals in exchange for a sword and a vow.”
· Land Ownership Laws:
· Feudal System: The King is the sole, true owner of all land. He grants vast tracts (fiefdoms) to his high lords (Dukes, Barons) in exchange for sworn oaths of loyalty and military service.
· Vassalage: These lords, in turn, grant smaller parcels of land to lesser knights and vassals for their own service.
· Serfdom: The peasantry (serfs) do not own land. They are legally tied to the land they work and cannot leave without their lord's permission. They owe the lord a significant portion of their labor and harvest.
· Freeholders: A small but growing class of "freemen" exists, typically in towns or on the frontier. They can own property outright but must pay direct taxes to the Crown.
· Financial & Tax System:
· The Royal Mint: The King mints the official currency of the realm: Gold Crowns, Silver Pennies, and Copper Pieces. Using foreign or un-minted currency is often taxed heavily.
· The Land Tax: All land-holding nobles must pay an annual tax to the King, calculated based on the size and productivity of their fief.
· The Tithe: One-tenth of all harvests and income is owed to the Faith of the Builder. This is collected by the local priesthood.
· Scutage ("Shield Money"): A lord can pay a fee to the King instead of providing their required military service for a campaign. This allows the King to hire mercenaries.
· Guilds & Banks: In the cities, powerful Merchant and Craftsman Guilds are beginning to function as proto-banks, offering loans (often at high interest) and issuing letters of credit.
· Player Hook: Power is achieved by climbing the feudal ladder. You must navigate a complex web of loyalty, service, and obligation to gain a title and the land that comes with it.

The Shogunate of Sakura (East)
Philosophy of Ownership: “The land is the Shogun's soul, and rice is its blood. To steward a field is a greater honor than to own a mountain of gold.”
· Land Ownership Laws:
· Shogun's Decree: The Shogun is the divine ruler and theoretical owner of all land. He appoints regional lords, the Daimyo, to govern these lands in his name.
· Rice Paddies: Land is not measured by its size, but by its rice yield, calculated in koku (enough rice to feed one person for one year). A samurai's stipend and a Daimyo's power are measured in the koku their lands produce.
· Samurai Stewardship: Samurai are granted control over villages and their rice paddies as payment for their military service to their Daimyo. They do not "own" the land but are its honored stewards.
· Merchant Property: While officially of low status, wealthy merchants can and do own the buildings and businesses within the cities, but rarely the land they stand on.
· Financial & Tax System:
· The Rice Economy: Rice is the primary currency. Taxes are collected in rice, samurai are paid in rice, and wealth is measured in rice. Coins exist but are secondary and are primarily used by the merchant class.
· The Nengu (Annual Tax): The ruling samurai of a village collects a significant portion (often 40-50%) of the rice harvest as a tax for the Daimyo.
· Merchant Guilds (Za): Powerful merchant guilds hold monopolies on certain goods like silk and salt. They have become the unofficial moneylenders of the Shogunate, often holding the debts of powerful but cash-poor samurai and even Daimyo.
· Forced Loans: In times of war, a Daimyo may demand "loans" of coin from the wealthy merchant class, which may or may not be repaid.
· Player Hook: True power lies not in coin, but in controlling the land that produces rice. You must balance the rigid demands of honor and the samurai class with the practical, and often more profitable, world of the merchants.

The Sultanate of Al-Jamil (South)
Philosophy of Ownership: “The oasis is a gift of life from the Unseen, but all else is a matter for contract and coin. A man's word, when written and sealed, is his bond.”
· Land Ownership Laws:
· Sultan's Domain: The Sultan owns all unclaimed desert and, crucially, all sources of water (oases, wells, rivers). Access to water is a privilege he grants.
· Private Urban Property: Within the cities, private ownership of land and buildings is the norm and is protected by extensive contract law. Deeds are meticulously recorded by scribes.
· Waqf (Endowment): A significant portion of property (farms, shops, bathhouses) is owned by religious or charitable trusts. The income from these properties funds mosques, hospitals, and schools.
· Tribal Lands: Outside the cities, nomadic Bedouin tribes do not recognize land ownership, but rather traditional rights to specific grazing areas and migration routes.
· Financial & Tax System:
· Advanced Commerce: The Sultanate has the most advanced financial system. Their gold Dinars and silver Dirhams are trusted across the continent. They pioneered the use of the sakk (an early form of cheque), allowing merchants to deposit coin in one city and draw it in another, revolutionizing long-distance trade.
· Ushur (The Tithe on Trade): The primary tax is on commerce. All goods passing through a city's gates are taxed (typically 10%). This makes the Sultanate incredibly wealthy.
· Land Tax: Tax on agricultural land is based on access to water. Land irrigated by a natural spring is taxed higher than land requiring a well and manual labor.
· No Interest: The Faith of the Unseen forbids charging interest on loans. Instead, merchants form partnerships and use profit-sharing contracts to finance ventures.
· Player Hook: Fortune is found not in farming, but in mastering the art of the deal. You must leverage the sophisticated legal and financial systems to build a trade empire from the bustling city souks.

The Shattered Republic (West)
Philosophy of Ownership: “To be a citizen is to be a landowner; all others are merely guests. Property is the foundation of liberty and the price of a voice in the Senate.”
· Land Ownership Laws:
· Citizenship & Property: Only official citizens of a city-state can legally own land. Citizenship is typically inherited or, rarely, purchased at an astronomical cost.
· Latifundia (Great Estates): The countryside is dominated by vast estates owned by wealthy patrician families. These are worked by tenant farmers or indentured servants who pay rent in the form of crops.
· Urban Tenements: In the cities, most commoners live in multi-story apartment blocks (insulae) owned by wealthy landlords, paying monthly rent.
· Public Land (Ager Publicus): Some land, like mines and quarries, is owned collectively by the city-state itself and is leased out to private contractors for a fee.
· Financial & Tax System:
· Chaotic Currencies: There is no central mint. Each major city-state mints its own coins (Denarii, Drachma, etc.), and their value fluctuates based on the city's fortunes. Money-changers who can navigate the complex exchange rates are essential and wealthy.
· Wealth Tax: The primary tax is a levy on property and declared wealth, paid only by citizens. The amount is set annually by the ruling council or Senate to meet the city's budget.
· Port & Market Tolls: Non-citizens pay for everything. They pay tolls to enter the city, fees to set up a stall in the market, and tariffs at the port. This is a major source of state income.
· Inheritance: Wealth is almost entirely generational. The old patrician families have held their land and fortunes for centuries, making it incredibly difficult for outsiders to break into the ruling class.
· Player Hook: To have any real power, you must first amass a fortune great enough to purchase land and, with it, the rights of citizenship. Your path is to climb a wall of old money and ancient laws.
Ties That Bind: Mechanical Effects of Relationships
Relationships tracked in the Hidden State JSON under contacts have direct, deterministic effects on gameplay. The GM MUST apply these modifiers whenever relevant.
· Sworn Enemy (-75 to -100):
· Will actively use Espionage Actions (Sabotage, Rumor) against the player if they have the means (e.g., if they are a rival noble with their own Spymaster).
· Blocks player Diplomacy Actions with individuals/groups they directly control.
· May trigger custom Crisis events (e.g., "False Accusation," "Ambush").
· Rival (-25 to -74):
· Will oppose the player in any council/court/guild meeting they attend together.
· Applies a -20% penalty modifier to player Diplomacy Actions targeting this NPC or their close allies.
· May attempt minor sabotage (non-Espionage action) if opportunity arises (e.g., delaying supplies).
· Neutral (-24 to +24):
· No direct mechanical effect. Interactions are based purely on current goals, Cultural Etiquette , and potential profit/loss.
· Ally (+25 to +74):
· Will support the player in councils/courts/guild meetings.
· Applies a +10% bonus modifier to player Diplomacy Actions targeting this NPC or their close allies.
· May occasionally offer passive Intelligence (minor rumors relevant to player goals).
· Trusted Friend / Confidante (+75 to +100):
· Unlocks unique dialogue options and potential questlines.
· Applies a +25% bonus modifier to relevant Diplomacy Actions.
· Provides regular, detailed Intelligence proactively (GM surfaces this via narration).
· Unlocks the potential Edict: "Call in a Favor from [NPC Name]" (Cost: -10 Relationship Points; Effect: NPC provides a one-time significant resource boost - money, troops, or political support, depending on NPC).
· Lover / Spouse (+85 to +100, requires narrative context):
· Includes all "Trusted Friend" benefits.
· Can potentially occupy a Council Role if skilled (e.g., a spouse skilled in trade could act as Steward, providing a +5% bonus to Domain Net Income). This requires assigning them via an Edict.
· May trigger unique Boons (e.g., "Gift from Spouse's Family") or Crises (e.g., "Spousal Jealousy," "Dynastic Rivalry" if applicable).


Realities of Toil & Tribute: The Grind of Aevum
There are no chosen ones in Aevum. You are not a hero of prophecy. You were born into a world that is not a ladder to be climbed, but a wall to be scaled, stone by painstaking stone. The systems of power were not designed for your advancement; they were designed for your containment.
Every faction has its own brand of hardship. To survive, and perhaps even thrive, you must understand the weight of the economic and social chains you were born into.

Here is the new, replacement section for "The Weight of Station" within the "Realities of Toil & Tribute" chapter . This text is designed to replace the existing entries for each faction, making the social rules, taboos, and punishments far more explicit and gritty, as you requested.

The Social Ledger: The Mechanics of Deference
In Aevum, a conversation is not an exchange of information; it is a restatement of the power dynamic. Speech is used to establish and reinforce who is master and who is servant. Failing to understand these mechanics is like walking into a duel without a sword.
1. The Mechanics of Invisibility and Approach
· For the Lowborn (Serfs, Plebeians, Laborers): You are, by default, invisible. A noble, a knight, or even a wealthy guild artisan does not see you. You are part of the scenery, like a chair or a draft animal. You only become visible when you are in the way or when they require a service.
· The Taboo of Initiation: A lowborn person never initiates a conversation with a highborn person. To do so is a shocking and profound breach of protocol. It implies your needs, your thoughts, or your words have the right to interrupt their time. This is the height of insolence.
· The Chain of Communication (The Bureaucracy of Speech): A serf does not speak to a Baron. A serf speaks to the Village Reeve. The Reeve speaks to the Lord's Steward. The Steward (if the matter is vital) requests an audience with the Baron. To bypass this chain is to insult every link you skipped. To rise, you must master this chain—first by respecting it, then by befriending a link, and finally by becoming a link.
2. The Language of Space (Non-Verbal Law)
· Making Yourself Small: A lowborn's body language is one of self-negation. You hunch your shoulders, keep your hands clasped, and physically shrink yourself to take up as little space as possible.
· The Law of the Path: When a superior walks toward you on a path, you do not "move aside." You get off the path. You stand in the mud, the ditch, or the gutter. You stop moving entirely until they have passed. It is not about courtesy; it is about acknowledging their right to the ground they walk on.
· The Noble's "Presence": A noble, by contrast, is trained to take up space. They stand tall, walk with purpose, and expect the world to part for them. Their "presence" is a weapon that asserts their dominance before they speak.
3. Registers of Speech (Knowing Your "Voice")
· The Common Tongue (Gutter-speak): The language of the peasantry. It is simple, direct, and often crude. It is functional, built for discussing crops, weather, and survival.
· The High Tongue (Court-speak): The language of the nobility, built on the bones of High Aethelan. It is a language of euphemism, allusion, poetry, and veiled threats. In court, "My honored friend" can mean "My bitter rival." "Your request is bold" means "No, and you are insolent for asking."
· The Taboo of "Code-Switching": A serf who attempts to use "High Tongue" with a noble is not seen as educated; they are seen as a mockery. It is a jester's act, and the noble will punish it as a deep, personal insult. Likewise, a noble who uses "Gutter-speak" in court would be seen as a boorish, uncultured fool, losing status instantly.
4. The Economy of Favors, Gifts, and Information
· Gifts (The Language of Obligation): A "gift" is never just a gift.
· From Inferior to Superior: A "gift" is tribute. It is a tax paid to curry favor or beg for a service. It is expected.
· From Superior to Inferior: A "gift" is a chain. A noble giving a coin to a serf is not an act of charity; it is a public display of power and a way of purchasing that serf's loyalty. That debt will be called in.
· Gossip as Currency (The Lowborn's Ledger): For the powerless, information is the only currency. The gossip of the servants' hall, the barracks, and the tavern is a vital economic network. Knowing that a guard is in debt, that the Reeve's wife is unfaithful, or that a noble has a secret sickness is not idle chatter; it is leverage. It is the only weapon the lowborn possess to navigate the minefield of their lives.
· "Knowing Someone" (The Taboo of Familiarity): You never allude to knowing a superior personally, even if it's true. A guard does not "know" the Baron. He serves the Baron. A serf who says, "I saw the Baron in the woods," would be flogged. It implies you have the right to observe him, to be familiar. You only ever refer to a noble by their full, formal title ("The Baron, Lord Tyrell"). This is why a Reeve treating his new Lord with "friendship" is a political catastrophe—it signals to all rivals that the new Lord is not respected by his own men.

The Unwritten Laws: Social Station & Survival
Deference, status, and the brutal enforcement of the social order are the core of your oppression. To your superiors, you are a tool, a resource, or a ghost. To your inferiors, you must be a master. This is not arbitrary; it is the public language of power. To fail to speak it is to invite ruin.
[The Njordheim Clans (North)] 
In the North, respect is tied to proven strength, but status is still a hammer.
· Rank: Thrall 
· Expectation: You are property. You have no rights, no name but what your owner gives you, and no voice at the Thing. You will work until you break, and you will obey instantly.
· Taboos: Any act of defiance, hesitation, or "insolence." Looking your owner in the eye. Taking a "full" portion of food.
· Punishment: It is not "punishment," as one cannot punish a tool. It is "correction." A brutal beating is common. For serious infractions (defiance, escape), you will be disfigured (hamstrung, branded) or killed as an example. Your owner's right to your life is absolute.
· Rank: Karl (Freeperson) 
· Expectation: You are the backbone of the clan. You are expected to be strong, loyal, and contribute to the clan's wealth. You show respect to the Jarl, but it is respect for their proven strength.
· Taboos:
· Cowardice: This is the ultimate sin, branding you nīðingr (a wretch).
· Oath-breaking: Your word is your bond. Breaking it is a profound dishonor.
· Stinginess: Hoarding food or silver when the clan starves is a quick way to be ostracized .
· Challenging without Intent: Do not disrespect a Jarl or warrior unless you are prepared for a holmgang (a duel to the death or first blood) right now. A casual insult is a direct challenge.
· Punishment: Loss of honor, which is a social death. You will be ostracized, your holdings may be stripped, and you may be exiled.
· Rank: Jarl 
· Expectation: You are the strongest. You lead raids, host feasts, and protect the clan. Your generosity with your hoard is the only thing that buys loyalty .
· Taboos: Showing weakness, indecision, or cowardice. A Jarl who appears weak will be challenged by their rivals. Stinginess is also a taboo; a Jarl who doesn't share plunder will find their warband has vanished.
· Punishment (for failing your station): You will be overthrown. Your rivals will challenge you at the Thing, or they will simply attack your longhouse and take your title by force.
[The Kingdom of Al'thoria (Center)] 
This is a rigid cliff-face of privilege. The law is a weapon used by the highborn to control the lowborn.
· Rank: Serf 
· Expectation: You are property of the land, and thus property of the lord. Your labor is owed. You are invisible until spoken to. You do not exist.
· Taboos:
· Looking a noble in the eye. This is the highest insolence. You look at the ground.
· Speaking unless spoken to. Your opinion is less than worthless.
· Being on the road. When a noble's retinue approaches, you must clear the road and stand in the ditch or mud until they pass.
· Touching a noble's property (their horse, their sword, their cup) unless explicitly ordered.
· Alluding to personal knowledge. Saying "I saw the lord in Oakhaven yesterday" is a death sentence. It implies you are peers, that you have the right to observe him. You never allude to knowing them.
· Punishment:
· For insolence (eye contact, mumbling): A casual, back-handed blow from a man-at-arms.
· For public insolence (failing to clear the road, speaking out of turn): Public flogging in the village square to set an example.
· For high insolence (alluding to personal knowledge, touching the lord's person): You will be flogged, branded, or hanged for "theft" or "treason" as a legal pretext.
· Rank: Freeman / Guild Artisan 
· Expectation: You are tolerated for your taxes and your utility. You must be obsequious to nobility to protect your fragile status.
· Taboos: Dressing above your station (no silks or colors reserved for nobility). Assuming your wealth equals their status. Attempting to fraternize or suggest familiarity.
· Punishment: Financial ruin. A noble can have your guild charter revoked, triple your taxes, or have guards seize your property "for the lord's use."
· Rank: Noble 
· Expectation: You command absolute respect from those beneath you. Your word is law in your domain.
· Taboos: Fraternizing with commoners (it shows weakness and poor breeding). Allowing any commoner to disrespect you (it destroys your authority).
· Punishment (for failing your station): Your political power evaporates. If your own Reeve treats you with "friendship," you are expected to punish him publicly (a fine, a demotion, or a public tongue-lashing) to re-establish dominance. Failure to do so signals to all other nobles that you are weak, untested, and ripe for displacement.
[The Shogunate of Sakura (East)] 
The caste system is absolute and divinely ordained. Honor is more valuable than life.
· Rank: Farmer / Artisan / Merchant 
· Expectation: You exist to serve the samurai class. You will obey, bow, and be productive. You do not matter; your function does.
· Taboos:
· Failing to bow low enough or long enough.
· Making a public emotional outburst (it shows a lack of discipline and shames the entire area).
· Touching a samurai's swords. This is a fatal offense.
· Looking a samurai in the eye.
· Being slow to obey any order.
· Punishment: A samurai has the legal right to strike you down on the spot for any perceived insult (kirisute gomen). This is not murder; it is a legal execution to preserve the social order.
· Rank: Samurai 
· Expectation: You are the living embodiment of bushido. You are disciplined, honorable, and loyal to your Daimyo.
· Taboos: Showing fear or greed in public. Failing in a duty. Handling money (a merchant's job). Losing face. This is the ultimate taboo, as it brings shame upon your lord.
· Punishment (for failing your station): Being ordered to commit seppuku (ritual suicide) to restore your family's and your lord's honor.
[The Sultanate of Al-Jamil (South)] 
Respect is tied to wealth, piety, and influence. The law is a tool for the rich.
· Rank: Laborer / Servant / The Poor
· Expectation: You are invisible. You work quietly and do not disturb the business or contemplation of the wealthy.
· Taboos: Interrupting a negotiation. Begging aggressively in a bazaar (it's bad for business). Questioning a contract you are bound by.
· Punishment: A beating from a city guard (who is paid by the merchants). Being jailed for a "debt" you didn't know you had, forcing you into indentured servitude.
· Rank: Merchant / Scholar
· Expectation: You are the engine of the Sultanate. You are shrewd, pious (publicly), and your written word is your bond.
· Taboos: Defaulting on a written contract. This is the cardinal sin. It destroys your reputation. Public impiety or heresy is also dangerous .
· Punishment: Financial and social ruin. You will be blacklisted , your contracts cancelled , and your sakk (cheques) refused. Ruin is the weapon of choice here.
[The Shattered Republic (West)] 
The law is a shield for citizens and a cage for everyone else.
· Rank: Plebeian (Non-Citizen) 
· Expectation: You are a resource to be rented. You work, you pay your rent, and you stay out of citizen politics. You have no legal voice.
· Taboos:
· Entering "Citizen-Only" buildings (like the Senate).
· Attempting to sue a citizen. The court will not hear you.
· Failing to pay rent to your citizen landlord.
· Speaking in a public debate or forum (you have no right to an opinion).
· Punishment: Eviction, which is a social death sentence. Being jailed for debt. Being "lawfully" beaten by the city guard, who exist only to protect citizen property, not you.
· Rank: Citizen 
· Expectation: You are a part of the state. You vote, you own land, and you participate in public life.
· Taboos: Appearing foolish or uncultured. Being outwitted in a public debate is a deep humiliation. Damaging your family's name (gens).
· Punishment (for failing your station): Social and political ruin. You will be ostracized by other patrician families, your political motions will fail, and your rivals will use your gaffe to destroy you in the Senate.


