
Derek Floyd (dfloyd84@yahoo.com, http://derekfloyd.wordpress.com/) 
 

Nations 

Arcania 

Before Arcan 
 The epoch of the Arcanian Calendar was the settlement of Lake Taldor, approximately 
one thousand years after the Shattering and the fall of an ancient empire. Arcanian historians 
claim that this epoch was decided because ancestors of Trian Arcan organized the settlement and 
eventually formed its monarchy. 
 The empire’s sole surviving state, the Kingdom of Jos, traded with the Taldor settlement. 
Taldor, in turn, grew until it formed its own monarchy. As Jos gained economic dominance, 
King Loren Taldor claimed that King Shivan Jos was conspiring to overthrow him and take his 
land, provoking the first Crowns’ War, which ended with Taldor losing land to Jos in the east, 
and both had to deal with orcs and goblins in the south. 
 Neither realm could effectively deal with the orc and goblin raiders, having expended 
their military strength against each other, but the elves of Arddun Seren sliced through from the 
west, out of the shadows of the Border Mountains, saving the human lands from devastation. 
Taldor opened diplomatic relations with Arddun Seren and started trading with them. 
 Almost fifty years after the end of the Crowns’ War, Taldor had reclaimed most of their 
lost land and glory. However, Shivan Jos’s son, Alban, resented Taldor’s claim on trade with the 
elves, and shortly after he took the crown, he allegedly sponsored an assassination attempt on 
Taldor’s crown prince, which sparked the second Crowns’ War. 
 Taldor’s ambassadors to Arddun Seren requested aid, but the elves refused to fight for 
humans. Alban Jos pushed his way upriver toward Lake Taldor, but Taldor’s elf-trained archers 
stopped his advance. While Jos and Taldor engaged in battles of attrition, the small province of 
Kant, south of Jos, subverted the trade that kept Jos’s war machine going by opening its ports to 
traffic that hesitated to trade with a nation at war. Without supplies, Jos was forced to fall back, 
and with a treaty signed in Arddun Seren, the borders returned to their pre-war status. 
 Taldor and Jos let their anger for each other simmer, while Jos turned its attention to 
Kant. Eventually, Jos absorbed Kant and punished its citizens for harming Jos’s war effort, 
revenge one hundred years in the making. Taldor would not stand for such treatment, and when 
diplomatic solutions as set out by the Arddun Treaty failed, Taldor declared war. With the 
oppressed people of Kant fighting on their side, Taldor decisively won the third Crowns’ War, 
sending the Jos family into exile and claiming their kingdom. 
 

The Rise of Trian 
 With Taldor the sole human nation east of the Scorched Waste, the kingdom entered a 
state of cultural stagnation for centuries, until the rise of Trian Arcan. When Trian’s sons married 
into other noble families and pledged their loyalty to him before the king, Trian was charged 
with high treason. Trian and his sons raised their private militias against the Crown, presenting a 
united front against Taldor’s armed force, and swiftly approached the gates of New Dalengard, 
demanding the king’s surrender. When he received no answer, Trian stormed the castle, to find 
the king dead by his own hand. 
 The civil war had claimed most of the legitimate heirs to the crown, so Trian declared 
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himself king of a new nation, Arcania. To legitimize his rule, he claimed to have received visions 
from the gods ordering him to oppose the Taldor monarchy. No cleric within the nation refuted 
his claim; whether it was a legitimate vision or they merely supported his claim due to the 
Crown’s increasing control over ecclesiastical affairs is disputed. He appointed his sons to 
administer the far-flung regions of his new land, while he set about renaming landmarks to 
remove the names of Jos and Taldor from the land. He also introduced a new calendar, “Arcan’s 
Calendar,” as it is called, dating from the settlement of Taldor in order to legitimize his 
announcement of a new era. 
 Of course, most of the provinces refused to recognize Trian’s authority, and the civil war 
continued for five more years before Trian could finally cement his control over the lands 
formerly under the flags of Taldor and Jos. 
 To revitalize the devastated nations, Trian started expanding the borders. His methods 
were cruel and ruthless; his southward expansions nearly wiped out the nomads, who only 
survived because they could move faster than Arcan’s army. The expansionist period ended 
when Trian died. His successor, his eldest son, ordered that it cease because it was too expensive. 
 Trian II reigned in the 13th century, the first Arcanian king to take the name, and 
instituted a program to romanticize the first Trian’s life, downplaying the bloodshed that 
followed his unification of Arcania. The program largely succeeded. 
 Trian VI resumed his ancestor’s expansions, stretching the country’s finances thin. He 
started enacting new taxation laws and increasing the scope of regional taxes; he infamously 
enforced the maritime patrol tax on mining camps in the Border Mountains. He ignored his 
people’s demands for representation and ordered his armies to crush tax resisters. In early 1580, 
a coalition had formed to oppose Trian’s policies with force. Their leader was a charismatic 
officer in his own army named Dolf Marot, who saw the barbarism his fellow soldiers had 
committed in their king’s name and swore to end it. He raised his own standard: a silver dragon 
rampant on a green background, and declared war on his sovereign. 

