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Player Character Races

Humans

From Cor, Selentine, Khitai, Native

Khitai

Ruled by the Heavenly Emperor and his ‘Ten-thousand Eunuchs’ the Eternal Empire is the leading nation of the Lands Under the Roof. The Ever Victorious Army is at the forefront of the military arts, whilst the efficient and fair eunuchs run a civil service, which closely regulates the people and the economy ensuring all is in accord with the Emperors will. 

Claiming descent from the first mythical lords who broke from the Kuftian Empire when the Cor invaded the Lands two millennia ago the Heavenly Emperor holds a mandate to rule the world. Although individual Emperors may live and die the eunuchs and the mandarins hold a clear path through times of strife and plenty alike, through civil war and treason.

Now though, their hegemony is threatened. The Fu-anese provinces have broken in revolt and a costly war drains the Ever Victorious Army there. The Selentinian & the Duergar break into once protected markets with new machines and techniques, fermenting social revolution and a breakdown in the Mandate. Meanwhile the Commune and the Kingdom of Corvinia dance around the southern border encroaching across the Barrens with promises of aid and support.

In the Sunset Isles lies Khitais great future – and here they are at their weakest. Separated from the Lands by a thousand leagues of trackless ocean the Mandarin of the Western Seas can hold the island of Nao Khitai but can exert little authority over the seas and isles outside the range of his remaining War Junks. The new settlements on the coasts of the Gulf return a trickle of gold and artefacts sufficient suck the best and brightest away from his court in search of the source only to die of jungle fevers or on Tenochlican sacrificial alters.

Still, the Khitains are a powerful force – their early leadership allowed them to seize rich areas of the islands of Chuan-ti and their plantations return plentiful harvests of sugar beets and maize, yams and rice. ‘Dare to die’ volunteers are renowned as the mightiest of pirate hunters and only the latest galleons can match the five great war junks in cannon and sailing ability. Also, Port Wan-Chu boasts the only true magical academy in the Gulf. Its students are fine practitioners of the magic arts and loyal to the mandarin and the Emperor.

If the upstart settlers from other nations want a piece of the Empires rich pie, they will find they have to pay for it in blood.

The Selentine Colonies

If the Khitains are a model of unity, then the Selentinians are a model of anarchy! Every city-state seems to have it’s own colony and a constant near war brews across the Selentine lands. This constant turmoil ceases only as commercial opportunity beckons or outsiders threaten, and individual merchant-venturers and companies are forever opening new trade routes and opportunities.

Their latest designs of galleons patrol the seas, one week trading and the next raiding the unwary. Selentinians are at the forefront of the arts, architecture, shipbuilding, firearms, agriculture and the constant competition amongst the merchant princes means these new developments are rapidly implemented and disseminated.

The Commune and the Kingdom of Cor

The dour agents of the Commune would appear little at home in the sweltering heat of the Gulf. However, their dedication and commitment to the rights of man mean that their brand of puritan democracy has established itself well in the southern reaches of the Isles.

They are in close proximity and occasional conflict with the colonies of the Kingdom of Cor, which are run by agents of the King Louis of the house of D’Asard.

Surrounded as they are by more powerful hostile forces the two branches of the Cor state work uneasily together to play the Khitains off against the Duergar, and the Duergar off against the Selentinians, whilst retaining their own independence.

The Sea Isles to the east provide an excellent stepping-stone for the steady influx of cash and colonists that keeps the Cor colonies running. Although not the richest, nor most numerous of the Landsmen colonies they are the best sited to explore and exploit the southern continent and it’s teeming jungles and broad savannahs.

The Natives

Although divided into a thousand tribes, all the natives of the Middle Isles share a similar problem – the Landsmen are overrunning them. Though the genocide of the Henninga appeared to open a new age for them, they were merely replaced by new Landsmen colonisers.