The Njordheim Clans (North)
The Social Ladder: The Njordheim ladder is perhaps the easiest to climb, but its rungs are slick with blood. Society is divided into three tiers: the enslaved Thralls, the freeborn commoners (Karls), and the ruling chieftains (Jarls). A Karl can become a Jarl, but only by amassing a legendary reputation for prowess, leading successful raids, and being strong enough to take the title from the current ruler—often by force.
The Weight of Station: Respect is not given; it is earned with an axe and a strong back. A Karl who shows cowardice or disloyalty is ostracized, their holdings stripped. Disrespecting a Jarl openly is a direct challenge, often settled with a duel to the death (holmgang). A Jarl who appears weak will find their rivals circling like wolves, waiting for the moment to strike. Justice is swift, personal, and brutal.
The Path to Power (The Grind): You are a Karl, a free person, but you are a nobody. You own nothing but the clothes on your back and the axe in your hand. To gain influence, you cannot simply be a good warrior; you must be a leader. You must convince others to follow you on dangerous raids, risking their lives on your word. A single failed raid, where your followers die for nothing, will ruin your reputation forever. You must bring back tangible wealth—silver, weapons, livestock—to build a loyal warband and a hoard of your own before you can even think of challenging a Jarl.

The Kingdom of Al'thoria (Center)
The Social Ladder: This is less a ladder and more an unscalable cliff face of hereditary privilege. You are a serf, born into economic shackles. The nobility see you as part of the landscape, functionally identical to the livestock in their fields. The gap between commoner and noble is absolute. The only cracks in the wall are joining the clergy (a life of piety and politics) or becoming a man-at-arms in a lord's retinue (a life of violence with little reward). Even then, you will never have a title. You will never be one of them.
The Weight of Station: Deference is not a suggestion; it is a survival tactic. You do not make eye contact with a knight unless addressed. You get off the road and bow your head when a lord's banner passes. The consequences for insolence range from a casual beating by a guard to being flogged in the village square as an example. The law is a weapon the nobility uses to keep the peasantry in line, not a tool for your protection.
The Path to Power (The Grind): Your first and most monumental task is to escape serfdom. This means somehow acquiring enough silver to purchase your freedom from your lord—a sum that represents many lifetimes of backbreaking labor. This requires a secret enterprise: poaching in the lord's woods (a hanging offense), discovering a hidden resource, or a stroke of miraculous luck. Should you become a freeman, you face the next wall: guilds that block you from crafts, merchants who control the markets, and nobles who can seize your property on a whim. Your only hope is to find a powerful patron, making yourself so useful to a lord that they see you as a valuable tool rather than a disposable serf.

The Shogunate of Sakura (East)
The Social Ladder: The most rigid and unyielding social structure in Aevum. The caste system is absolute and divinely ordained. At the top are the Samurai, followed by Farmers, then Artisans, and at the very bottom, Merchants. You cannot change the caste you were born into. A merchant's son will never be a samurai, and a samurai's son would rather die than become a merchant.
The Weight of Station: Honor is more valuable than life. The intricate rules of etiquette are a minefield for the lower classes. A bow not held long enough, a word spoken out of turn, a glance that lingers too long—any of these can be perceived as a fatal insult by a samurai, who has the legal right to strike you down on the spot. Even if you are a wealthy merchant, you are expected to show extreme deference to even the poorest, lowest-ranking samurai.
The Path to Power (The Grind): Since you cannot climb the ladder, you must master the game within your own caste. A peasant must become such an indispensable farmer or artisan that the local samurai steward relies on them. For a merchant, the path is to accumulate "soft power." You must become so wealthy and influential, with so many powerful samurai in your debt, that you become untouchable. You will never have their status, but you can own their debts, their supplies, their loyalty. It is a dangerous game of wielding wealth like a hidden dagger, always knowing that a slighted samurai could choose to cancel his debt with steel.

The Sultanate of Al-Jamil (South)
The Social Ladder: The most fluid and meritocratic, but it is a brutal meritocracy of wealth. Your birth matters little compared to the weight of the gold in your purse. A penniless son of a noble is worth less than a wealthy merchant born from nothing. However, this fluidity makes the competition fierce and unforgiving.
The Weight of Station: Respect is tied directly to wealth, piety, and influence. The poor are invisible. The wealthy are courted. Disrespecting a powerful merchant won't get you a beating; it will get you blacklisted, your contracts cancelled, your supply lines cut, and your reputation ruined. Financial and social ruin are the weapons of choice here. The law, bound by written contracts, is a double-edged sword that can make you rich or leave you with nothing.
The Path to Power (The Grind): You start with nothing in a world where everything has a price. Seed capital is your first god. You must take on the most dangerous jobs: guarding caravans through bandit-infested canyons, hunting rare beasts in the deep desert, or taking on high-interest (though cleverly disguised) loans from powerful merchant families. A single failed caravan, a single bad investment, can leave you in a cycle of debt you will never escape. Every merchant you deal with is a shark, and you are starting with nothing but your own wits.

The Shattered Republic (West)
The Social Ladder: A two-tiered system with a chasm in between. There are the land-owning, voting Citizens, and then there is everyone else. The old patrician families have held their wealth and power for centuries. They view the non-citizen masses (plebeians) as a necessary nuisance—a source of labor and rent, but not of people.
The Weight of Station: The law is a shield for citizens and a cage for non-citizens. As a non-citizen, you have few rights. A citizen landlord can evict you for any reason. A citizen can sue you, but you can rarely sue them. The city guard exists to protect the property of citizens, not your well-being. To be a non-citizen is to be a ghost in the machine of the Republic.
The Path to Power (The Grind): The single, all-consuming goal for any ambitious person is to earn enough money to purchase land and, with it, the rights of citizenship. The price is deliberately kept impossibly high by the ruling families to maintain their grip on power. This isn't a sum you can earn through honest labor. You must pursue ventures of extreme risk and reward: diving into sunken ruins for lost imperial treasures, fighting as a mercenary in the endless petty wars between the city-states, or mastering the black markets. You must amass a fortune so vast that the ruling class can no longer ignore you, forcing them to sell you a piece of the Republic they so jealously guard.


The Faces of Power: Faction Goals, Notables, Rulers & Legends
These are the movers and shakers of Aevum. Some rule from gilded thrones, others from the shadows. Knowing their names, ambitions, and weaknesses is the first step to navigating the treacherous currents of power.

The Njordheim Clans (North)
· Faction Goal (GM Clock): Resolve the internal power struggle between High King Ragnar's fragile peace and Stig the Restless's populist call for raids. This is driven by the urgent, underlying need to secure enough grain before Deepwinter, forcing a confrontation between Jarl Astrid's 'trade' faction and Stig's 'war' faction.
The Kingdom of Al'thoria (Center)
· Faction Goal (GM Clock): To secure a clear line of succession for King Theron III . Rival court factions (including those managed by Lady Isolde ) are maneuvering to position their preferred heir, a political paralysis that directly contributes to the breakdown of central authority and the rise of banditry on the King's Road .
The Shogunate of Sakura (East)
· Faction Goal (GM Clock): To maintain central stability during the Shogun's isolation . This is a two-front struggle: 1) Lady Mariko politically maneuvering to stop ambitious Daimyo from starting a civil war, and 2) Local lords like Kaito being forced to deal with the dishonorable ronin problem that stems from this central instability.
The Sultanate of Al-Jamil (South)
· Faction Goal (GM Clock): To manage the growing schism between the 'Scholar Sultan's' focus on knowledge (e.g., protecting heretics like Zahra ) and the frontier Emirs' desire for military expansion. This internal tension is dangerously exacerbated by the critical, unsolved water shortage threatening the Zahar oasis, a key stop on the spice route .
The Shattered Republic (West)
· Faction Goal (GM Clock): To advance Consul Valerius Maxian's ambition to reunite the Republic and forge a new Aethelan Empire. This involves three components: 1) Securing political dominance over rival city-states, 2) Acquiring lost imperial technologies from figures like Gaius 'The Collector' , and 3) Managing internal dissent from populists like Thales the Stoic .


The Njordheim Clans (North)
· High King Ragnar the Unifier: An aging, legendary warrior who, in his youth, accomplished the impossible: forging a temporary alliance between the warring clans to repel an Al'thorian invasion. Now, his hair is grey and his strength is fading. He rules from the great-hall of a united council, but his authority frays more each year as old rivalries resurface. He is a weary peacemaker in a land that only respects strength.
· Jarl Astrid Ironhand of Froskald: The player's potential starting Jarl. A shrewd and respected clan mother in her late fifties. She earned her moniker after losing her hand in a battle and replacing it with a functional, forged-iron prosthetic. She is a pragmatist who prefers profitable trade over risky raids, which puts her at odds with the younger, more aggressive members of her clan.
· Stig the Restless: A charismatic and ambitious young warrior whose fame is growing rapidly. He preaches a return to the "Old Ways"—a life of constant raiding and conquest. He sees Ragnar's peace as a sign of weakness and believes the clans are growing soft. He is a populist firebrand and the greatest threat to the fragile unity of the North.
· Freya the Skald: A blind, wandering storyteller and keeper of the sagas. She is not a ruler, but her power is immense. A saga sung in your honor can make you a legend; a verse of scorn can ruin you. She is welcomed in every longhouse, and her loyalty is to the history of the clans, not to any single Jarl.


The Kingdom of Al'thoria (Center)
· King Theron III: The ruler of the heartland. A pious and dutiful king, but indecisive and easily swayed by his court. He is obsessed with producing a male heir, as his only child is a daughter, Princess Eleanor. This "succession crisis" is the central political issue of the kingdom, paralyzing the court in a web of plots and marriage alliances.
· Baron Tyrell the Bull of Oakhaven: The player's potential starting liege lord. A classic feudal hardliner—blunt, martial, and utterly uninterested in governance beyond collecting his taxes and levies. His entire focus is on a petty border dispute, and he views his serfs as a resource to be exploited for that end. He is not cruel, merely callously pragmatic.
· Lady Isolde Vancroft, the "King's Whisper": The beautiful, cunning, and unofficial spymaster of the royal court. She holds no official title, but she has the King's ear and commands a vast network of informants. She plays the long game, manipulating factions and rivals with masterful skill. To be her ally is to be a pawn in her game; to be her enemy is to be quietly removed from the board.
· Sir Kaelan the Lionheart: The Captain of the Royal Knights and the kingdom's most celebrated tournament champion. He is the living embodiment of chivalry—brave, just, and fiercely loyal to the King. He is a hero to the common folk but is hopelessly naive to the political corruption of the court, a fact Lady Isolde often exploits.

The Shogunate of Sakura (East)
· Shogun Hidetora, "The Divine Shadow": The supreme ruler of Sakura, said to be descended from the gods. He has not left the Imperial Palace in over a decade, ruling through edicts and proxies. Whispers abound: is he sick, mad, or merely a figurehead for a shadowy council of advisors? This power vacuum has left the Daimyo with more autonomy, and ambition, than they've had in a century.
· Daimyo Lord Kaito of Akayama: The player's potential starting lord. A stern, traditionalist samurai in his later years. He governs a rugged, mountainous domain and is a staunch believer in the code of bushido. He is frustrated by the growing influence of the merchant class and the perceived decay of honor in the Shogun's court.
· Lady Mariko: The Shogun's only daughter. A brilliant poet and master of the tea ceremony, she presents the image of perfect, refined nobility. In secret, she is a political prodigy, using her influence and intelligence to steer the ship of state from the shadows, often playing ambitious Daimyo against one another to maintain the stability her father can no longer enforce.
· Kenji, "The Wandering Blade": A legendary, masterless samurai (ronin) of impossible skill. Decades ago, his lord was forced to commit seppuku due to a political plot. Kenji has since refused to serve another master, instead traveling the land as a protector of the common folk. He is a folk hero but is considered a dangerous dissident by the Shogunate.

The Sultanate of Al-Jamil (South)
· Sultan Karim al-Rashid, "The Scholar Sultan": The ruler of the Sultanate. A brilliant man who has invested heavily in libraries, observatories, and universities, making his capital the intellectual center of the world. However, his passion for knowledge comes at the expense of military readiness, and the more warlike Emirs on the frontier see his reign as decadent and soft.
· Emir Jamal of Zahar: The player's potential starting ruler. A fabulously wealthy merchant-prince who governs the critical oasis city of Zahar. He is a pragmatist whose only true faith is in profit. He pays lip service to the Sultan but runs his city as a personal fiefdom, protecting the trade caravans that are the source of his immense power.
· Zahra the Alchemist, "The Heretic of the Sands": The most brilliant—and controversial—mind in the Sultanate. Her work pushes the boundaries of known science, and her theories on the nature of matter and the cosmos border on heresy. The Scholar Sultan protects her, but the powerful religious clergy views her as a threat to the faith.
· The "Sand Fox": The enigmatic and unseen leader of the nomadic Bedouin tribes. No one knows his true name or face, but he commands the absolute loyalty of the desert warriors. All merchants and caravans that pass through the deep desert pay tribute to his agents for safe passage. He is a king in all but name, ruling the sands that even the Sultan cannot tame.

The Shattered Republic (West)
· Consul Valerius Maxian: The elected leader of Elysia, the largest and wealthiest of the city-states. A charismatic orator from an ancient patrician family, he is a masterful politician who dreams of becoming the next Emperor and reuniting the Republic by any means necessary—diplomacy, subterfuge, or conquest.
· Lyra of the Waves: A self-made woman who rose from a common plebeian to become the most famous—and feared—ship captain in the Republic. She commands a small fleet of fast ships and operates as a "merchant adventurer," a polite term for a state-sanctioned privateer. She is a potential patron for anyone with a strong sea-arm and a flexible conscience.
· Thales the Stoic: The most prominent philosopher in the Republic. He teaches from a public portico, attracting massive crowds of young people with his lectures on logic, ethics, and civic duty. The ruling patricians despise him, seeing his philosophy—which teaches that a man's worth comes from his character, not his birth—as a direct threat to their hereditary power.
· Gaius "The Collector": A shadowy and immensely wealthy figure who operates an exclusive antiquities business. He is the undisputed expert on the old Empire and its artifacts. Rumor has it that his private collection contains not just pottery and statues, but lost imperial technologies and maps to forgotten vaults, making him one of the most secretly powerful men in the Republic.
The Bonds of Men & Women: Courtship, Union & Legacy
In Aevum, a union of two people is rarely a private affair of the heart. It is an economic contract, a political alliance, or a pact for survival. Love may be the spark, but duty, wealth, and station are the stones upon which a family is built. To seek a partner is to navigate a minefield of tradition, law, and expectation.

The Njordheim Clans (North)
Philosophy of Union: “A rope of two strands is stronger than one. A marriage is a partnership forged in the fires of survival.”
· Courtship & Rituals: Public courtship is direct and practical. Romance is proven through deeds, not words. A suitor earns the respect of a potential partner and their family by demonstrating competence: leading a successful hunt, returning from a raid with silver, or crafting a fine piece of work. Feats of strength, poetic sagas sung in one's honor, and generous gifts are the methods of wooing. A partner who cannot contribute to the clan's strength is no partner at all.
· The Marriage Contract: A marriage is a formal agreement between two families, sealed with a public feast. The groom's family pays a bride price (mundr) to the bride's family. This is not buying a wife; it is a demonstration that the groom is wealthy enough to provide for her and a compensation to her family for the loss of her labor. The bride brings her own personal property (heiman fylgia) into the marriage, which legally remains hers.
· Class & Consequences:
· Jarls marry for political alliance, to seal a peace treaty with a rival clan, or to merge powerful families. Love is irrelevant.
· Karls (freemen) seek partners who are strong, resourceful, and healthy—someone who can manage a household, raise strong children, and defend the longhouse if need be. A good reputation is paramount.
· Thralls (slaves) have no right to marry. Any union is at the whim of their owner.