The Interregnum and Civil War 
 After two years of fighting, the Republican forces had driven Trian VI, his family, and 
their loyal supporters into exile in Saltaria. Marot’s lieutenants offered him the throne and crown 
of Arcania, but he declined. He did take the position of Head of State, taking the new title “Lord 
Protector,” meaning “a lord who protects his people,” and ruled as the leader of an appointed 
cabinet, to which he delegated most of the power, making sure that nobody had too much. 
 The Interregnum lasted sixteen years, when a young man claiming to be Trian VII Arcan, 
rightful ruler of Arcania, organized the few remaining Arcan loyalists under the gold dragon 
rampant and declared war against the Protectorate. Lord Protector Marot’s subordinates lost 
several key battles that allowed the loyalists to force a battle in the streets of Arcania City. When 
the battle ended, Lord Protector Marot and most of his cabinet had died, and Trian walked into 
the throne room of Castle Arcan and took his seat. 
 However, several other claimants to the throne accused Trian VII of being a pretender, 
having no real Arcanian blood. He mobilized the army to fight these claimants, and fighting 
lasted for two years, until the opposition produced hard evidence of Trian VII’s illegitimacy. 
Popular support quickly fell, and only a handful of die-hard loyalists remained to defend Trian 
VII as he tried to make his escape from Arcanian territory. He was chased down, returned to 
Arcania City, and publicly executed. The time of the false Arcan’s reign is traditionally included 
in the Interregnum period, bringing the official length to twenty years (1582 – 1602). 
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 When the true Trian VII was located and re-instituted as king, he was forced to sign the 
Republic’s constitution, legitimizing the establishment of the elected Parliament, who would 
retain the power to overrule decisions of the Crown. 