Equipped with stone or bronze tools at best, and with far less productive agriculture the native tribes are being extirpated year by year. New diseases, which the shamans cannot cure, ravage the tribes whilst firearms and steel swords shatter the bodies of the warriors. Some tribes (the larger, more organised and politically aware) are negotiating agreements with the invaders, trying to turn them against their hereditary enemies, many are purchasing guns from unscrupulous traders but all are facing a grisly fate.

Masters of hunting, incredibly knowledgeable of their lands and seas, and possessing a rich (if primitive) culture and spirituality these ‘noble savages’ are still vicious fighters and headhunters. Their shamans know the names of many spirits and even from the slave plantations the drums can be heard beating.

Rumours of the powerful Ininka and Tenochlican to the West give some hope that the Landsmen are not invulnerable, and whispers of a native civilisation along a great river to the north of the Sunset Gulf offer a promised land from which all manner of miracles may come.

Racial abilities (all cultures):

Bonus feats as per 3rd Ed.

Classes: 

Landsmen – Any except Barbarian, Druid, Monk*

Native – Any except Wizard, Paladin, Monk

*(Monks available to Fu-anese & Khitain only)

Duergar

‘Greedy as a Duer’ is a saying widespread around those who encounter the Duergar. Their appetite for land, gold & goods is second to none, and their stubborn cunning means they usually get the best of any deal no matter how little they are trusted.

Traders beyond par, they are split into two broad factions. The Progressives hold the great ancestral mountain citadel of Duerham in the old world and represent the bulk of the Duergar. They hold that all Duer are created equal, and no despotic oligarchy will rule the their races destiny. Every Duergar has a say in their government and every clan is free to pursue their own trade. Seeing great opportunity in the Sunset lands, independent groups have carved out their own mini trade empires based off the island of Molochssatama.

The Loyalists still hold to the ancient Syndicacy, a cabal of the most powerful families who ‘guide’ their people towards their best interests. Only in this way can a stable development be assured, and trade flourish. They are currently under the sway of the Dukes of Swan Vale in the mountains of the Roof of the World, but have energetically colonised Baalssatama under the benevolent aegis and iron fist of the Marquis-Syndic Dereykos ur-Akesh, a grandson of the original Moromor, Duke of Swan Vale. 

Short and sturdy, the Duergar race is high in intelligence and schooled in a tough melee of politics and trade. Even if not trusted by others they are at least respected. Their manufactories and farms are becoming a modern marvel as machineries replace slaves, and their savants push ever further forward with research into metallurgy, shipbuilding, agriculture and the magic arts.

Racial Traits

+2 Con, +2 Int

-1 Dex, -1 Cha

Low light vision

+2 racial bonus vs. poison

+2 racial bonus on appraise checks related to stone or metal (or two linked fields that the characters clan is involved in, e.g. horses & foodstuffs for a food trader clan)

+2 bonus on craft checks relating to the clans speciality (e.g. boat building for a sailing clan)

Favoured class: Wizard

Classes: Cleric, Fighter, Rogue, Wizard or Sorcerer

Llios Alfar

Warrior-poets and sorcerers beyond par, the Llios Alfar are a graceful, self-possessed race of terrible beauty and fierce passions locked within hard granite resolve. Their history is one of tragedy and fierceness. Their bastard offspring are the Alfar, the head hunting arboreal barbarians of Tuane A’Athor, the Great Forest, who fled from the shattering blows of the Cor migration. The learning and mental powers of the Llios Alfar give them access to the great secrets and it is said that they are as beautiful and graceful as their fallen brethren are savage and wild.

The Llios Alfar in the Sunset Gulf are the last remnant of their race. A hundred years ago, as the Lands Under the Roof convulsed in civil war and conflict, a hidden cult of Ice worshippers emerged into the mainstream of the Llios Alfar cities and fastnesses. They murdered the leaders of the noble brotherhoods and councils and plunged into a new dark age – those who did not submit to the will of the Ice were tortured, and then sacrificed. Only a few, the Remnant, resisted the Ices blandishments and escaped to the Lands.

When the mercenary armies of the Selentine states struck to eradicate the canker in the high mountains to their east, it was the Remnant that formed the shock troops and that unlocked the secret ways that betrayed their races great citadels.