The Kingdom of Al'thoria (Center)
Philosophy of Union: “A marriage builds a house, a dynasty, or a prison. Love is a luxury few can afford.”
· Courtship & Rituals: Courtship is a rigidly two-tiered system.
· For Nobility: It is a public performance of "courtly love." Knights dedicate tournament victories to a lady, poets write sonnets, and secret tokens are exchanged. This is all a romantic veneer over the harsh reality: the marriage itself is a cold, calculated business transaction negotiated by the fathers to merge lands, secure alliances, and produce heirs.
· For Serfs: Courtship is simpler and more sincere, but fraught with peril. It consists of stolen moments at village festivals, shared work during the harvest, and small, handmade gifts.
· The Marriage Contract:
· For Nobility: The contract is all about the dowry. The bride's family must provide a vast payment of land, gold, or political favors to the groom's family. A daughter with a small dowry is a political failure.
· For Serfs: The contract is not between families, but between the family and their lord. Serfs must have their lord's permission to marry, often paying a fee for the privilege. A lord can refuse the union or even force a serf to marry another for his own purposes.
· Class & Consequences: The class divide is absolute. A noble marrying a commoner is the ultimate scandal, often resulting in disinheritance and social exile. Such unions are not legally recognized, and any children are considered illegitimate, unable to inherit titles or lands.

The Shogunate of Sakura (East)
Philosophy of Union: “A single bamboo stalk is weak; a grove is unbreakable. A marriage is a duty to one's family and one's lord.”
· Courtship & Rituals: Public courtship is considered dishonorable and shockingly direct. All unions are arranged marriages. The process is initiated by a matchmaker (nakōdo), a trusted intermediary who vets potential partners on behalf of the families. The families investigate each other's lineage, reputation, and finances for months before a formal meeting (miai) is arranged for the prospective couple, always in the presence of the matchmaker.
· The Marriage Contract: A marriage is a formal, binding alliance between two families, not two individuals. It must be approved by the families' ruling Daimyo. The bride is ceremonially and legally accepted into the groom's household, and her loyalty is now to her new family. The concept of romantic love is seen as a foolish, even dangerous, distraction from the duties of the union.
· Class & Consequences: The caste system is inflexible. Samurai marry the children of other samurai. Merchants marry merchants. A romance that crosses these lines brings immense shame (haji) upon both families. The consequences can be severe: ritual suicide (seppuku) for a disgraced samurai, exile for a merchant, or being disowned and cast out for a commoner.

The Sultanate of Al-Jamil (South)
Philosophy of Union: “A union blessed by the Unseen is sealed by the scribe's ink. It is a sacred contract of rights and responsibilities.”
· Courtship & Rituals: Public interaction between unmarried men and women is heavily restricted to protect family honor. Courtship is conducted through family representatives. A suitor will express his interest to his family, who will then approach the woman's family. If the interest is reciprocated, gifts, letters, and even romantic poetry may be exchanged, but always through a trusted third party.
· The Marriage Contract: The marriage is a meticulous legal document. The most critical component is the mahr, a mandatory gift of gold, property, or valuable goods from the groom directly to the bride. This gift becomes her sole and exclusive property, a measure of security she holds independently of her husband and his family. The entire contract is witnessed and recorded, forming a binding legal agreement.
· Class & Consequences: While class exists, it is more fluid and based on wealth and piety than birth. A poor but highly respected scholar's family might be seen as a worthy match for a wealthy but less established merchant family. The goal is to balance social, spiritual, and economic capital. Unions are almost always within the same faith.

The Shattered Republic (West)
Philosophy of Union: “A marriage secures the family name for another generation. It is the business of the state.”
· Courtship & Rituals: For the patrician (citizen) class, courtship is a political affair conducted in public spaces: at the theatre, at grand dinner parties, and in the forums. It is a chance for the ruling families to display their eligible children and vet potential suitors for their wealth, political connections, and the reputation of their family name (gens).
· The Marriage Contract: The contract is an economic merger. A large dowry is paid by the bride's family to the groom's, representing her contribution to the new household. The primary purpose of the marriage, as legally defined by the state, is the production of legitimate, citizen heirs to continue the family line and inherit its property.
· Class & Consequences: The line between Citizen and non-citizen is the only one that truly matters. A citizen may only have a legally recognized marriage with another citizen. Any children born from such a union are themselves citizens and legal heirs. A citizen may have a relationship or a domestic partnership with a non-citizen, but it has no legal standing. The state does not recognize it, and any children born are considered non-citizens and illegitimate, with no right to inherit property or status.
The Laws of the Flesh: Casual Intimacy Across the Realms
(A supplemental section to Courtship, Marriage & Lineage)
Love in Aevum may be bound by contract, clan, honor, or faith—but desire is older than law.
Across the five great realms, casual intimacy is shaped by the same forces that shape everything else: power, wealth, and survival.
Below is how each culture understands sex without marriage, its taboos, and the real consequences for those who break the unwritten rules.

Njordheim (North)
“A warm body is no sin; hiding it is.”
In the harsh northern lands, life is short, and warmth is precious. Casual sex is common, open, and rarely judged, provided certain cultural expectations are met.
Cultural View
· Casual intimacy is viewed as a natural part of feast nights, longhouse camaraderie, and winter survival.
· Emotional attachment is not assumed; sex is often treated as mutual comfort or celebration.
· Men and women are judged not for who they bed, but for cowardice, dishonor, or betrayal of oaths.
Taboos
· Bedding someone promised to another clan for alliance marriage. This is a political crime that can prompt blood feud.
· Lying about intimacy—honesty is sacred. Deception is a worse sin than lust.
· Breaking hospitality laws. Forcing or coercing sex under someone's roof is a grave violation of the hearth.
Consequences
· Minor scandals are solved in the longhouse with mockery or temporary shame.
· Major scandals (adultery involving political marriages) can lead to holmgang, exile, or clan-feud vengeance.
· A child born outside marriage is not stigmatized; they belong to the mother’s clan unless claimed by a father of high honor.

Al’thoria (Center)
“The body is temptation, the lineage is sacred.”
In the feudal heartland, casual sex is heavily shaped by faith, class, and inheritance law.
The nobility protect bloodlines with fanatic rigor; the commons suffer the punishments.
Cultural View
· Among peasants, casual sex is extremely common, though discreetly practiced. Few can afford marriage contracts.
· Among nobles, it is forbidden in theory and rampant in practice.
· The Fa ith of the Builder preaches chastity outside marriage, but focuses punishment on the powerless.
Taboos
· Adulterous noblewomen face the harshest condemnation, as lineage must be unquestioned.
· Seduction across class lines is a scandal; a noble bedding a commoner is seen as degrading the noble’s house.
· Fathering bastards is tolerated for noblemen—but acknowledging them publicly is nearly treasonous.
Consequences
· Peasants: Fines, public penance, or forced marriage if pregnancy follows.
· Noblemen: Quietly tolerated, unless it creates political complications.
· Noblewomen: Confinement, annulment, or even execution depending on the lord’s temper.
· Children born out of wedlock have no inheritance rights but may be placed in monasteries or trained as men-at-arms.

Sakura (East)
“Desire is a shadow. Honor is the light.”
Sex outside marriage is neither celebrated nor demonized—it is simply dangerous in a culture where reputation is everything.
Cultural View
· Casual intimacy is common among peasants and merchants, though never acknowledged publicly.
· Samurai are expected to embody discipline; sexual restraint is a virtue, and public scandal is a stain that follows the entire clan.
· Geisha houses, while technically respectable, are culturally separate from casual intimacy and governed by strict etiquette.
Taboos
· A samurai engaging in casual sex with lower castes risks destroying their honor.
· Public displays of affection, even between spouses, are shameful.
· Betraying a political marriage contract is a breach of bushido and an insult to one’s Daimyo.
Consequences
· Commoners: Social gossip, loss of face, or pressure to marry.
· Samurai:
· Demotion
· Loss of stipend (koku)
· Or, in severe dishonor cases, ordered seppuku
· Children born outside marriage are not shamed, but the samurai parent’s honor is.

Al-Jamil (South)
“A contract of the flesh is still a contract.”
The Sultanate blends piety with pragmatism. Desire is understood as human—but must be governed by law, contract, and public decorum.
Cultural View
· Casual sex is not uncommon in private, especially among merchants and scholars.
· Public morality is strict; private arrangements are tolerated if they do not scandalize the community.
· Written agreements governing companionship, temporary partnership, or concubinage are normal and legally binding.
Taboos
· Public impropriety—displays of affection in markets, mosques, or caravanserais.
· Deceit in contracts of intimacy. Breaking a companionship contract is viewed like breaking a business agreement.
· Relations outside marriage with a married woman is considered an affront to the husband’s honor.
Consequences
· Social repercussions, loss of reputation, or being blacklisted in trade circles.
· Accusations of adultery can lead to public disgrace, heavy fines, or, in extreme conservative regions, corporal punishment.
· Children born outside marriage are legally protected but may struggle to inherit.

The Shattered Republic (West)
“What is pleasure, if not liberty?”
Among the free-wheeling city-states of the west, sex is governed less by morality and more by class, reputation, and politics.
Cultural View
· Casual sex is normal among plebeians, sailors, and scholars—life in the Republic is lively, crowded, and sensual.
· Among citizens and patrician families, the rules tighten: lineage determines citizenship, and thus inheritance is closely guarded.
· Festivals like the Vintner’s Revel often break barriers of class and decorum.
Taboos
· A citizen producing an illegitimate heir, which threatens political lineage.
· A plebeian seducing a patrician, interpreted as attempted social climbing.
· Scandals during political season, which can ruin a senator’s vote.
Consequences
· Plebeians: Social gossip, loss of patronage, or landlord retaliation.
· Citizens: Loss of political credibility, Senate sanctions, or forced marriage arrangements.
· Bastards may inherit only if formally acknowledged and registered—but doing so is rare and politically explosive.

Summary Table: Cultural Attitudes Toward Casual Sex
	Faction
	General Attitude
	Major Concern
	Taboos
	Real Consequences

	Njordheim
	Free, open, normal
	Political alliances, honesty
	Sleeping with alliance-bound partners
	Feuds, holmgang, exile

	Al’thoria
	Common for peasants, forbidden for nobles
	Purity of noble lineage
	Noblewomen’s adultery, cross-class affairs
	Flogging, execution, forced marriage

	Sakura
	Private but widespread among lower castes
	Honor and reputation
	Samurai + commoner intimacy
	Loss of face, seppuku

	Al-Jamil
	Tolerated privately
	Public decorum, contract integrity
	Public affection, contract breach
	Ruin, fines, religious penalties

	Shattered Republic
	Largely permissive
	Inheritance & citizenship
	Patrician scandals, plebeian seduction attempts
	Political ruin, loss of patronage



Cultural Reactions by Faction
Njordheim (North)
Common Reactions
· Pride: Friends loudly boast on the player’s behalf (“He bedded who? Pour the ale—this one’s got fire!”).
· Good-natured rivalry: A friend may attempt to “out-do” the player, creating a humorous mini-arc.
· Jealousy: If a friend has feelings for the player, they may become withdrawn or challenge them verbally.
· Betrayal: If the player lies about a romantic encounter, northern NPCs take this very seriously—honesty is sacred.
Cultural Note
If the player sleeps with two people in the same longhouse, gossip spreads instantly. This can become:
· A comedic rivalry,
· A drunken argument, or
· A challenge to prove loyalty or intention.
Passion is celebrated, but dishonor is not.

Al’thoria (Center)
Common Reactions
· Lowborn companions:
· Whisper gossip (positive or scandalized).
· May be jealous, but conceal it poorly.
· Expect the player to “choose” someone eventually.
· Noble companions:
· View casual sex as reputational danger.
· May reprimand the player (“You risk more than hearts here.”).
· Could assume the player is unworthy of courtship if they lack restraint.
Cultural Note
If the player pursues a noble romance while sleeping around:
· Rival nobles may use it as blackmail.
· A courting partner may doubt the player’s sincerity.
· The Faith may quietly pressure the player to “choose righteousness” or perform penance.
For Al’thoria, consequences are political, not personal.

Sakura (East)
Common Reactions
· Samurai companions:
· Deeply unsettled by careless entanglements.
· May warn the player that “Honor stains easier than skin.”
· If jealous, they become extremely formal, cold, or hyper-polite.
· Commoner companions:
· Might be amused or impressed.
· Or embarrassed to be associated with scandal during their work.
Cultural Note
Sleeping with multiple party members in Sakura creates:
· Quiet resentment,
· A loss of face for those involved,
· Or a forced “conversation about propriety.”
A samurai lover discovering the player slept with another companion may lead to:
· A duel
· A demand for clarity (“Am I honored or merely another blossom to you?”)
· Or complete emotional withdrawal.

Al-Jamil (South)
Common Reactions
· Merchants:
· Treat it as social capital (“You are… popular. Useful.”)
· A jealous merchant becomes passive-aggressive, not confrontational.
· Scholars:
· May tease the player, or
· Grow quietly bitter if their feelings are unrequited.
Cultural Note
Multiple lovers create reputation effects, not moral ones:
· Some may see the player as glamorous.
· Some may wonder about hidden motives.
· A jilted lover may spread rumors damaging to business.
Jealousy is subtle and expressed through:
· Social snubbing
· Withheld contracts
· Rumor networks

The Shattered Republic (West)
Common Reactions
· Plebeian companions:
· Cheer the player on (“Gods above, you’re living the poet’s dream!”).
· Might form lighthearted competition for the player’s attention.
· Citizen companions:
· Concerned about optics.
· May attempt to “manage” the situation discreetly to avoid scandal.
· Jealousy manifests as political shade or rhetorical undercutting.
Cultural Note
In the Republic, intimacy is another form of social currency:
· Lovers may expect patronage.
· Rivals may expose secrets.
· Friends may brag about the player, raising fame in taverns or ports.
Sleeping with two party members can lead to:
· A philosophical argument about “freedom and desire,”
· A political debate about propriety,
· Or a love triangle that could destabilize party cohesion.

Universal Narrative Consequences
The following rules apply regardless of faction.
These ensure casual sex always produces story, but not always punishment.
1. Relationship Modifier (Hidden JSON)
After any intimate encounter, the GM applies:
· +10–25 to relationship with the partner (depending on emotional tone)
· +5 for friends who approve
· –5 to –25 for NPCs with jealousy, insecurity, or romantic interest in the player
· +10 to companions who value boldness, freedom, or charisma
· –10 to companions who value propriety, honor, or duty
These modifiers integrate directly with the existing Relationship System.

2. Party Dynamics Flags
The GM sets invisible flags:
· romance_active: NPC is pursuing or open to long-term romance
· casual_intimacy: NPC accepts casual encounters without jealousy
· exclusive_expectation: NPC expects fidelity
· jealousy_active: NPC is jealous of another lover
· rivalry_for_player: two NPCs compete for the player’s affection
· shame_concern: NPC is afraid of social consequences
· pride_bond: NPC is proud or bragging about the player’s exploits
These flags trigger dynamic scenes later.

3. Gossip & Reputation Events
NPCs talk.
· Tavern gossip may change prices or interactions.
· Rumors may reach local leaders or the player’s courting partner.
· Friends may brag (“He conquered more than the bandits last night!”).
· Scandals can attract rivals or spies.
These become minor world events, similar to day-to-day bandit raids or market fluctuations.

4. Lover-to-Lover Interactions (Triangle Logic)
If the player sleeps with two companions, the GM checks:
· Do they know each other?
· Do either have exclusive_expectation?
· Are their values compatible (e.g., honor vs freedom)?
Possible outcomes:
· Silent rivalry (cold politeness)
· Direct confrontation (“Do I mean nothing to you?”)
· Friendly teasing (Njordheim, Republic)
· Formal renunciation (Sakura)
· Negotiated acceptance (Al-Jamil merchants)
· Public scandal event (Al’thoria nobles)

5. Repercussions If Courting Someone Seriously
If the player is pursuing a primary romance:
· Partner may ask for clarity:
“Are your nights yours alone… or are they shared?”
· Their trust score may drop if the player is evasive.
· Jealous rivals may exploit the situation.
· Some will forgive easily; others will end the courtship unless the player makes amends.
This ensures romance = choice, not default.

6. Positive Outcomes
Casual sex can create benefits, not just drama:
· A proud companion becomes more loyal.
· A flattered lover may gift items or information.
· A joyous encounter can boost party morale or grant a small temporary buff.
· A supportive friend may help arrange a romantic gesture later.
· A shared secret may deepen trust dramatically.
Passion is not always trouble—in the right setting, it is bond-building.

7. Negative or Complicating Outcomes
When consequences turn sour, they produce story:
· Jealous fights
· Social disgrace
· Interrupted quests (“We need to talk.”)
· Heated rivalries
· Passive-aggressive banter
· A lover refusing to follow an order
· A brokenhearted NPC leaving the party for a chapter
These are never random—always tied to flags and faction norms.

8. Special Event: “The Reckoning of Hearts”
If three or more lovers exist at once, the GM may trigger:
A multi-character confrontation, banquet argument, or comedic disaster, depending on faction.
Examples:
· Njordheim: A drunken feast where former lovers argue over who the player truly favors.
· Sakura: A silent, devastating confrontation involving bows and honor.
· Al’thoria: A noble court scandal requiring a clever lie, bribe, or apology.
· Al-Jamil: A subtle web of rumors and sabotaged contracts.
· Republic: A chaotic shouting match that spills into philosophical debate.
This keeps intimacy choices narratively alive.