Modern Arcania 
 By the 15th century, the nations to the west had experienced cultural and industrial 
revolutions. New technology could do in one day what five men would take up to a week to do. 
Although it could revolutionize Arcania’s economy, the Crown feared what it would do to its 
power base, having just survived two civil wars and the Interregnum, and issued a royal decree 
forbidding trade in industrial machines. This decree did have an economic effect, but the political 
ideologies that had evolved during the revolutions were more threatening to the monarchy. In 
response, the monarchy developed a stronger army, indoctrinated to support them above all other 
causes. 
 The Terricks, a clan of gnome artisans, came to the attention of the Crown shortly after 
this decree due to their skills with designing and developing machinery. The Crown offered to 
style the Terricks as Royal Artisans in exchange for exclusive access to their developments. The 
heads of the clan signed the contract, and the Terricks have been at the forefront of Arcania’s 
technological development ever since. 
 Calvin IV Arcan was the last king of Arcania to also hold the title of Emperor. Political 
pressure and several revolutions threatened the stability to the Arcanian Empire, but King Calvin 
could not find a resolution through force of arms. After spending thousands of lives trying to 
fight the rebellions, Calvin finally bowed to international pressures and resolved the situations 
diplomatically, granting independence to the last colonies, and officially ending the reign of the 
Arcanian Empire in 1681. 
 Trian IX Arcan ruled in the early 16th century, and officially restored the names of the 
last kingdoms, renaming Othe to Taldor and Jamiston to Joston, each city the former seat of 
power in those nations. When he did so, he decreed that forgetting the past would condemn the 
people to repeat it. 
 The last 80 years of Arcanian history have been well-recorded: as a young prince, Trian 
X Arcan led a division of the Royal Army to answer the armed rebellion of a deranged wizard of 
fiendish blood, Dyphise Honzonoto, and Trian defeated him in single combat on Thieron’s Plain. 
Rather than kill him, Trian ordered him into exile in the Scorched Waste. 
 During Trian X’s reign as king, Furindi invaded Saltaria, and Trian sent aid to his ally, 
including the tactical mind of his son, Dion. The conflict lasted from early 1736 to early 1738, 
and most of the details were suppressed in Arcania, because they concerned Furindi’s use of 
personal-scale firearms. 
 Unknown to Trian, Dyphise had housed himself in the Border Mountains near Furindi, 
and obtained the corpses of dead soldiers and civilians from Furindi to create an army of undead, 
which he threw against Arcania’s military to distract attention from his true goal. Trian rode out 
to Thieron’s Plain again to oversee the campaign and possibly force Dyphise to come out of 
hiding. The wizard teleported into the Royal Tent, intent on using the element of surprise to 
attack Trian, but found only Princess Kathryn Latrel Arcan and Erica Baker, apprentice Royal 
Blacksmith. He captured both of them and destroyed the tent to cover his escape. 

His Majesty ordered Sir Scott MacDougal to hunt down Dyphise, seconding Lady 
Nayrene to his mission. Officially, Sir Scott slew Dyphise and rescued the Princess, but Erica 
lost her life, his squire Rowin Baker (brother of Erica) deserted his position, and Lady Nayrene 
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aided his desertion. 
 In 1745, the Royal Knights were taxing their manpower to root out a cult of Inaree and 
track down and apprehend the notorious sorcerer-thief Iyanor Greenwyrm. The cult responded 
by sending a force of einherjar (spirit soldiers) toward Arcania City, armed and armoured with 
fantastic weapons and technology from far across the ocean. The army smashed the city, but the 
army and Royal Knights prevented a complete massacre. The cult’s leaders appeared and 
requested terms of surrender: if Rowin went with them, the einherjar would withdraw. Rowin 
agreed, having returned from desertion to face the consequences of his action to spare the city 
from complete destruction. Despite being captured, Rowin managed to kill the cult’s supreme 
leader, and her subordinates disappeared from Arcania. 
 When the army of einherjar approached Arcania City, the defenders called for help from 
various peasant militias. The calls were not heeded, and the Royal Army and Royal Knights had 
to defend the city without outside support. Subsequent investigations revealed that the cult of 
Inaree had subverted company clerks in nearby garrisons, who had intentionally buried the 
requests for aid. 
 The victory was costly. The vast wall that had surrounded Arcania City was partially 
reduced to rubble. Hundreds died, and thousands were wounded. The image of Arcania as 
virtually invincible had been shattered. The existence of industrial technology could no longer be 
suppressed. The military captured some of the technology and turned it over for study and 
reverse-engineering. 
 The vehicles that were captured led to the creation of steam engines, as the Terrick 
gnomes of Arcania R&D could not decipher the fuel that the original engines required. Even as 
they worked on creating their own technology, the peasantry started growing unhappy; they had 
been deceived for generations, denied access to machines that could vastly increase a farm’s 
efficiency. Peasant revolts occurred almost monthly for the next ten years, causing severe 
damage to the country’s economy and already shaky morale. Finally, Trian X relented and 
authorized the development of steam-powered farm equipment.  However, the royal decree did 
not produce a finished product overnight, and it took two years before a viable production model 
of a mechanized crop picker was completed. The Terricks estimated its cost at 150,000 Arcanian 
crowns, far beyond the reach of a farmhand, so the land-owning noble houses had to purchase 
them on their tenant farmers’ behalf. 
 The implementation of this new industry had side effects that the Terricks had expressed 
unheeded concerns about: the landowning nobles no longer needed as many farmers as they did 
ten years before, so displaced farmers became a common sight in Taldor, Joston, and Arcania 
City. Some tried to find employment in the cities, but they had to contend with countless others 
in the same situation. Overpopulation became a problem, and it brought starvation and disease 
with it. 
 