This grisly task done, and with the Llios Alfar nation destroyed in the war or in ritual suicide at the shame of their fall, the survivors scattered across the lands. As the Ekwesh began to attack the Lands they banded together to fight against the Ice, determined that its servants would not win. Again, they were the forlorn hope in every battle, the scouts, and the terror that would strike Ekwesh camps like a whirlwind in the night.

When the fighting in Lands was over they bartered for, and received, a part in the Grand Alliance that carried the war back to the Sunset Isles. For a third time they fought in the vanguard – first through any breach in a citadels wall, first onto the decks of the Ekwesh longboats at sea, first ashore to wade thru the bloody surf and butcher the women and children who came boiling out of the villages to kill and main the Landsmen. 

When the butchery was done, and the Alliance starting to crack, they seized Tortuga and bartered powerful protections from the great leaders for the right and title to this land, to be held in perpetuity for their service.

On this bountiful island the Remnant settled down, to look deep and hard at their deeds. They brought those families that had remained behind in the Lands, and commenced to make Tortuaga a haven from strife. Living at one with the nature on the island they shaped elegant towers from its rocky crags, sweeping tree houses from its great trees and commenced a life of solitude and contemplation, dwelling mainly in small family groups. Their martial traditions have been kept alive as sport and training, and their magic’s have warded their homes well.

Although the well-protected harbour had been abandoned, others saw its usefulness. Pirates and outlaws moved in. They brokered a rough peace with the Remnant and as long as they do not stray from the bay, they are allowed to stay. The Remnant do not broke interference from outside so this bustling town has become a haven for the baser elements of the Gulf. No government dares to offend the remaining sorcerer-warriors of the Llios Alfar as they remember their fierceness all too well. In return for this protection the Llios Alfar receive trade goods, metals and knowledge of the outside world that would otherwise elude them.

Though most remain locked away in contemplation, some few less world weary or younger Llios Alfar still sail the Gulf and the Islands, often in the company of the basest rogues of the sea.

Racial Traits

+2 Dex, +2 Cha, 

-1 Con, -1 Str

Immune to Sleep spells, +2 racial save vs. Enchantment spells & effects.

Lowlight vision – twice as good as a human in moonlight, torchlight or twilight. 

Proficient with long sword or rapier, as well as self-bows.

+2 racial bonus on Listen, Search and Spot checks.

Favoured Class: Sorcerer

Classes: Bard, Fighter, Monk, Rogue, Sorcerer or Wizard

Alfar

Some few Alfar have come willingly to the Sunset Gulf. Forsaking wandering their forest home and ambushing other tribesmen and travellers before torturing them to death, they instead wander the sea-lanes with the worst pirates and brigands, ambushing other ships and torturing the crews to death.

More have come as slaves or captives of the Selentinians or Khitains, chained as captives in the stinking holds of the galleons before being worked to death on the sugar beat plantations of the Isles, or in cutting back the trackless jungles around their captors settlements.

A whisper runs through the slave camps though, one that promises freedom from the masters and a day of bloody reckoning…

Racial Traits

+2 Dex, +1 Con

-2 Cha, -1 Int

Immune to Sleep spells, +2 racial save vs. Enchantment spells & effects.

Lowlight vision – twice as good as a human in moonlight, torchlight or twilight. 

Proficient with all spears and javelins, as well as self bows.

+2 racial bonus on Listen, Search and Spot checks.

Favoured class: Barbarian

Classes: Barbarian, Bard, Druid, Ranger, Rogue or Sorcerer

Highmen

The aristocracy of the Kingdom of Corvinia retain a distinct genetic makeup from their subjects. Although the arising bourgeoisies maybe usurping their wealth, position and political power the Highmen still cling onto their pride and title. Direct descendants of the Cor tribes who overthrew the corrupt and decadent Kuftians, they are tall, thickset and noble of bearing. 