[bookmark: _GoBack]
The Lost Progenitor: The Aethelan Empire (Fallen)
Before the clans, before the kingdoms, before the Sultan and the Shogun, there was the Empire. All of Aevum was one, bound by roads of stone and laws of iron under the single, golden banner of the Aethelan Eagle. It was an age of wonders, an age of order, and an age of brutal, uncompromising power. Now, it is little more than a memory and a warning, its bones scattered across the continent.
Philosophy of Ownership: “One People, One Law, One World. All that the sun touches is Aethelan land; all who dwell upon it are Aethelan subjects, whether they know it or not.”

The Golden Age: What Was Lost
For nearly a thousand years, the Aethelan Empire was the undisputed master of the continent. From its heartland in the west, where the Shattered Republic now stands, its power was absolute.
· Governance & Law: The Empire was ruled by a divine Emperor, advised by a powerful Senate of patrician families. Its true strength, however, was its bureaucracy and its unified legal system, the Aethelan Code. This complex body of law standardized trade, property rights, and justice across a hundred different cultures. The "Common Tongue" spoken today is a simplified, degraded form of High Aethelan.
· The Legions: The Aethelan Legions were the greatest military force the world has ever known. They were not mere armies; they were mobile cities of disciplined, professional soldiers, engineers, and administrators. They conquered not just with the sword, but with the shovel and the pen—building roads, forts, aqueducts, and cities wherever they went, and imposing Imperial order upon the "barbarian" peoples they subdued.
· Technology & Infrastructure: The Empire's legacy is written in stone and mortar. They mastered concrete, complex architecture, and civil engineering. The Great Aethelan Roads, many of which are still used today, were arteries of stone that connected the continent, allowing legions and trade caravans to move with unprecedented speed. Their aqueducts brought fresh water to sprawling cities, and their grand monuments—coliseums, triumphal arches, and palaces—still dot the landscape, even in ruin.
The Great Collapse: How the World Broke
An empire that vast does not die from a single blow, but from a thousand cuts within and without.
· The Seeds of Ruin: In its final centuries, the Empire grew decadent. Emperors became consumed by paranoia and courtly intrigue. The vast bureaucracy became corrupt and inefficient. The Legions, stretched thin across thousands of miles of frontiers, began to rely heavily on "vassal" troops recruited from conquered peoples—the ancestors of the Al'thorians and Njordheimers—sowing the seeds of their own destruction.
· The War of the Twin Eagles: The final, cataclysmic blow was a brutal civil war. Upon the Emperor's death, his two sons, Valens and Arcadius, both declared themselves his heir. The Empire split in two, and the Legions turned upon each other in a devastating conflict that lasted for three decades. The war bled the Empire of its best soldiers, emptied its treasuries, and shattered its central authority forever.
· The Ashen Death & The Scouring: In the chaotic aftermath of the war, a horrific plague of unknown origin—the Ashen Death—swept across the devastated continent. With no central authority to manage the crisis, entire cities were wiped out and abandoned. This was the moment the subject peoples rose up. The northern clans raided with impunity. The eastern lords of Sakura drove the last of the weakened legionaries from their lands. The Al'thorian vassal-kings declared their independence. This period, known as The Scouring, saw the newly freed peoples tear down Imperial statues, burn Imperial records, and abandon the Aethelan gods in an effort to erase the memory of their subjugation.
Its Legacy Today: The Bones of the World
The Empire is dead, but its ghost haunts Aevum.
· Physical Remnants: The most obvious legacy. The roads you travel, the ruined forts you shelter in, the ancient bridges you cross—they are all Aethelan. These ruins are dangerous, often filled with beasts or desperate squatters, but they are also a source of immense potential wealth. A forgotten armory might contain masterfully forged Legionary steel. An abandoned vault could hold an Imperial fortune. A library might contain lost knowledge of engineering or alchemy.
· Cultural Remnants: The Shattered Republic is its most direct descendant, still clinging to its laws, gods, and republican ideals. But the Empire's influence is everywhere. The Al'thorian concept of a single, all-powerful King is an echo of the Aethelan Emperor. The Sultanate's advanced mathematics and contract law are built upon foundations of Aethelan learning.
· A Dangerous Dream: The most powerful legacy is an idea: that the world was once whole, and could be again. Ambitious rulers like Consul Valerius Maxian are driven by the dream of becoming the next Emperor and reuniting the continent under a single banner. This dream of a new Aethelan Empire is a source of epic quests, grand wars, and the potential for a player to one day change the world's map forever.

The Steward's Ledger: Assets, Tags & Warfare
This ledger is the master lookup table for all domain assets, local issues, and military forces1. It replaces and supersedes all previous 'Merchant's Ledgers' and 'War Chest Ledgers'2. The HUD (Net, Food, Loyalty, etc.) is calculated by summing the modifiers from all active tags3.
Part 1: Domain Tags (Static Assets & Local Issues)
These are static buildings and local features4. They contribute to 🛡️ Security (Defense)5.
	Domain Tag
	📈 Net 💰
	🌾 Food
	❤️ Loyalty
	🛡️ Security
	Notes

	--- NEGATIVE TAGS (Problems) ---
	
	
	
	
	

	[Blighted Crops]
	-1
	-2
	-2
	0
	CRISIS. A plague on the fields6.

	[Banditry Problem]
	-2
	0
	-1
	-3
	Local bandits are active, raiding trade7.

	[Crumbling Hovels]
	0
	0
	-1
	0
	The peasantry is poorly housed8.

	[Fallow Fields]
	0
	0
	0
	0
	Undeveloped land. An opportunity9.

	[Corrupt Reeve]
	-1
	0
	-2
	0
	Siphoning funds. Must be removed10.

	[Idle Populace]
	-1
	0
	-1
	0
	CRISIS. High unemployment11111111.

	--- TIER 1 ASSETS (Economy) ---
	
	
	
	
	

	[Small Farm]
	+1
	+1
	0
	0
	Replaces [Fallow Fields]12.

	[Large Farm]
	+2
	+2
	+1
	0
	Upgrade from [Small Farm]13.

	[Active Lumber Camp]
	+2
	0
	0
	0
	Generates trade income14.

	[Quarry]
	+2
	0
	0
	0
	Generates stone for projects or trade15.

	[Hunter's Lodge]
	+1
	+0.5
	0
	0
	Provides food and pelts.

	--- TIER 2 ASSETS (Commerce) ---
	
	
	
	
	

	[Blacksmith]
	+2
	0
	0
	0
	Unlocks tool/weapon production.

	[Grain Mill]
	+1
	+0.5
	+1
	0
	Improves Food output from all Farms.

	[Small Market]
	+3
	0
	+1
	0
	Generates trade income16.

	[Prosperous Market]
	+5
	0
	+2
	0
	Upgrade from [Small Market]17.

	[Scribe's Office]
	-0.5
	0
	0
	0
	Unlocks Research & Edicts18.

	[Alchemist's Lab]
	-0.5
	0
	0
	0
	Unlocks Alchemy & Research19.

	--- TIER 3 ASSETS (Security) ---
	
	
	
	
	

	[Town Watch]
	-1
	0
	+1
	+3
	Basic domestic security20.

	[Trained Militia]
	-2
	-1
	0
	+5
	Better than the watch. Uses food21.

	[Palisade Walls]
	-1
	0
	0
	+8
	A simple wooden defensive wall22.

	[Small Stone Walls]
	-3
	0
	+1
	+15
	Excellent defense. High cost23.

	[Spymaster's Quarters]
	-1
	0
	0
	0
	Unlocks Espionage Actions 24.

	--- TIER 4 ASSETS (Governance) ---
	
	
	
	
	

	[Manor House (Lvl 1)]
	-1
	0
	+1
	0
	Establishes formal Lordship.

	[Keep (Lvl 1)]
	-2
	0
	+1
	+5
	The central hold. Admin center25.

	[Toll Road]
	+4
	0
	0
	0
	Taxes merchants passing through26.

	[Grand Library]
	-1
	0
	0
	0
	Superior Research27.


Part 2: Retinue Tags (Mobile Armies & Heroes)
These are mobile forces that follow the player28. They cost 💰 Upkeep and provide ⚔️ Power (Offense)29.
	Retinue Tag
	⚔️ Power
	💰 Upkeep
	❤️ Loyalty
	Notes

	[Local Ruffians]
	+3
	-1
	30%
	Untrained, may flee30.

	[Hired Mercenaries (Small)]
	+5
	-3
	50%
	Professional, but paid31.

	[Veteran Mercenaries]
	+10
	-8
	50%
	Hardened troops32.

	[Scout Cavalry (Small)]
	+2
	-2
	60%
	Grants battle plan advantages333333.

	[Keth's Spears (Veteran)]
	+15
	-10
	70%
	Elite. Loyal to Keth34.

	[Knight's Banner (Loyal)]
	+10
	-5
	90%
	Loyal to you. High morale35.

	[Lord's Retinue (Elite)]
	+20
	-15
	85%
	Your personal, elite guard36.


Part 3: Project & Recruitment Costs
This table provides the one-time cost to initiate a project or recruit a retinue37.
	Project / Recruitment Action
	💰 GC Cost
	Resulting Tag (on success)
	Notes

	--- TIER 1 PROJECTS ---
	
	
	

	"Clear the Fallow Fields"
	50
	[Small Farm]
	Removes [Fallow Fields]38.

	"Expand the Farms"
	100
	[Large Farm]
	Removes [Small Farm]39.

	"Establish Lumber Camp"
	40
	
	[Active Lumber Camp]
	40

	"Open Stone Quarry"
	80
	[Quarry]
	
	

	"Build Hunter's Lodge"
	30
	[Hunter's Lodge]
	
	

	--- TIER 2 PROJECTS ---
	
	
	
	

	"Build a Blacksmith"
	100
	[Blacksmith]
	
	

	"Build a Grain Mill"
	150
	[Grain Mill]
	
	

	"Build a Market"
	60
	
	[Small Market]
	41

	"Build Scribe's Office"
	200
	[Scribe's Office]
	Required for many T3+ projects42.
	

	"Build Alchemist's Lab"
	200
	[Alchemist's Lab]
	
	

	--- TIER 3 PROJECTS ---
	
	
	
	

	"Establish Town Watch"
	30
	
	[Town Watch]
	43

	"Train the Militia"
	75
	[Trained Militia]
	Removes [Town Watch]44.
	

	"Build a Palisade"
	100
	
	[Palisade Walls]
	45

	"Build Stone Walls"
	500
	[Small Stone Walls]
	Requires [Quarry] tag46.
	

	"Build Spymaster's Quarters"
	300
	[Spymaster's Quarters]
	Requires [Scribe's Office] tag47.
	

	--- TIER 4 PROJECTS ---
	
	
	
	

	"Build a Manor House"
	3,000
	[Manor House (Lvl 1)]
	Unlocks formal Lordship.
	

	"Build the Keep"
	1,500
	[Keep (Lvl 1)]
	
	

	"Build a Grand Library"
	4,000
	[Grand Library]
	Requires [Scribe's Office] tag.
	

	--- RETINUE RECRUITMENT ---
	
	
	
	

	"Hire Local Ruffians"
	10
	
	[Local Ruffians]
	48

	"Hire Mercenary Band"
	50
	
	[Hired Mercenaries (Small)]
	49

	"Hire Keth's Spears"
	150
	[Keth's Spears (Veteran)]
	Hiring fee. Must be in region50.
	

	"Raise Knight's Banner"
	100
	[Knight's Banner (Loyal)]
	Requires 'Landed' status51.
	



Part 4: The Art of Command (Tag-Based Resolution)
This system governs all battles and sieges. It is deterministic and based on comparing Power and Security.
Step 1: Calculate Force
· Attacker's Force: Sum the ⚔️ Power of all Retinue Tags participating in the attack. This is the Total Power.
· Defender's Force: Sum the 🛡️ Security of all Domain Tags (if defending a holding) OR the ⚔️ Power of all Retinue Tags (if in a field battle). This is the Total Defense.
Step 2: Apply Battle Plan Modifiers
Before comparing the final scores, ask the player for their Battle Plan. The GM internally determines the enemy's plan. Apply one modifier to the Attacker's Total Power or the Defender's Total Defense.
	Player Plan
	Enemy Plan
	Effect on Calculation

	Flank Attack
	Defensive Formation
	Attacker's Total Power x 1.25 (Countered)

	Aggressive Charge
	Skirmish & Retreat
	Attacker's Total Power x 0.75 (Countered)

	Defensive Formation
	Aggressive Charge
	Defender's Total Defense x 1.25 (Countered)

	Skirmish & Retreat
	Flank Attack
	Defender's Total Defense x 1.25 (Countered)

	Any matching plan
	Same plan
	No modifier. (e.g., Charge vs. Charge)

	Special
	[Scout Cavalry] Tag
	Attacker always gets a counter-plan (x 1.25)


Step 3: Resolve the Outcome
Compare the Final Power (after modifiers) to the Final Defense (after modifiers).
	Comparison
	Outcome
	Narrative & Consequence

	Power > 2x Defense
	Decisive Victory
	The enemy is routed. The domain is captured or the army is destroyed. Attacker suffers minimal losses (e.g., 10% Loyalty drop on one Retinue Tag).

	Power > Defense
	Costly Victory
	The attacker wins, but suffers. One Retinue Tag is destroyed (removed from notepad) or all Retinue Tags suffer a major Loyalty loss (-30%).

	Power ≈ Defense
	Stalemate / Siege
	The battle is a bloody draw. Both sides retreat, or a siege begins (which drains 🌾 Food). No tags are lost, but all participating tags lose Loyalty.

	Power < Defense
	Failed Assault
	The attacker is repelled and suffers badly. Attacker must choose one: Destroy one Retinue Tag OR pay a massive gold ransom.

	Power < 0.5x Defense
	Crushing Defeat
	The attacking army is shattered. All participating Retinue Tags are destroyed. The player (if present) is captured or killed.



Commerce, Cartels & the Shadow War of Coin
Guilds, Black Markets & Economic Power
Wealth does not simply flow through the markets of Aevum—it is captured, controlled, and weaponized. Behind every guild charter and trade caravan is a silent war for profit and influence. Kings rule by law. Jarls rule by strength. But the true masters of the continent rule by coin.
Power in Aevum comes from three pillars:
Land. Law. Trade.
This section reveals how trade is controlled, who truly profits, and how wealth can be used to build empires… or topple them in silence.

The Three Layers of the Economy
1. The Open Market (Legal, Visible, Taxed)
This is the world of stalls, caravans, shops, tariffs and tolls. What commoners see and lords regulate. It includes:
· Public marketplaces
· Merchant stalls
· Legal caravans and ships
· Official tariffs, tolls, and sales taxes
This is the surface of the economy. It is the smallest and weakest layer.

2. The Guild System (Regulated Monopoly)
Guilds control entire industries: production, prices, labor, and training.
They are not “associations”—they are economic armies.
Types of Guilds:
· Merchant Guilds (trade, import/export, caravans, ships)
· Craftsman Guilds (smiths, masons, tailors, carpenters)
· Specialist Guilds (alchemists, scribes, architects, bankers)
· Transport Guilds (teamsters, shipwrights, stablemasters)
Guilds set prices, issue licenses, approve apprentices, and often run their own courts.
Defy a guild, and you don’t work.
Guild Benefits
✅ Legal protection
✅ Exclusivity / monopoly rights
✅ Access to supply networks
✅ Political influence (bribes & lobbying)
✅ Private armed enforcers
Guild Threats
❌ Blacklisting (no one will hire you)
❌ Price wars
❌ Strikes or production halts
❌ Buying your debt or land
❌ Assassination “accidents” (yes, even legitimate guilds do this)
To rise in society, you must join or control a guild… or destroy one.

3. The Hidden Economy (Black Markets & Shadow Cartels)
Everything illegal, immoral, or simply untaxed lives here.
The Black Market deals in:
· Smuggled goods (untaxed, banned, or foreign)
· Counterfeit currency
· Stolen artifacts and relics
· Slaves (where forbidden)
· Illegal weapons and poison
· Forbidden texts, knowledge, heretical scrolls
· Assassinations, kidnappings, debt-enforcement
Controlled by:
· Criminal syndicates
· Corrupt nobles
· Rogue merchant guild members
· Pirates and raiders
· Secret cults or exiled families
The black market is not “chaos”—it has its own laws and power structures. Sometimes it works WITH the guilds, sometimes AGAINST them.
In many cities, the black market is richer and more organized than the official economy.

The Silent Battle: Guilds vs. Black Markets
The line between them is razor-thin.
Guilds often:
✅ Buy from smugglers when it’s cheaper
✅ Hire assassins to eliminate rival merchants
✅ Smuggle goods themselves to avoid tariffs
✅ Launder illegal profits through “legal” shops
✅ Bribe guards to look the other way
Black markets often:
✅ Infiltrate guilds
✅ Forge licenses
✅ Set up “fake” guild fronts
✅ Offer cheaper goods to the poor
✅ Control entire ports or districts at night
True power comes from controlling BOTH worlds.

Economic Warfare – How Wealth Becomes a Weapon
These tactics are used CONSTANTLY between guilds, nobles, factions, and ambitious individuals.
1. Price Manipulation
Undercut prices to bankrupt rivals… then buy them cheap.
2. Monopolies
Control the only quarry, forge, or port = total dominance.
3. Tariffs & Tolls
Tax the route, not the goods. A single bridge can make a man richer than a king.
4. Embargoes
Block someone from buying key resources. Starve them without a single sword drawn.
5. Buying Debt
Purchase someone’s debts… now you own their land, freedom, or children.
6. Strikes & Work Stoppages
Guild workers refuse to build/repair something until their demands are met.
7. Smear Campaigns
Spread rumors of heresy, treason, or impurity to destroy rivals socially.
8. Funding Rebels or Bandits
If a lord charges too much tax, fund a rebellion. If a caravan competes with you, hire bandits to rob it.
9. Bribing Officials
One well-paid tax collector can cripple a kingdom.
10. Controlling Information
Spies, ledgers, trade forecasts, blackmail material—knowledge is the highest currency.