Major Cities 
 Arcania City: The capital city of Arcania is a sprawling walled city. A fast-flowing river 
forms a natural moat for Castle Arcan, the ancestral home of the House of Arcan. While the king 
oversees affairs of the nation, Arcania City itself is governed by a mayor and eight councillors, 
and the Mage Council governs the use of arcane magic within the city. The Church of Tyr is the 
largest and most influential religion in the city; several kings have spent time in the seminary, 
either as clerics or paladins. Several wealthy landowning families exist in Arcania, including 
House Findlay and House Elm. Although they have no executive power, the noble houses aspire 
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to have their members placed in city councils and other positions of minor political power. The 
Arcanian military maintains its academy within the walls of Arcania City, and soldiers of the 
army serve as the city’s peace keepers. 
 Joston: Located north of Arcania City, Joston was originally the capital city of the Jos 
Kingdom, where the Jos family ruled from Dalengard Castle. As the nation expanded south, the 
capital was moved to what is now Arcania City, leaving Joston to serve as a northern port. Once 
a bustling port city, most of the trade that kept the city going dried up after the fall of the 
Saltarian royal family. As the people of Joston slowly trickled south toward Arcania City and 
Taldor, the noble families who unofficially rule the city looked eastward, to exotic lands across 
the ocean for potential trade partners. The city of Joston is built on top of an ancient dwarf 
clanhold and around Dalengard Castle. Joston has recently rebounded from the economic 
recession, struck trade deals across the ocean, and now competes for trade with Arcania City. 
 Kant Tam: One of the southern-most cities in Arcania, Kant Tam requires an active 
military presence to keep the savage humanoids at bay. A craftsmen’s guild, the Blades, wields 
considerable political power due to their contribution of equipment to the militia. Kant Tam was 
once an important city during the time of the province of Kant, but after the Jos took control, 
they virtually destroyed the farming community that made Kant Tam thrive, forcing the 
population to seek refuge elsewhere. The town has returned to its former glory under the rule of 
House Arcan, and supplies the army with some of its vegetables and grains.  
 Taldor: Taldor sits on the shores of Lake Taldor, at the hub of two major trade routes 
from Arcania City: one goes across the plains to the west and the other north into Saltaria. In 
1764, orcish raiders attacked with demoniacally-possessed wildlife and caused major damage to 
the city. Although the city has been rebuilt for some time, mages from Arcania City continue to 
study the area, searching for any possible breeding populations of the fiendish creatures. 
 
Other Major Locations 
 Border Mountains: The Border Mountains form the western border of Arcania. The 
highest peak is 17,000 feet above sea level. 
 Lone Mountain: A single peak sits half a day’s travel south of Arcania City. It was 
mined out decades ago, and the abandoned tunnels ended up in the hands of Miah Honzonoto 
and her cult of Inaree. 
 Sirrion Parade Grounds: For at least a hundred years, the Sirrion Parade Grounds have 
hosted spring and summer tournaments. At those times of the year, the hard-packed dirt plays 
host to hundreds of spectators and merchants, here to watch jousts, races, melee combat, and 
artistic performances. 
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