Small in numbers due to millennia of interbreeding with the native common men, they have still exerted a disproportionate force on Corvinian, and Landsmen, history and are amongst the most vocal proponents of the Kingdoms (and indeed the Communes) manifest destiny in the Western Isles and Sunset Lands.

Racial Traits

+1Str, +1 Cha

+1 Fortitude save

Favoured Class: Any

Classes: Cleric, Fighter, Paladin, Wizard, Rogue or Sorcerer

Orcs

Bred by the Kuftians as slave-soldiers, the over throw of that evil empire and it’s destruction by Cor armies and it’s own corrupt magic’s freed the Orcs to fulfil their own destiny. For most of Landsmen history they existed as a barbarian race infesting the mountains of the Roof, at times raiding the lowlands, and at times being ruled by them.

After being instrumental in the extirpation for the great Henninga horse nomad invasion half a millennia ago, a new sense of nation was kindled within their hearts. Their scattered mountain tribes formed a confederacy and grew in political cohesion and confidence. 

During the civil wars and conflict before and after the Sea Peoples invasions the Orcish mercenary ruled the battlefield. Their widespread and early adoption of the pike (adapted from the Duke D’Asards corps of janissaries) allowed them to break the power of the mounted knight and steam roller other infantry formations). Whilst not inclined towards wizardry, their clerics proved able to block or divert other magical attacks that may have broken them up.

Although the Khitain use of firearms has broken this monopoly, the Orcs are still a powerful force, their economy founded on the strength of their young men in war. A sadness runs through their race, however as more and more of their children are born as twisted goblins – the Svarts. Whilst Svarts are prolific breeders, as well as tough and strong, they share little of the Orcish talents to organisation, discipline and industry. 

Being of a landlocked nation, they have no colonies in the Sunset lands. However, individual Orcs or even entire mercenary companies have found great employ here as guards and marines.

Racial Traits

+2 Str, -1 Int, -1 Cha

Dark vision

+2 Fortitude save

Favoured class: Fighter

Classes:

Any

Halflings

The original non-human inhabitants of the Isles are a short, swarthy race of fierce cannibal pygmies. Whilst they lived in equilibrium with the similar human tribes of the Isles, both races are being edged out by the more populous, better equipped and more organised Landsmen. Stone tipped spears and poison blow darts do not fare well against firearms and mass produced protection spell amulets.

Implacable in their opposition to the Ekwesh, some few fought alongside the Landsmen in the Alliance. Most stayed on the fringes and picked off the weak on both sides. Now, they struggle to maintain their ancient lands and seas against a tide of better-equipped and stronger Landsmen. 

Although not strong, their life has made them masters of the cunning ambush or the poison dart from the undergrowth. Their witchdoctors practise rites to make them invisible or speak to the dead. It is said by the more superstitious Landsmen that even in the new cities and plantations their captive spirits can plague a mans nightmares until he dies of fear.

A few walk the ‘civilised’ streets of the Isles but are given a wide berth by the cautious citizens. They do not hold with or understand the proper etiquette for duelling, or for laws they do not agree with, or even with the Code (the laws by which the pirates of the isles live), and as such are strangers in a strange land. In their tribes, if a fellow is a friend then a halfling will stand by him for life; if he is not then he is less than a beast. This view means their interactions with the new come Landsmen are fraught with conflict, and year by year they lose more islands as tribes fall to disease, steel weapons and applied magic. 

Racial Traits

+2 Dex, +1 Con, +1 Wis

-2 Cha, -2 Str, -1 Int

Small: +1 size bonus on AC, attack rolls and +4 size bonus on hide checks. They must use smaller weapons than medium sized characters, and their carrying capacity is only three-quarters that of medium sized characters.

Base speed 20 feet.

+2 racial bonus on Climb, Jump and Move Silently.

+1 racial bonus on all saving throws.

+2 morale bonus versus fear.

+1 racial attack bonus with thrown weapons.

+2 racial bonus on Listen checks

Favoured Class: Ranger

Classes: Barbarian, Druid, Fighter, Ranger or Rogue
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