FACTION-BY-FACTION: Economic Power Structures
Each faction has a unique flavor of guilds, markets, and criminal underworld.

The Njordheim Clans (North)
Guilds? Rare. Most trade is personal or clan-based.
Commerce = Honor + Survival.
But even here, power players exist.
Trade Powers:
· Longship captains = control sea trade
· Iron smelters and shipwrights = elite craftsmen
· Clan treasuries = collective wealth
Black Markets:
· Smuggling southern grain during famine
· Selling thralls (slaves) illegally to Al’thorians
· Pirate bands along the fjords
Underhanded Tactics:
· Raids as “economic policy”
· Sabotaging rival ships or docks
· Paying skalds to destroy reputations
Player Hook:
Raid, trade, or become the first great northern guildmaster who controls the ships… instead of the Jarls.

The Kingdom of Al’thoria (Center)
The MOST guild-driven society in Aevum.
Guilds rival noble power. Medieval Europe on steroids.
Major Guilds:
· Merchants’ Guild (imports/export monopolies)
· Blacksmiths’ Guild (weapons, armor, tools)
· Masons’ Guild (build EVERYTHING)
· Carpenters, Weavers, Brewers, Teamsters, etc.
Banking & Credit:
Cities developing proto-banks. Letters of credit. High-interest loans.
Guilds act like corporations AND governments.
Black Markets:
· Smuggling untaxed foreign luxuries
· Selling stolen weapons to bandits
· Counterfeit crowns and pennies
· Noble-run brothels and gambling dens
Economic Warfare:
· Guild strikes hold entire cities hostage
· Nobles manipulate guild charters
· Guilds buy seats on town councils
Player Hook:
You don’t just rise through the guild…
you decide whether to serve the crown, or surpass it.

The Shogunate of Sakura (East)
Officially: Honor and tradition.
Reality: Merchants secretly own half the country.
Merchant Guilds (Za):
· Silk Za (controls all silk production/export)
· Salt Za (state-protected monopoly)
· Tea Za, Pottery Za, etc.
Samurai Debt Slavery:
Samurai are paid in rice… but need coin.
So they BORROW from merchants.
Entire clans are in debt to guilds.
Black Markets:
· Smuggling foreign iron to forges
· Selling sacred relics and stolen katanas
· Illegal gambling dens run by ronin
· Hidden geisha houses = info trade hubs
Shadow Powers:
· Corrupt officials
· Clan accountants
· Underground assassin guilds (ninjas)
Player Hook:
As a merchant, you can own samurai without ever holding a sword.
As a samurai, you can become a tyrant or a reformer.

The Sultanate of Al-Jamil (South)
The most advanced economy in the world.
True banking, contracts, and commercial law exist here.
Legal Commerce:
· Caravans with insurance and credit
· Professional accountants & scribes
· Profit-sharing partnerships
· Cheques (sakk) to move money across cities
Guilds:
· Spice Consortium (richest entity in Aevum)
· Horse Breeder Guilds (elite warhorses)
· Dye Masters (control fashion)
· Architects & Engineers (built half the continent)
BUT INTEREST IS ILLEGAL.
So…
Black Markets:
· Secret interest-based loan sharks
· Smuggling water, artifacts, foreign slaves
· Desert smugglers (Sand Fox’s network)
· Forgeries of contracts, seals, and identities
· Capable assassins disguised as servants
Player Hook:
Become a legitimate merchant lord…
…or an underground banker who owns even the Sultan.

The Shattered Republic (West)
Trade + Politics + Corruption = One System
Merchant families ARE the government.
Major Guilds:
· Shipwrights & Sailors (naval power)
· Vineyards & Wineries (wine = gold)
· Marble and quarry guilds (building empires)
· Philosophers & scribes (influence public opinion)
Every city-state has its own currency & laws.
Money changers are essential. They become kingmakers.
Black Markets:
· Slavery and gladiator pits
· Artifact smugglers and tomb raiders
· Assassin circles funded by patricians
· Underground auctions of forbidden relics
· Political blackmail markets (documents sold)
Open Corruption:
· Bribes are legal if recorded
· Senators sell votes
· Public contracts sold to the highest bidder
· “Auctions” for government positions
Player Hook:
Buy land → become citizen → join Senate → control republic…
OR stay in the shadows and own the Senators.

How the Player Can Use This System
You can:
✔ Join a guild and rise to Master
✔ Form your own guild or cartel
✔ Corner a market or resource
✔ Control ports, roads, bridges, warehouses
✔ Launder black market money through legal fronts
✔ Become the power behind the throne
✔ Use debt and contracts to enslave nobles
✔ Use coin to win wars without armies
✔ Build a shadow empire spanning all factions
Or… wipe the old system out and build a new order.

Final Truth of Aevum
Land may be power.
Law may be power.
Steel may be power.
But the one who controls food prices, trade routes, labor, credit, and black markets…
controls kings, wars, and history itself.
In Aevum, the greatest throne is not built from stone or gold.
It is built from debt, secrets, and silence.
And those who sit upon it…
rule the world without ever being seen.
Law, Judges & the Rod of Order
Law & Justice Systems
Law in Aevum is not an abstract ideal. It is a tool—one that can protect, punish, enrich, or crush depending on who holds the pen that writes the statute and the hand that holds the rod that enforces it. This section defines how law is made, who enforces it, how disputes are settled, and how the legal system can be used as a weapon—or reformed—by an ambitious player.

Core Principles (Universal)
1. Law Is Local: Each faction—each city-state, clan, or shogunate—has its own legal tradition. Cross-border enforcement is rare and depends on treaties, power, or the reach of money.
2. Law Is Layered: Customary law (folk practice), statutory law (codified by rulers), religious law (priests/shrines), and guild law (private courts) coexist—and often contradict.
3. Enforcement ≠ Justice: A law only matters if someone can enforce it. The guard, the lord’s men, guild enforcers, or priests decide whose words become action.
4. Contracts Are Power: A written and witnessed contract in Aevum is legally stronger than a spoken promise—if someone cares enough to record, notarize, and enforce it.
5. Honor vs. Evidence: In many places, reputation, oaths, and duels can outweigh physical evidence. In others, ledgers and witnesses reign.

Legal Institutions & How They Work
1. Local Courts & Assemblies
· Thing / Moot / Council (Njordheim): Public assembly where free men speak and decisions are made by show of hands or argument. Verdicts are social and reputational.
· Manor Court / Bailiff (Al’thoria): The lord’s steward presides over peasant disputes. Verdicts favor the lord’s rights and revenue.
· Daimyo Court (Sakura): Formal hearings overseen by a retainer or magistrate; ritual and etiquette are as important as law.
· Qadi / Scribe Court (Al-Jamil): Contract law read by scribes; decisions written and sealed; appeals possible through higher viziers.
· Senate & Magistrates (Shattered Republic): Codified laws, public records, and appeals to civic councils; legalism is prized.
2. Guild Courts
Guilds run private courts for their members: apprenticeship disputes, price-fixing infractions, quality checks. Guild judgements can bar a person from a trade (economic death).
3. Religious Courts
Clergy adjudicate moral offenses, heresy, marital disputes, and inheritance tied to faith practices. Their verdicts may carry social sanctions (excommunication) but vary in worldly enforcement.
4. Special Tribunals
War tribunals, admiralty courts, and imperial relic tribunals (for Aethelan artifacts) deal with narrow, high-stakes matters. Rulings are often final and politically charged.

Methods of Adjudication (How Verdicts Are Reached)
· Evidence & Witnesses: Ledgers, letters, witnesses, physical objects. Most persuasive in Al-Jamil and the Republic.
· Oath & Ordeal: A sworn oath before gods or a duel/ordeal to prove innocence. Common in Njordheim and parts of Sakura.
· Judge’s Discretion: A magistrate interprets law and precedent. Common in manor courts.
· Jury / Council Vote: The Thing or civic councils vote. Politics and rhetoric can decide.
· Guild Arbitration: Neutral guild arbiters settle disputes among members.

Enforcement Powers & Agents
· Local Watch / Village Guard: Enforce quiet laws, petty theft, and night curfews. Weak but ubiquitous.
· Lord’s Men / Garrison: Enforce taxation, labor duties, and vassal obligations. They enforce the lord’s will first.
· Royal Sheriff / Marshal: Represents the crown—collects taxes, enforces royal writs, executes sentences.
· Daimyo Retainers / Samurai: Enforce the shogun’s law with ritualized violence; honor infractions often punishable by death.
· Sultan’s Scribes & Qadis: Enforce written contracts; can arrest for fraud or illegal appropriation.
· Moneylender’s Enforcers / Guild Thugs: Enforce debt contracts; often the first step to asset seizure.
· Pious Enforcers / Temple Guards: Enforce religious law and church property claims.
Note: Enforcement allegiance often trumps objective law—if the enforcers are paid, they will enforce the payer’s interests.

Typical Punishments & Remedies
· Fines & Compensation: Payment of coin or goods to the injured party (civil remedy). Most common in mercantile courts.
· Corporal Punishment: Whipping, branding—used to shame and deter. Common in Al’thoria for serf infractions.
· Imprisonment: Rarely long-term (prisons are expensive). Used to hold debtors or political prisoners.
· Loss of Rights / Guild Blacklist: Economic exile; guilds and city-states can strip trading rights.
· Peonage / Debt Bondage: Debt converted into forced labor—legal in many areas via contracts or bribes.
· Exile / Banishment: Effective for removing political nuisances.
· Execution: For treason, heresy, or ritual crimes—verdicts vary by faction and politics.
· Confiscation of Property: Seizure for unpaid taxes or treason; often the most devastating sanction.

Corruption, Bribery & Legal Manipulation
Law is routinely bent by money and influence.
Common Corrupt Practices:
· Bribe judges, scribes, and guards.
· Forge seals and contracts.
· Buy false witnesses or threaten real ones.
· Use guild influence to impose punitive fines.
· Use religious accusation (heresy) to remove rivals.
Legal Weaponization:
· File spurious debts to force asset seizure.
· Forge royal writs to evict tenants.
· Create ridiculous by-laws via compliant councils to shut competitors down.
· Use “public morals” or “sacrilege” charges to ruin reputations.

Property, Titles & Inheritance (Practical Mechanics)
· Title Transfer: Varies by faction (feudal investiture in Al’thoria; clan endorsement in Njordheim; koku accounting in Sakura; purchase in the Republic; scribe-recorded deeds in Al-Jamil).
· Seizure Process: Typically requires a writ (royal order, clan decree, or guild judgement) + enforcers. Corrupt clerks can create false writs.
· Inheritance: Primogeniture, partible inheritance, or sale—each faction differs. Women’s inheritance rights vary by law and custom.
· Land Registration: Only Al-Jamil and the Republic keep reliable records; elsewhere, ownership is enforced by possession and power.

Crimes & Class of Offense (How They Are Treated)
· Crime Against Person (murder, assault): Trial by council or lord; punishments severe when political.
· Property Crimes (theft, arson): Usually civil restitution plus corporal punishment.
· Political Crimes (treason, sedition): Summary trials; often no appeal.
· Religious Crimes (heresy, sacrilege): Clerical courts + social sanctions; can end in execution.
· Economic Crimes (fraud, counterfeit): Heavy fines, asset seizure, and guild expulsion.
· Contract Breach: Enforced via guild courts or Qadi-style judges in Al-Jamil.

Cross-Border Law & Diplomacy
· Extradition: Rare; depends on treaties, bribes, and the relative power of the factions.
· Letters of Marque & Privateering: Legal piracy when the Republic grants it; otherwise, piracy is a crime.
· Trade Treaties & Tariffs: Enforceable via naval patrols and embargoes; often skirted by smugglers.

Special Legal Institutions Worth Noting
· The Royal Writ (Al’thoria): Single document can reverse local law—used to reward loyalty or crush rivals.
· The Sakk Office (Al-Jamil): Centralized notarization—seals are hard to forge and carry legal weight across cities.
· The Guild Registry (various cities): Records apprentices, masters, sanctions—control here destroys livelihoods.
· The Senate Rolls (Republic): Public legal record—blackmail here can topple careers.

Mechanics for an LLM GM (How to Use Law in Gameplay)
Deterministic Checks (no dice):
· Authority vs. Evidence test: Compare actor’s authority (office, rank, coin, patron) vs. weight of opposing evidence (ledgers, witnesses, physical proof). Higher authority will bend short trials.
· Public Opinion modifier: Festivals, sagas, and skalds can change outcomes by reducing juror sympathy.
· Bribe threshold: A set amount relative to local GDP will reliably buy compliance from a mid-level official; higher offices require exponential costs and political risk.
· Guild Arbitration: If both parties are guild members, guild law applies—guilds favor members but hate instability.
· Religious Sanction multiplier: Clergy can multiply punishment severity; excommunication adds social penalties.
· Appeals & Delay mechanics: Appeals cost time and gold; time favors the powerful (they can seize assets while cases drag).
World State Triggers (GM Clock):
· A high-profile trial inflames faction tensions; the verdict can trigger riots, coups, or reforms.
· Repeated abuses by a lord increase peasant unrest and tax resistance.
· A sudden wave of forged writs indicates a corrupt scribe network—investigate or be ruined.
· A successful legal reform (reduce serf fees, codify merchant rights) increases urban productivity over months.

Player Actions & Legal Strategies (Player Hooks)
1. Use the Law to Climb
· Buy a guild charter; use guild courts to bankrupt rivals.
· Purchase land and forge clean deeds (Al-Jamil style) to secure property.
· Get a royal writ or the backing of a magistrate to evict a rival.
2. Use Contracts to Enslave
· Lend coin under contractual terms that convert debt into servitude upon default.
· Force vassals to sign onerous supply contracts—profit until revolt.
3. Weaponize Reputation & Religion
· Plant evidence of heresy; use clergy to excommunicate an opponent.
· Hire skalds/stooges to spread rumors that lead to legal inquiry.
4. Reform & Stabilize (Long Game)
· Fund legal codification projects (printing, scribes) to make law more predictable—this lowers corruption but empowers bureaucrats who will demand pay.
· Sponsor a magistrate to root out corrupt clerks—gains public favor.
5. Secret Law (Illicit Instruments)
· Forge seals to bulldoze rivals quickly. (High risk: detection = political death.)
· Broker “informal” settlements via black market judges that never see daylight.

Sample Legal Scenarios & How They Resolve (GM Templates)
A) Peasant Claims Lord’s Tax Is Illegal
· Evidence: ledger showing extra levies.
· Actors: peasant, steward, local bailiff, Bishop.
· Likely path: Manor court → Bailiff sides with lord unless bribed or threatened → Appeal to Bishop if tithe involved → Public unrest if unresolved.
· Player tools: bribe bailiff, produce witnesses, expose steward’s forged writ.
B) Merchant Accused of Counterfeiting Coins
· Evidence: coins, witness from mint.
· Actors: Merchant Guild, town magistrate, money-changer.
· Likely path: Guild court for members → if proven, expulsion + assets seized → if noble involvement, royal writ overrides.
· Player tools: present sakk (Al-Jamil) documents to counter, bribe guild clerk, or expose prosecution’s forged evidence.
C) A Noble Seizes Your Warehouse via Fake Writ
· Evidence: forged seal, no registry entry.
· Actors: Noble, royal sheriff, scribe, guild registrar.
· Likely path: Sheriff enforces writ unless registry proves forgery → you must produce witnesses or bribed clerk → appeals cost time and gold.
· Player tools: buy back the scribe’s ledger, bribe sheriff, or cause public scandal revealing noble’s corruption.

Legal Reform & Long-Term Effects
If the player can reform law—codify rights, create public registries, restrict lord’s arbitrary seizures—they change the world permanently.
Effects of Successful Reforms:
· Increased foreign investment (merchants trust records).
· Urban growth (predictable law = faster commerce).
· Rise of bureaucratic class (needs salaries, taxes).
· Backlash from entrenched elites (rebellion, assassination).
Cost: Gold + Time + Political Capital. Reforms are slow, expensive, and create new centers of power the player must manage.

Final Notes — The Law as a Living System
Law in Aevum should feel like an organism: slow-moving, prone to corruption, susceptible to influence, and deadly when backed by force. For a deterministic LLM GM, law is a toolbox of levers—writs, guild charters, sanctions, and shrines—that the player can pull. Each lever has predictable outcomes conditioned on authority, evidence, money, and reputation.
Remember: The best use of law is often not to win a single case, but to shape the incentives of a region so that others do your work for you—tax collectors who fear your patronage, guilds that prefer your trade, magistrates who owe you favors. Control the laws and their administrators, and you control entire economies and lives without lifting a sword.

Words, Bows & Blades Unseen
Cultural Etiquette, Taboos & Social Customs
Steel may win battles, but in Aevum, a single word, glance, or gesture can win—or lose—a throne. Every culture in Aevum has unwritten rules of respect and invisible social walls that are harder to cross than fortresses. To rise in status, negotiate across borders, or win a heart, one must master the art of etiquette as surely as the art of war.
This section defines how each society communicates respect, enforces social order, handles offense, and views outsiders. In Aevum, social intelligence is survival.

The Four Pillars of Social Power (Universal)
1. Respect – The correct display of deference to those above you.
2. Honor / Face – Public perception of your dignity or virtue.
3. Obligation – Debts of gratitude, favors, patronage.
4. Reputation – The story others tell about you when you are not present.
Every interaction in Aevum touches at least one of these pillars. Mastering them opens every door. Violating them closes them forever.

Universal Customs of Aevum
Hospitality
To offer food and shelter is sacred in every culture—but the meaning differs.
· Refusing hospitality = insult.
· Violating hospitality = unforgivable betrayal; often punished by death or exile.
Oaths & Promises
· Sworn oaths are binding before gods, ancestors, or spirits.
· Breaking an oath destroys reputation permanently.
· Oaths are often witnessed or written for legal power.
Public vs. Private
· Praise in public, criticize in private = respect.
· Public humiliation is a weapon—and often a declaration of war.
Body Language
Eye contact, bowing, hand placement, and physical distance matter.
· Standing too close, touching without permission, or showing feet can be major offenses depending on the faction.

Universal Taboos (Apply nearly everywhere)
These actions are dangerous in almost every culture:
· Insult someone’s lineage or honor.
· Interrupt or speak over someone of higher status.
· Publicly shame someone without cause.
· Touch sacred symbols or objects.
· Enter a home or temple uninvited.
· Draw a weapon indoors.
· Discuss wealth, marriage, or politics too directly (context matters).
· Break hospitality.

Faction Etiquette Profiles
Each culture has its own definition of honor, respect, insult, and beauty.

The Njordheim Clans (North)
Virtue: Strength, loyalty, bravery, generosity
Core Belief: Respect is earned, not inherited.
Etiquette & Customs:
· Speak plainly. Flowery words are seen as deceit.
· Share food and drink—refusal is distrust.
· Eye contact is mandatory. Avoiding it = cowardice.
· Boasting is acceptable if proven by deeds.
· Gifts must be practical (weapons, furs). Wasteful luxury is mocked.
Major Taboos:
· Breaking an oath = total dishonor.
· Cowardice in battle.
· Hoarding wealth while others starve.
· Lying about one’s deeds (worst possible shame).
Hospitality: Sacred. Longhouse guests are protected.
Outsiders: Respected if strong and honest.
Offense Resolution:
Holmgang (Duel to the death or first blood). Trial by combat is common.
Player Strategy:
To impress—tell a saga-worthy story of risk and survival.
To insult—call someone weak or dishonorable. Prepare for a duel.

The Kingdom of Al’thoria (Center)
Virtue: Duty, piety, chivalry, lineage
Core Belief: Everyone has a place. Respect the hierarchy.
Etiquette & Customs:
· Bow head and step aside for nobles.
· Address nobles by title (Lord, Lady, Your Grace).
· Avoid direct eye contact with high nobility unless invited.
· Kiss the ring of clergy or monarch.
· Courteous speech over blunt honesty.
Major Taboos:
· Implying equality with nobility.
· Publicly questioning authority.
· Touching a noble without permission.
· Sitting at the wrong place at the table.
· Bringing up a noblewoman’s reputation.
Hospitality: Formal, with strict seating order.
Outsiders: Tolerated if respectful, but never treated as equals.
Offense Resolution:
Trial by combat, local courts, or noble “justice.”
Player Strategy:
To influence—praise legacy, offer service, show piety.
To flirt—subtle compliments, poetry, chivalric courtesy.

The Shogunate of Sakura (East)
Virtue: Honor, discipline, harmony, duty
Core Belief: Etiquette is the armor of civilization.
Etiquette & Customs:
· Bow depth indicates status difference.
· Silence > foolish speech.
· Never interrupt.
· Gift-giving must be humble and symbolic.
· Sit in proper posture (seiza) when in formal settings.
· Use honorifics (-sama, -dono, -san).
Major Taboos:
· Speaking out of turn.
· Public emotional outbursts.
· Touching someone without consent.
· Turning your back before being dismissed.
· Causing another to lose face in public.
Hospitality: Ritualized tea, formal structure.
Outsiders: Viewed with caution; judged by their discipline and respect.
Offense Resolution:
Dueling, ritual apology (seppuku for samurai), formal censure.
Player Strategy:
To impress—show restraint, offer poetic sincerity, demonstrate perfect manners.
To manipulate—speak in double meanings, use obligation and shame carefully.

The Sultanate of Al-Jamil (South)
Virtue: Wisdom, wealth, generosity, piety
Core Belief: True honor is shown through refined conduct and fulfilled contracts.
Etiquette & Customs:
· Hospitality is sacred—guests honored lavishly.
· Speak politely, never raise voice.
· Right hand for gifts/food; left is unclean.
· Dress modestly; modesty = virtue.
· Quote poetry or scripture to show education.
· Bargaining is expected and respected.
Major Taboos:
· Public intimacy.
· Insulting someone’s family or faith.
· Breaking a contract.
· Showing disrespect in a mosque or to scholars.
· Refusing hospitality (grave offense).
Hospitality: Extremely important. Host is morally responsible for guest safety.
Outsiders: Welcomed if respectful and useful. Many rise through trade.
Offense Resolution:
Legal dispute (contract law), fines, or social blacklisting.
Violence is a last resort—reputation is deadlier.
Player Strategy:
To influence—give thoughtful gifts, speak with refinement, quote wisdom.
To seduce—write passionate letters or poetry through intermediaries.

The Shattered Republic (West)
Virtue: Rhetoric, wit, ambition, civic pride
Core Belief: Respect is negotiable. Reputation is currency.
Etiquette & Customs:
· Debate is entertainment—and warfare.
· Public speaking is highest art.
· Insults are subtle and elegant.
· Appearances matter—dress well.
· Meals are political stages.
Major Taboos:
· Appearing ignorant or uncultured.
· Expressing emotion without purpose.
· Rejecting debate or refusing to speak.
· Mocking the gods in public.
· Publicly admitting weakness.
Hospitality: Lavish parties, intellectual salons.
Outsiders: Judged for intelligence, ambition, connections.
Offense Resolution:
Verbal duels, legal attacks, scandal, or assassination (in that order).
Player Strategy:
To impress—outwit them publicly, quote philosophers, display rare wine.
To destroy—ruin reputation with evidence or scandal.

Cross-Cultural Diplomacy
What is respectful in one land is insulting in another.
Example:
· A Njordheimer’s blunt truth = refreshing in the North, offensive in Sakura.
· A Sakuran's silence = wisdom at home, suspicious in the Republic.
· An Al’thorian’s rigid hierarchy = normal at home, tyrannical in Al-Jamil.
· A Republican’s sarcasm = wit in the West, blasphemy in the Sultanate.
Successful diplomacy requires mirroring the target culture’s values.

Honor, Shame & Reputation (Hidden Social Mechanics)
NPCs track:
· Personal Honor (Integrity / Courage)
· Public Honor (How others see you)
· Face (Dignity / Standing)
· Favor & Debt
GAIN Honor/Face by:
· Keeping oaths
· Courage in danger
· Generosity
· Mastery of etiquette
LOSE Honor/Face by:
· Public cowardice
· Breaking promise
· Public humiliation
· Rudeness to higher status
Reputation spreads via:
· Taverns
· Bards/skalds/poets
· Guild gossip
· Court whispers
· Church sermons
Reputation unlocks:
· Better marriages
· Trade deals
· Alliances
· Titles
· Access to restricted areas

Tools of Social Influence
· Gifts (must match culture values)
· Flattery (dangerous if excessive or misapplied)
· Obligation (do a favor, own a soul)
· Secrets (blackmail = social nuke)
· Public Praise (build ally reputation)
· Public Shame (soft assassination)
· Rituals and gestures (kneel, bow, toast, salute appropriately)

Offense & Conflict Resolution (Varies by faction)
	Culture
	Response to Insult

	Njordheim
	Duel (Holmgang), feud

	Al’thoria
	Duel or lord’s judgment

	Sakura
	Duel or ritual apology / suicide

	Al-Jamil
	Legal battle, social exile

	Republic
	Debate, scandal, political ruin



Romance Etiquette (Subtle & Dangerous)
Njordheim: Deeds of strength, bold declarations
Al’thoria: Courtly love, poetry, secret tokens
Sakura: Hidden glances, arranged moments, silent devotion
Al-Jamil: Poetry through intermediaries, symbolic gifts, family negotiation
Republic: Intellectual flirtation, wit duels, grand gestures in parties
Cross-cultural romance?
A political minefield—but the ultimate power play.

Player Hooks – Manners as a Weapon
You can…
✅ Woo nobles through perfect etiquette
✅ Avoid war by praising the right ancestor
✅ Force duels on overly proud rivals
✅ Trigger scandals to exile enemies
✅ Make powerful allies by respecting hidden customs
✅ Unite factions by blending cultural gestures
✅ Seduce lovers with culturally appropriate charm
✅ Build a reputation so strong people obey before you speak
Or… misunderstand one custom and be executed on the spot.

Final Truth:
Etiquette in Aevum is not mere politeness—it is diplomacy, warfare, romance, and survival wrapped in ritual.
Steel can kill the body.
Law can chain the hands.
But etiquette can command the soul.
Master it… and no door will ever remain closed.
The Hidden Hand of History
NPC Ambitions & The GM Clock
The world of Aevum does not revolve around the player. Lords scheme, merchants expand empires, priests wage quiet wars of doctrine, and guildmasters crush rivals—all whether the player acts or not. To simulate a truly living world, every major NPC and faction must possess clear ambitions, resources, and plans that unfold over time through the GM Clock.
This section defines how ambitions are structured, how they progress, how they collide, and how the player can ride or reshape the tides of history.
The Court & The Dagger: Statecraft & Espionage
A ruler who only manages their own land will soon be a subject of one who manages the world. This section details the Statecraft Actions (Diplomacy) and Espionage Actions (Spycraft) a player can use to project power and interact with other factions.
Part 1: The Asset of Espionage
To conduct espionage, you must first build the required asset.
· Tier 3 Asset: Spymaster's Quarters
· Construction Cost: 300 GC (Requires Scribe's Office to manage correspondence)
· Labor (Pop): 2 (Spymaster, Handler)
· Upkeep (Domain Expense): -1 GC/Day (for bribes, informants, and couriers)
· Effect: Unlocks all Espionage Actions.
Part 2: Diplomatic Actions (Statecraft)
These are formal, overt actions taken to influence other factions.
· Action: "Send Emissary"
· Cost: 50 GC + a suitable Luxury Good (e.g., Fine Wine for the Republic, High-Quality Furs for Njordheim).
· Effect: Opens a diplomatic channel to a target faction or ruler. Can be used to "Request Trade Deal," "Request Military Aid," or "Propose Marriage Alliance" .
· Determinism: Success is based on your Reputation and cultural alignment. The GM must consult the Cultural Etiquette and Faction Ambitions sections.
· Example: Sending a blunt Njordheim warrior as an emissary to the Shogunate will fail. Sending a polite, formal emissary with a gift of Exquisite Pottery will succeed.
· Action: "Pledge Fealty"
· Cost: A significant one-time tribute (varies) and a binding Oath .
· Effect: You become a formal vassal of a target lord.
· Consequence: You gain their military protection but now owe them taxes and military service, as defined in Realms of Power .
· Action: "Proclaim Neutrality"
· Cost: 0 (Requires Manor House )
· Effect: You formally declare your holding as neutral in a conflict between two other factions.
· Consequence: You may trade with both sides, but you are also protected by neither.
Part 3: Espionage Actions (Spycraft)
These are covert, high-risk actions. All require an active Spymaster's Quarters.
· Action: "Gather Intelligence"
· Cost: (Included in asset upkeep)
· Effect: Reveals the hidden progress of a target's Faction Goal (GM Clock) .
· Outcome: (GM Narrative) "Your spy reports that Stig the Restless has secretly secured the loyalty of the Iron Bight clan for his planned raid."
· Action: "Spread Rumor / Disinformation"
· Cost: 20 GC
· Effect: A targeted attack on an NPC's Reputation . This can be used to disrupt alliances or lower a rival domain's ❤️ Loyalty.
· Outcome: "Rumors spread in Aethelgard that Baron Tyrell is hoarding grain, causing his public support to wane."
· Action: "Sabotage Asset"
· Cost: 100 GC
· Effect: A rival domain's asset (e.g., Quarry or Grain Mill ) is "accidentally" damaged, halting its production for one week.
· Consequence: High (30%) chance of discovery. If discovered, it is an act of war.
· Action: "Assassination"
· Cost: 500 GC
· Effect: A high-risk attempt to eliminate a target NPC, as described in Commerce, Cartels & the Shadow War of Coin.
· Consequence: Very High (60%) chance of discovery or failure. If discovered, it will trigger a war, a blood feud, or a manhunt from the entire faction.


The First Law of Aevum:
Every significant NPC wants something.
Power, land, wealth, legacy, revolution, stability, knowledge, faith, or vengeance.
Their desires move armies, shape laws, build cities—and start wars.

The GM Clock: How Time Moves the World
Time Scales
· Day: Local actions, gossip, commerce, patrol movements.
· Week: Trade routes shift, minor events, small-scale conflicts.
· Month/Season: Wars begin or end, markets change, alliances form or collapse, major NPCs make significant moves.
· Year: Dynasties rise or fall. Borders change. Legends are born.
Each Tick of the Clock:
1. One NPC or faction advances an ambition.
2. One price or resource market shifts.
3. One opportunity or threat emerges for the player.
Even if the player does NOTHING, the world will not wait.

Core Ambition Categories
Every major NPC has at least one:
1. Power – Gain titles, rank, political influence.
2. Territory – Expand land or control holdings.
3. Wealth – Build economic empires, monopolies, trade networks.
4. Legacy – Secure heirs, dynastic prestige, immortality of name.
5. Reform – Change laws, systems, religious doctrine.
6. Revolution – Destroy the current order.
7. Stability – Prevent chaos, preserve tradition.
8. Faith / Ideology – Spread belief, convert, purge heresy.
9. Knowledge / Secrets – Discover forbidden truths, relics, alchemy.
10. Vengeance – Destroy a specific rival or bloodline.
11. Love / Alliance – Secure power through marriage or loyalty.
12. Glory / Fame – Become a legend, win the people.
An NPC can change ambitions or gain new ones as the world shifts.

Ambition Templates
(Use these to build living NPCs. Any NPC can wear any template.)
Each template includes:
· Goal
· Methods they use
· Resources needed
· Signs of progress (rumors)
· How player can help or hinder
· What happens if they succeed

1. The Usurper
Goal: Take the throne or overthrow current leader.
Methods: Build alliances, bribe guards, incite rebellion, assassinate key supporters.
Resources: Coin, military loyalty, blackmail.
Signs: Troop movements, suspicious meetings, propaganda.
Success: New regime. Old nobles purged. The world reshapes.

2. The Expansionist Warlord
Goal: Conquer land, build armies.
Methods: Border raids, build forts, conscript peasants, hire mercenaries.
Resources: Troops, food, siege equipment.
Signs: Army drills, increased taxes, scouting parties.
Success: War. Territory changes hands. Refugees flee.

3. The Merchant Prince
Goal: Control trade and wealth.
Methods: Buy caravans, monopolize resources, sabotage rivals, influence guilds.
Resources: Coin, trade routes, guild charters.
Signs: Market price shifts, guild policy changes, lavish feasts.
Success: Economic dominance—nobles become dependent.

4. The Guild Emperor
Goal: Control an entire industry or city.
Methods: Absorb guilds, fix prices, strike deals with lords, eliminate competition.
Resources: Guild membership, workers, capital.
Signs: Blacklisting, worker strikes, guild mergers.
Success: De facto ruler without title.

5. The Religious Zealot
Goal: Purify society, spread or enforce doctrine.
Methods: Preaching, conversion, excommunication, holy courts, crusade.
Resources: Faith, followers, tithes, relics.
Signs: Sermons, moral laws, book burnings, new temples.
Success: Religious state or holy war.

6. The Reformist
Goal: Change the system without destroying it.
Methods: New laws, petitions, alliances with idealists.
Resources: Public support, scholars, sympathetic officials.
Signs: Debates, pamphlets, policy drafts.
Success: More rights, better governance—or backlash from elites.

7. The Revolutionary
Goal: Burn it all. Replace the system.
Methods: Uprising, riots, assassinations, propaganda.
Resources: Angry masses, martyrs, secret cells.
Signs: Food shortages exploited, rebel symbols, peasants disappear at night.
Success: Regime change—or societal collapse.

8. The Shadow Broker
Goal: Rule through secrets.
Methods: Spies, blackmail, forged documents, rumor networks.
Resources: Information, scribes, thieves, bribes.
Signs: Disappearances, scandals, sudden political shifts.
Success: Everyone obeys… or dies.

9. The Matchmaker
Goal: Control marriage alliances.
Methods: Arrange unions, manipulate dowries, ruin reputations.
Resources: Noble contacts, gossip networks.
Signs: Sudden betrothals, broken engagements, rumors.
Success: Entire noble lines tied to them.

10. The Alchemist / Scholar
Goal: Discover power through knowledge.
Methods: Fund expeditions, buy relics, dissect secrets of empire.
Resources: Gold, books, assistants, labs.
Signs: Missing corpses, strange lights, relic markets spike.
Success: New power… with unpredictable consequences.

11. The Loyalist / Stabilizer
Goal: Keep order, prevent collapse.
Methods: Negotiate peace, reinforce laws, balance factions.
Resources: Authority, reputation, allies.
Signs: Diplomatic missions, suppression of extremists.
Success: Unity and stability—or becoming a tyrant.

12. The Tyrant
Goal: Absolute control.
Methods: Terror, purges, censorship, centralization.
Resources: Troops, secret police, prisons.
Signs: Curfews, disappearances, executions.
Success: Peace through fear (short-term). Rebellion later.

NPC Power Resources (What They Use to Act)
NPCs act when they have the means. Track their resource pools:
· Coin (hire troops, bribe officials)
· Land / Holdings (food, peasants, taxes)
· Troops (loyal forces)
· Allies / Vassals
· Guild Influence
· Religious Backing
· Public Support / Popularity
· Secrets / Blackmail
· Heirs / Marriage ties
· Contracts / Legal power
The more resources, the more ambitious actions they can take.

How the GM Clock Simulates the Living World
Each time the clock advances:
1. Pick one active NPC ambition.
2. Check if they have resources to act.
3. NPC takes a logical step toward their goal.
4. World changes—subtly or dramatically.
5. Player may hear rumors or feel consequences.

Example GM Clock Progressions
Example: The Usurper Lord (Al’thoria)
Week 1: Bribes a captain.
Week 2: Spreads rumors king is weak.
Month 1: Marries into noble house.
Month 2: Sabotages royal grain supply.
Month 3: Military support grows.
Month 4: Asks player to join.
Month 6: Civil war begins.

Example: Merchant Prince (Sultanate)
Month 1: Buys caravan routes.
Month 2: Undercuts spice prices.
Month 3: Funds bandits to destroy rival.
Month 4: Secures guild monopoly.
Month 5: Lends money to Emir.
Month 6: Effectively controls the city.

Example: Revolutionary (Republic)
Month 1: Distributes anti-patrician pamphlets.
Month 2: Inspires student protests.
Month 3: Sabotages tax shipments.
Month 4: Secret militia forms.
Month 6: Senate under siege or overthrown.

How Ambitions Collide (Emergent Events)
NPC ambitions naturally create conflict:
· Usurper vs Loyalist
· Merchant Prince vs Guild Emperor
· Zealot vs Scholar
· Expansionist vs Stabilizer
· Revolutionary vs Tyrant
· Reformist stuck between both
Collisions cause:
· War
· Assassinations
· Marriage alliances
· Excommunication
· Coup d’états
· Market crashes
· Revolts
· Foreign intervention
These become quests, dilemmas, and power vacuums for the player.

Player Interaction with Ambition
The player can:
✔ Support (become right hand, gain power)
✔ Oppose (become enemy, risk destruction)
✔ Manipulate (pit NPCs against each other)
✔ Replace (assassinate and take their ambition)
✔ Exploit (profit from the chaos)
✔ Reform (change the system so no one can attempt it again)
Helping an NPC succeed makes you part of their legacy.
Stopping them can make you a savior… or a target.

Ambition Death & Renewal
When an NPC:
· Succeeds → new ambition or retires
· Fails → exile, death, or revenge
· Dies unexpectedly → power vacuum
Ambition never dies. It simply finds a new host.
The world evolves:
· New rivals emerge.
· Children inherit plots.
· Allies become enemies.
· Factions shift purpose.
· The cycle continues.

Final Truth
NPCs are not scenery.
They are players in their own right.
They plan.
They act.
They react to the player.
They fight each other even if the player disappears.
The GM Clock ensures that Aevum is not a backdrop…
It is a living political organism.
And the greatest victories in Aevum do not come from battle…
They come from knowing the ambitions of others better than they know themselves.
Crowns, Councils & the Machinery of Rule
Governance & Titles Hierarchy
To rule in Aevum is not merely to wear a crown—it is to command land, enforce law, extract revenue, maintain legitimacy, and keep powerful men loyal. A throne is not a chair; it is a dangerous machine. This section defines how each culture in Aevum governs its people, distributes power, enforces duty, and replaces rulers… and how an ambitious player can climb that ladder.

What is Governance?
Governance is the system by which power is organized and executed across a realm.
Every functional government in Aevum has:
1. Legitimacy
Why people accept their rule: birthright, divine favor, conquest, law, election, fear, or gold.
2. Authority
The legal or traditional right to command others.
3. Capacity
The practical ability to enforce commands (troops, bureaucracy, money).
4. Administration
The network of officials, scribes, tax collectors, stewards, priests, and captains who keep the realm functioning.
5. Revenue
Taxes, tithes, tariffs, tribute—without income, the state rots.
6. Loyalty
The trust or obedience of vassals, soldiers, ministers, and the people.
7. Enforcement
Law without swords is nothing. Governments maintain force—open or hidden—to impose their will.
To become a true ruler, a player must master all seven.

CORE INSTITUTIONS OF POWER
The Sovereign
King, Shogun, Sultan, High King, Consul. The symbolic and often literal center of the realm.
The Court
Nobles, advisors, family members, favorites, rivals, foreign envoys, hidden puppeteers.
The Council / Ministers
Specialized officials who run the machinery of state:
· Steward / Chancellor – Taxes, land management, administration.
· Marshal / General – Armies, levies, fortifications.
· Spymaster / Whisperer – Secrets, informants, blackmail.
· High Priest / Chaplain – Legitimacy, oaths, faith control.
· Master of Coin / Treasurer – Treasury, debts, funding.
· Guild Liaison / Chamberlain – Trade, guild relations, urban policy.
· Magistrate / Judge – Law courts and disputes.
· Herald / Diplomat – Treaties, alliances, peace.
Some rulers hold council formally (Al’thoria, Republic). Others keep informal “friends” (Njordheim, Sakura). Some rely on scribes and bureaucracy (Al-Jamil).

VASSALAGE & OBLIGATIONS
Most land is not ruled directly by the sovereign, but through vassals—lords, daimyo, emirs, clans, governors—who hold power in exchange for service.
Common vassal obligations:
· Military support: Provide soldiers/ships when called.
· Taxes / tribute: Pay coin, grain, or resource quota.
· Counsel: Attend court/council when summoned.
· Hospitality: Host the ruler or royal envoys.
· Loyalty oath: Sworn publicly, to gods or lineage.
Vassal disobedience leads to:
· Fines
· Loss of land
· Hostage-taking (children as wards)
· Imprisonment
· War / confiscation
· Execution (rare, but powerful)
Vassals can rebel.
So can peasants, guilds, priests, or entire regions.
Governance is a balancing act of reward and fear.

SUCCESSION & LEGITIMACY
When a ruler dies or is weakened, succession determines the fate of the realm.
Common systems:
· Primogeniture: Eldest child inherits (often male-only).
· Partible inheritance: Land divided among children (causes fractures).
· Tanistry / Election by nobles or clan.
· Religious appointment or divine sign.
· Council or Senate vote.
· Trial by combat or challenge.
· Conquest / Usurpation.
Legitimacy Sources:
Bloodline • Religious blessing • Popular support • Military victory • Legal claim • Wealth • Recognition by foreign powers
Without legitimacy, rebellion brews.

TITLES & GOVERNMENT BY FACTION
Each faction rules differently. Each has its own rank structure, institutions, and path to power.

THE NJORDHEIM CLANS (North)
System: Clan Confederation • Proto-democratic warrior aristocracy
Philosophy: Power belongs to those strong enough to hold it.
RANKS:
High King (rare) – Chosen by Jarls in times of war. Limited authority.
Jarl – Ruler of a clan and its territory. Land = clan property.
Hersir – War leader/captain or village chieftain.
Karl – Free commoner. Can earn land rights through service.
Thrall – Slave. No rights.
GOVERNANCE:
· Land is held communally by the clan.
· Laws made at the Thing (public assembly of free men).
· Jarls enforce justice and lead in war.
· Honor is law. Feuds are legal.
· Vassalage is based on loyalty, not titles.
SUCCESSION:
· Usually hereditary, but can be challenged in public.
· A weak heir loses claim to a stronger warrior.
PLAYER CLIMB:
1. Earn fame (raids, deeds).
2. Lead warband.
3. Become Hersir.
4. Gain holding from Jarl.
5. Challenge or succeed Jarl.
6. Unify clans → become High King (legendary).

THE KINGDOM OF AL’THORIA (Center)
System: Feudal Monarchy
Philosophy: All land is the King’s. Nobility rule by divine and royal right.
RANKS (highest to lowest):
King / Queen
Duke (rule provinces, command barons)
Count / Earl (mid-tier lords)
Baron (local lord, answers to count)
Knight (landed or landless warrior noble)
Squire / Yeoman / Freeman
Serf / Peasant
GOVERNANCE:
· Strict feudal pyramid.
· Each noble grants land to vassals beneath them.
· Court is political battlefield of alliances and betrayals.
· Royal Council advises king (Marshal, Chancellor, Treasurer, Spymaster, Faith).
· Clergy collect tithes and bless legitimacy.
· Guilds influence cities, but nobles hold land-based power.
OBLIGATIONS:
· Military levies, scutage (shield money).
· Land tax, tithe to the Faith.
· Attendance at court, loyalty in war.
SUCCESSION:
· Primogeniture (male priority).
· If no heir → succession crisis / civil war.
PLAYER CLIMB:
1. Knight serving baron.
2. Trusted retainer, gain land.
3. Marriage into minor nobility.
4. Become baron → count → duke.
5. Manipulate succession or support heir.
6. Claim or control the throne.

THE SHOGUNATE OF SAKURA (East)
System: Military-feudal hierarchy with rigid caste & imperial bureaucracy.
Philosophy: The Shogun’s will flows through samurai to the land.
RANKS:
Shogun – Supreme military ruler (theoretically under the Emperor, who is symbolic).
Daimyo – Regional lord, rules provinces.
Hatamoto – High-ranking samurai retainer.
Samurai – Warrior-administrator class.
Peasants (Farmers) – Produce rice (most valued).
Artisans
Merchants (lowest official caste but economically powerful)
Eta / Burakumin / Outcasts
GOVERNANCE:
· Land measured by koku (rice yield).
· Samurai paid in rice stipends.
· Daimyo raise armies, collect taxes.
· Shogun issues edicts.
· Matchmakers, scribes, and monks handle administration.
· Peasants must obey samurai; disrespect is punishable by death.
OBLIGATIONS:
· Samurai owe absolute loyalty to daimyo.
· Daimyo must send tribute and hostages to Shogun.
· Merchants fund samurai through debt (unofficial power).
SUCCESSION:
· Inheritance by blood—BUT must be approved by Shogun.
· If unfit, Shogun may force adoption or transfer domain.
PLAYER CLIMB:
1. Samurai through service or adoption.
2. Gain land stewardship.
3. Become Hatamoto.
4. Marry into daimyo family OR buy influence via merchants.
5. Become daimyo.
6. Influence or replace Shogun.

THE SULTANATE OF AL-JAMIL (South)
System: Bureaucratic Monarchy with religious and commercial integration.
Philosophy: The Sultan rules by divine favor, but coin and contracts rule society.
RANKS:
Sultan
Emir (governor of major city or region)
Sheikh (tribal/nomadic leader)
Vizier / Grand Vizier (high advisor or ministry head)
Qadi (judge, religious-law authority)
Guildmaster / Merchant Prince
Scholars / Imams / Administrators
Citizens & Freemen
Laborers / Slaves
GOVERNANCE:
· Highly organized bureaucracy.
· Scribes record all contracts, taxes, property.
· Guilds hold massive economic power.
· Emirs rule cities like personal kingdoms.
· Sultan tolerates corruption if stability remains.
OBLIGATIONS:
· Tax in coin or goods.
· Ushur (trade tax).
· Military levies or hiring mercenaries.
· Uphold religious law (publicly).
SUCCESSION:
· Often hereditary, but council of Emirs or Viziers can override.
· Assassination or palace coup not uncommon.
· Legitimacy comes from scholars, gold, and army loyalty.
PLAYER CLIMB:
1. Successful merchant or soldier.
2. Patronage of Emir or Vizier.
3. Purchase office (yes, positions are sold).
4. Govern district or caravan guard.
5. Become Emir or Vizier.
6. Place puppet on Sultan’s throne… or become Sultan.

THE SHATTERED REPUBLIC (West)
System: Oligarchic Senate-based city-states. Mixed constitution of democracy, aristocracy, and corruption.
Philosophy: Land is citizenship. Politics is war without swords.
RANKS:
Consul (elected head of city-state, 1–2 year term)
Senator / Patrician (noble landowners; lifelong power)
Magistrate / Praetor / Tribune (judges, military, or civic officials)
Citizen (landowner) – can vote & own property
Freeman – trades, pays taxes, no vote
Plebeian / Tenant – rents, no say
Slave – property, no rights
GOVERNANCE:
· Senate decides policy, war, law, budgets.
· Magistrates execute decisions (often corrupt).
· Consul leads armies and diplomacy.
· Wealth = political voice.
· Guilds influence urban policy.
· Votes can be bought.
OBLIGATIONS:
· Citizens pay wealth tax.
· All classes pay fees, tariffs, rent.
· Military service expected of citizens.
SUCCESSION:
· Consuls elected by citizens (rigged by patricians).
· Senators serve for life.
· Families dominate seats for centuries.
PLAYER CLIMB:
1. Gain wealth.
2. Buy land = become citizen.
3. Join guilds → influence.
4. Marry into patrician family.
5. Win election or buy magistracy.
6. Enter Senate.
7. Become Consul.
8. Unite city-states, restore Empire.

ADMINISTRATIVE ROLES (Universal Functions)
Regardless of faction, similar roles appear under different names:
Steward / Chancellor: Manages land, taxes, bureaucracy.
Marshal / General: Trains and commands armies.
Spymaster / Whisperer: Intelligence, blackmail, assassinations.
High Priest / Chaplain: Manages religion, legitimacy, weddings, oaths.
Treasurer / Master of Coin: Handles treasury, loans, guild negotiations.
Magistrate / Qadi / Judge: Oversees courts and legal disputes.
Diplomat / Herald: Negotiates treaties, marriages, peace.
To rule well, a leader must balance these advisors…
Or become enslaved by the most powerful among them.

GOVERNANCE = GAMEPLAY
As player power grows, governance becomes active gameplay:
· Set tax rates.
· Pass or abolish laws.
· Grant titles and land.
· Punish or reward vassals.
· Balance budgets.
· Manage famine or surplus.
· Command armies.
· Negotiate treaties.
· Arrange marriages.
· Hold court and hear disputes.
· Replace ministers.
· Crush conspiracies.
· Reform the entire system… or exploit it.

PATHS TO RISE IN GOVERNANCE
Serve with distinction → earn land/office.
Master intrigue → control court from shadows.
Marry strategically → gain bloodline.
Leverage wealth → buy influence, offices, loyalty.
Command armies → take power by force.
Claim divine or legal right → unite people behind you.
Exploit succession crisis → become indispensable.
Found a new ideology or law → reshape the world.

FINAL TRUTH
A throne is not a seat.
It is a spiderweb of loyalties, duty, fear, law, wealth, and blood.
To rule Aevum, one must do more than conquer.
One must govern.
And the greatest rulers are not those who command armies…
but those who command the hearts, laws, and ambitions of all beneath them.
Stones, Streams & the Arteries of Power
Strategic Resources & Infrastructure
Power is not born in thrones—it is born in mines, rivers, roads, and ports. Kingdoms rise where grain grows. Empires fall when salt runs dry. Armies move only as fast as roads allow, and a single bridge can mean more than a thousand swords. In Aevum, resources are not simply economic goods; they are the lifeblood of war, wealth, diplomacy, and survival.
This section defines the critical resources that shape strategy, the infrastructure that moves and transforms them, and the chokepoints over which realms will fight to the last man.

I. Strategic Resource Tiers
Not all resources are equal. Some feed peasants. Some build empires. Some start wars.
🔹 Tier 1: Survival Resources (Everyday Necessities)
· Grain / Rice / Bread
· Water
· Firewood / Charcoal
· Salt (preservation)
Without these, people starve, armies disband, revolts rise.
Famine has destroyed more kingdoms than war.

🔹 Tier 2: Construction & Development Materials
· Timber
· Stone / Marble
· Clay / Bricks
· Iron / Copper / Coal
· Lime / Sand (mortar, glass)
These determine city growth, fortifications, infrastructure, and architecture.
A realm with stone quarries builds castles. A realm without becomes prey.

🔹 Tier 3: Military Resources (Warfare Backbone)
· Iron Ingots (weapons)
· Steel (elite weapons and armor)
· Horses (cavalry)
· Leather / Furs (armor, gear)
· Bow wood / Yew
· Oil / Tar (ships, fire)
Control these → control war.

🔹 Tier 4: Economic Multipliers
· Mills (water/wind powered)
· Forges & Foundries
· Shipyards
· Textile Workshops
· Quarries
· Caravanserais
· Mints
These transform raw goods into riches.

🔹 Tier 5: Prestige & Luxury Goods
These drive high-level trade, diplomacy, and social power.
· Silk (Sakura)
· Spices (South)
· Tea
· Wine (Republic)
· Fine horses
· Dyes / Indigo / Crimson
· Perfumes
· Ivory / Amber
· Exotic gems
Luxury flows upward: nobles, priests, high guilds. Control them and you own the elite.

🔹 Tier 6: Strategic / Rare Resources (World-changing)
These start wars and build legacies.
· Salt Flats (food preservation, alchemy)
· Gold/Silver Mines (currency, crowns)
· Sacred Sites (religious legitimacy)
· Ancient Ruins (Aethelan tech, relics)
· Arcane ingredients (rare, heavily guarded)
· Black Sand Iron (best steel)
· Glass-quality sand (Sultanate monopoly)
The one who owns these can buy kings, build empires, or unleash terror.

II. Infrastructure: The Arteries of Civilization
Resources are useless without the means to move, store, and defend them.
Infrastructure is the skeletal system of power.
1) Roads & Highways
· Aethelan High Roads: Ancient, near-indestructible, fastest travel.
· Royal Roads: Maintained by kings (Al’thoria).
· Clan Paths: In the north, rough but direct.
· Merchant Routes: Privately maintained by guilds.
· Smuggler Trails: Secret, winding, dangerous… and profitable.
Control the road = tax revenue + military mobility + trade dominance.

2) Bridges & River Crossings
Bridges are strategic gold.
· Control = tolls, checkpoints, ambush sites.
· Destroy = sever armies, starve cities.
Entire wars are fought over one bridge.

3) Ports & Harbors
Most valuable property in Aevum.
· Trade hub
· Naval base
· Cultural gateway
· Smuggling center
· Diplomatic entry
A well-defended port is worth more than a fortress inland.

4) Rivers & Waterways
Rivers = life.
· Irrigation (food)
· Transport (cheaper than roads)
· Natural borders
· Source of conflict
Sultanate and Republic fortunes are built on river trade.

5) Passes, Tunnels & Mountain Gates
Control of a mountain pass = control of entire regions.
· Njordheim: snow passes, seasonal.
· Sakura: guarded mountain roads.
· Republic: “The Gates” fortress towns.
· Al’thoria: Castle-lined valleys.
One pass can stop an invasion—or enable one.

6) Fortifications & Watchtowers
Not just walls—networked defense systems.
· Border forts
· Signal towers
· Hill forts
· Keeps
· Coastal watchtowers
Fortifications shape maps for centuries.

7) Warehouses & Storehouses
Invisible power hubs.
· Grain storage prevents famine.
· Weapon caches prepare rebellion.
· Merchant warehouses store fortunes.
Guilds fight more over storage rights than over markets.

8) Markets & Trade Centers
· Every major city has a central market.
· Some cities specialize (silk capital, spice hub, wine market).
· Controlling a market = controlling prices.
Tariffs here make rulers rich.

9) Caravansaries & Inns
Safe havens for merchants.
· Provide security.
· Standardize prices.
· Gather news.
· Hotbeds of espionage.
Owning caravansaries = owning information.

10) Aqueducts & Irrigation
Most advanced infrastructure after roads.
· Aethelan aqueducts (Republic ruins).
· Sakura rice terraces.
· Sultanate canal networks.
· Al’thoria river mills.
· Njordheim minimal irrigation (climate).
Water = food = survival.
Destroy it and you destroy civilization.

11) Mines & Quarries
Underground empires.
· Iron, silver, gold → weapons and coin.
· Stone → castles and monuments.
· Dangerous, expensive, vital.
Who works them?
Slaves, prisoners, peasants, debtors.

12) Shipyards & Docks
Shipbuilding = military dominance.
· Njordheim longships = unmatched raiding.
· Republic galleys = maneuverable.
· Al’thoria warships = heavy.
· Sakura coastal fleets = disciplined.
· Sultanate merchant fleets = massive.
Control of the shipyards often matters more than controlling the sea itself.

III. Control of Infrastructure = Control of Power
Every faction has strengths and weaknesses.
Njordheim:
✅ Timber, iron, ships
❌ Little farmland, weak roads
Power through raids, not infrastructure
Al’thoria:
✅ Farmland, roads, castles
❌ Few luxury goods
Power through land control & feudal militaries
Sakura:
✅ Rice, iron, discipline, castles
❌ Limited trade ports
Power through order & hierarchy
Al-Jamil:
✅ Trade hubs, finance, irrigation, ports
❌ Dependence on water, internal corruption
Power through wealth & contract law
Shattered Republic:
✅ Ports, roads, shipyards, marble, wine
❌ Internal division, political corruption
Power through commerce & senate manipulation

IV. Chokepoints & Flashpoints
These are the most valuable tiles on the map.
· Mountain passes (military).
· River deltas (trade and agriculture).
· Strategic bridges.
· Crossroads of major trade routes.
· Port cities at intersection of sea lanes.
· Ancient Aethelan road junctions.
· Salt mines and oases.
· Border fortresses.
· Religious pilgrimage sites.
Whoever holds these does not need to win battles.
They win by starving their enemies slowly.

V. Infrastructure as Investment (Player Gameplay)
The player can:
✅ Buy or build roads, bridges, ports.
✅ Fund mills, mines, workshops (economic engines).
✅ Construct watchtowers and forts.
✅ Improve irrigation or canals (food output!).
✅ Build marketplaces → passive tax income.
✅ Own bridges → collect tolls.
✅ Control ports → control all trade.
✅ Restore Aethelan roads → lightning-fast armies.
✅ Reopen ancient aqueducts → revive cities.
✅ Rebuild ruins into capitals.
Every brick laid is a step toward a kingdom.

VI. Infrastructure as Warfare
Destroying infrastructure is often more effective than fighting:
· Burn fields → famine.
· Break dams → flood.
· Collapse bridges → halt invasion.
· Poison wells → disease, panic.
· Raid supply depots → armies starve.
· Seize pass → cut off reinforcements.
· Block ports → collapse economy.
· Occupy trade routes → paralyze region.
War is not just battle.
War is logistics.

VII. Strategic Resource Synergy
The richest lords are those who combine resources into chains.
Example:
Mine Iron → Smelt Steel → Forge Swords → Equip Army → Conquer → Tax Land → Repeat.
Or:
Grow Grain → Mill Flour → Sell Bread → Feed Workers → Build Cities → Attract Merchants → Tax Trade → Build Ports.
Vertical integration = unstoppable empire.

VIII. Ruins & Lost Infrastructure (Aethelan Legacy)
Ancient Empire infrastructure still exists:
· Perfect roads
· Immortal bridges
· Hidden aqueducts
· Secret vaults
· Underground rail tunnels?
· Forgotten harbors
· Arcane engines
Most people fear them.
The wise rebuild them.
Reclaim the Empire’s skeleton… rebuild the world.

IX. Player Hooks (Why This Matters to the Player)
The player can:
✅ Gain titles by developing land
✅ Make money by taxing trade routes
✅ Influence politics by controlling ports/roads
✅ Start wars by cutting off resources
✅ Keep peace by supporting food supply
✅ Gain loyalty by building mills or wells
✅ Become beloved by ending famine
✅ Build a capital city at a strategic crossroads
✅ Use ruins to leap ahead technologically
✅ Seize ONE chokepoint… and hold the continent hostage
Examples of Player Power Moves:
· Buy land around the only salt mine.
· Build a fortress at the only mountain pass.
· Renovate an abandoned Aethelan aqueduct—become savior of the region.
· Own the bridge that every caravan must cross—charge tolls.
· Restore a war-damaged port—become indispensable.

Final Truth
Steel wins battles.
Gold wins merchants.
Law wins courts.
But infrastructure wins centuries.
Roads become veins of empire.
Rivers become borders of nations.
Ports become hearts of civilization.
Mines become crowns.
Ruins become destinies.
In Aevum, the true rulers are not the loudest…
but the ones who control the ground everyone else must walk upon.

✅ Done.
This section completes the economic-geographic-strategic foundation of your world. The map now means something. Every tile has consequence.
The Hidden Flame
Magic, Alchemy & Lost Knowledge
Magic in Aevum is not common, whimsical, or safe. It is secret, costly, feared, and tied to the bones of the fallen Empire. Most people will live and die without ever seeing true magic—yet its echoes shape every throne, every religion, every war.
In Aevum, magic is power multiplied by knowledge and paid for in blood.
Those who seek it may become legends—or monsters.

I. The Nature of Magic in Aevum
Magic is not a school—it is a spectrum.
It appears as:
· Ancient science (Aethelan relics)
· Forbidden rituals (blood + will)
· Alchemy (transformation through knowledge)
· Divine miracles (faith + symbol)
· Spirit pacts (omen + sacrifice)
· Anomalies (realities left fractured by the fall of empire)
Magic is rare because:
· It has a cost.
· It creates instability.
· The powerful suppress it.
· The Empire’s destruction serves as a warning.
Magic is not “learned like a spellbook.”
Magic is unearthed, bargained for, stolen, rediscovered, or awakened.

II. The Spectrum of the Arcane
From most accepted to most forbidden:
1) Folk Magic (Common, Harmless)
· Blessings, charms, prayers
· Herbal poultices
· Protective symbols
50% superstition, 50% minor effect.
Tolerated everywhere.
2) Herbalism & Natural Lore
· Medicine, poisons, stimulants, sedatives
· Rare plants with strange properties
In some regions (Sultanate, Sakura), herbalists are respected.
In others (Al’thoria), they’re watched.
3) Alchemy (Scientific Sorcery)
The closest thing to true magic that survives openly.
· Transmutation of metals
· Distillation of essence
· Explosives, acids, healing elixirs
· Philosopher’s formulas (theories of the impossible)
Simultaneously respected, feared, and heavily regulated.
4) Astrology, Geomancy, Fate Reading
· Reading stars to predict harvests or births
· Interpreting omens
· Aligning buildings to ley lines
Sometimes accurate. Sometimes deception. Dangerous when too true.
5) Ritual Magic (Hidden, Powerful, Costly)
Requires:
· Blood (life essence)
· Symbol (anchor)
· Will (intent/focus)
· Location (sacred or aligned site)
Effects:
· Healing beyond medicine
· Curses
· Weather influence
· Binding spirits
· War enchantments
Illegal in most lands. Priests or lords will kill practitioners.
6) True Sorcery (Legendary, World-Shaping)
Almost extinct. Only fragments remain.
Can:
· Heal the dying or raise the dead
· Bend elements
· Move armies with storms or plague
· Alter memory or will
· Tear open reality
Its last great use? The Empire’s collapse.
III. The Aethelan Legacy (The Lost Empire of Magic & Science)
The Aethelan Empire mastered both technology and sorcery, blending them into something the world cannot replicate.
Their secrets included:
· Self-repairing stone
· Impossibly strong steel
· Roads that repelled erosion
· Aqueducts that purified water
· Voice-activated vaults
· Glowing crystals (light without flame)
· War automata
· Weather control towers
· Fleshcraft (grafting and augmentation)
· Soul-binding and resurrection
· Weaponized diseases
Why it was lost:
· Civil war shattered archives
· The Ashen Death killed scholars
· Conquered peoples burned their labs
· Surviving tech was hoarded, hidden, or feared
Now the ruins whisper.

IV. Faction Attitudes Toward Magic
The Njordheim Clans (North)
· Magic = spirit pacts, runes, ancestral songs
· Shamans commune with land and dead
· Blood-sacrifice rituals in secret
· Runes engraved on weapons for luck
Respected… if it helps the clan. Feared if uncontrolled.
The Kingdom of Al’thoria (Center)
· Church declares sorcery heresy
· Folk magic tolerated quietly
· Nobles secretly hoard relics
· Royal alchemists serve the king in hidden laboratories
Official stance: “Magic is sin.”
Reality: “Use it if it wins wars—then bury the evidence.”
The Shogunate of Sakura (East)
· Ritual purity over raw power
· Shrines guarded by priestesses
· Onmyōji (court diviners) read omens, direct ley lines
· Ancestral spirits contacted in secret ceremonies
Magic = harmony with the unseen.
Abuse = dishonor and death.
The Sultanate of Al-Jamil (South)
· Alchemy and astronomy revered
· Philosophical and scientific schools flourish
· The Scholar Sultan funds research
· Religious law forbids unnatural acts—but definitions are fluid
· Zahra the Heretic proves genius outweighs heresy (for now)
Magic = knowledge = power.
Use it—just don’t offend the Faith.
The Shattered Republic (West)
· Pragmatic: If it works, use it.
· Ruin diving is a respected profession
· Scholars and thieves both hunt relics
· Guilds attempt to buy, hide, or weaponize secrets
· The Collector hoards ancient wonders
Magic is commodity.
The most dangerous commodity.

V. Institutions of Knowledge (Official & Secret)
Official:
· Monasteries (preserve selected texts)
· Academies (alchemy/astronomy)
· Guild libraries
· Scriptoriums
· Royal laboratories
· Court astrologers
Unofficial / Hidden:
· Black market relic dealers
· Cults of the old Empire
· Alchemist circles (secret or outlawed)
· Spirit mediums
· Ancient vault guardians
· Underground libraries
· Secret research beneath castles, temples, universities
The most powerful libraries are underground.

VI. Types of Lost Knowledge & Forbidden Arts
1) Healing & Life Extension
· Instant wound mending
· Agelessness
· Resurrection (requires sacrifice)
· Soul binding (become undead or spirit)
2) Biological Manipulation / Fleshcraft
· Grafted limbs
· Beast hybrids
· Transferring strength or senses
· Creating living weapons
Many “monsters” in the world… were made.
3) Mind & Emotion Control
· Memory alteration
· Dreams as communication
· Suggestion
· True compulsion
Terrifying. Highly illegal.
4) Weather & Element Control
· Storm calling
· Crop blessings or blights
· Earthshaping / Quakes
· Ritual droughts or floods
Could destroy armies or feed kingdoms.
5) Material Mastery
· Unbreakable metals
· Light-reactive glass
· Self-building structures
· Fireproof cloaks
Economic and military revolution.
6) Long-Distance Communication
· Mirrors that speak
· Whisper stones
· Message relays
· Dream-bridges
Information… wins wars.
7) Transportation Wonders
· Sky platforms (rumored)
· Hidden tunnels between cities
· Gates / portals (most collapsed)
Even a hint of this would change the world.

VII. The Cost of Magic
Magic ALWAYS demands payment.
Physical Costs:
· Blood loss
· Lifespan drain
· Physical scars or mutations
· Blindness, withering, exhaustion
Mental Costs:
· Madness / visions
· Loss of memory or speech
· Obsession or addiction
· Spiritual corruption
Social Costs:
· Excommunication / heresy
· Banishment or execution
· Guild blacklisting
· Family disgrace
World Costs:
· Blighted land
· Unstable weather
· Unnatural creatures
· Reality tears
This is why real magic is rare. The world still remembers the last time it ran wild.

VIII. Relics & Artifacts (Deterministic Power Objects)
Relics are the last great magic—anchored in reality.
Types:
· Sacred Relics: Holy symbols, saint bones, miracle vessels.
· Arcane Tools: Staves, tomes, enchanted weapons.
· Aethelan Tech: Devices with unknown mechanisms (doors that open by voice, light stones).
· Cursed Items: Objects tied to spirits or tragedies—powerful but dangerous.
Finding Relics:
· Ruin delving
· Noble vaults
· Church treasuries
· Guild black markets
· Desert caravans
· Collector auctions
· Burial sites
Unlocking Relics:
· Research (time + scholars)
· Ritual (knowledge + cost)
· Key or code (lost or hidden)
· Bloodline activation (heritage matters)
· Alchemical refinement
Player choice:
Use it, sell it, study it, hide it, or build an empire on it.

IX. The Secret War of Knowledge
There are entire shadow wars fought over relics and lost knowledge.
Major hidden players:
· The Church Inquisition (Al’thoria)
· Imperial Relic Hunters (Republic)
· The Sand Fox’s artifact smugglers (Sultanate)
· Shrine Maidens & Onmyōji networks (Sakura)
· Clan Seers & Rune Keepers (Njordheim)
· The Collector (Republic)
· The Scholar Sultan’s research cabal (Al-Jamil)
· Zahra the Heretic’s laboratory
· The Order of the Veinwrights (biological grafting / empire echoes)
· Secret survivors of Aethelan bloodlines?
They manipulate rulers, assassinate scholars, buy entire kingdoms for a single vault.

X. Why Magic Matters Politically
Magic rediscovered = power shift.
One spell, one relic, one formula can:
· End famine (economic loyalty)
· Cure plague (save cities)
· Build unbreakable walls (military defense)
· Forge unmatched weapons (military offense)
· Communicate across realms (diplomacy)
· Expose spies and lies (politics)
· Create undead armies (terror)
· Manipulate minds (domination)
· Extend life (immortal rulership)
· Unite the continent… or destroy it.
The Mechanic of Discovery: Research & Ritual (Tag-Based)
Lost knowledge is earned through investment. This section details how the project system is used to unlock Relics and Forbidden Arts.
· Step 1: The Discovery: The player finds a "Tome," "Relic," or "Blueprint".
· Step 2: The Research Project: The player can start a new 🏗️ Active Project (e.g., "Study Aethelan Tome"). This project is measured in Research Points (RP) (e.g., 0 / 500 RP).
· Step 3: Assigning Tags to Research: To generate RP, the player must set the 📦 Resource Focus of a relevant asset tag to "Research." The RP generated is defined in the master ledger.
· [Scribe's Office] (Focus: Research) -> +1 RP/Day 
· [Alchemist's Lab] (Focus: Research) -> +3 RP/Day 
· [Grand Library] (Focus: Research) -> +10 RP/Day 
· Hiring a named NPC (like Zahra the Alchemist ) provides a major bonus (+20 RP/Day).
· Step 4: The Reward (Unlocking a New Tag or Edict): Completing the Research Project unlocks a new, permanent, deterministic option.
· Example 1: Tech Reward: Project "Study Aethelan Engineering Tome" (500 RP) is completed.
· Reward: New Project Unlocked. The player can now build the [Aethelan Aqueduct] tag (Cost: 1000 GC, Effect: +1 Food to all Farm tags).
· Example 2: Ritual Reward: Project "Decipher Blood Ritual Tablet" (300 RP) is completed.
· Reward: New Edict Unlocked: "Ritual of the Blood Moon" (Cost: 10 ❤️ Loyalty, 1 👥 Population; Effect: Cures the [Blighted Crops] tag ).


XI. Player Hooks
The player can:
✅ Study alchemy or hire alchemists
✅ Build secret laboratories beneath estates
✅ Seek relics in ruins or auctions
✅ Make pacts with spirits or forbidden scholars
✅ Sell magic to nobles, priests, or warlords
✅ Use relics to gain advantage in war or trade
✅ Uncover ancient secrets to become a kingmaker
✅ Restore Aethelan technology and found a new empire
✅ Decide whether magic returns to the world… or stays buried
The player may become:
· The last archmage
· The first technocrat king
· The prophet of a reborn god
· The liberator of knowledge
· The tyrant of mind and soul
· The one who lifts the world
· Or the one who plunges it into a second apocalypse

Final Truth
Magic in Aevum is not fireballs and wands.
It is:
· Knowledge buried under blood.
· Power wrapped in taboo.
· Salvation that looks like damnation.
· A history the world tried to forget.
It is the Hidden Flame—the light that built the Empire…
and the fire that burned it down.
And one day, someone will master it again.
The only question is… will it be you?





