
The Fair Folk

A Collection of Articles Addressing Aspects of the History and Culture of the Fae of Edreja

Presented to the Bards’ Guild at the Gathering of Nations 1111 by Fama exCerebelli in return for the sanctuary that she found there

FBI

Fae Books, Inc.

CONTENTS

1. Five Facts for Forgetful Fey





PAGE
5

    – Fama exCerebelli





2. The Evolution of the Heartlands 





9

    – From the library of Sheikh Al-Fayed, author unknown

3. Flagha 









14

    – Fama exCerebelli

4. Translations from Falias






16

    – Avar & Fama exCerebelli



5. Study of the Fey 







20

    – Naziel D’Avonberg, Spring 1105

6. Seelie & Unseelie 







24

    – Firenzi Morghun

7. Tales of Prince Firenzi Morghun 





28

    – Stalik O’Mite

8. The Power of Belief 







33

    – Treacle Sunstone 

9. Teutonian Arcadia 







36

    – Remus Cerebelli

10. Akaria & the Warmasters’ Accord





39

    – Fama exCerebelli

11. Losing the Mists 







41

    – Fama & Aeneas exCerebelli

12. The Theory of Fey Gates 






43

   – Fama exCerebelli

13. Making Haven 








49

    – Fama exCerebelli

14. Fey, True Love & Edreja 






57

    – Stalik O’Mite

15. The impact of love on fey patterns 




55

    – Sylverant

16. Cold Iron Scarring 







57

    – Dr. Ra’Kais Tesla

1. Five Facts for Forgetful Fey 
    – Fama exCerebelli

Over the last eighteen months I have spoken to as many of my race as possible, from every faction, court and social rank. The results are dismaying – at least half knew nothing of their racial or even personal history. This paper is intended to provide those so afflicted with a few of the most pertinent facts, and perhaps even a signpost to discovering their own stories.

  

1. Arcadia 

If you go back to the beginning of history, we are Edrejan in origin. The first great fey city – Falias – was built on this plane. There are conflicting reports concerning the opening of Arcadia, and I am uncertain as to the exact date, method or cause, but for many centuries we ruled both realms.

Arcadia is not a plane, such as the elemental planes. Its nature is something unique. Popular mortal opinion places it on the Edrejan moon – another planet, in fact. I could not personally answer for the accuracy of this theory.

Within Arcadia the landscape varies considerably. There are countries that closely echo their Edrejan counterparts, such as Teutonia, and there are lands covered in mist, through which a few great cities emerge like islands, such as Erin. There are vast forests infested with Redcaps, and secret pockets locked away from all others.

Temporal and geographical progression is not linear, and this is largely attributed to the mists. These are not mists as mortals know them, however - they require great skill to navigate, and the ability to mist-walk is not universally possessed by Arcadians, but limited to those with power - the personal and social power of a fey corresponds to their control over their territory.

The mists act as safe borders and separations between the realms but they also form highways and shortcuts for those with the skill to use them. It is possible for someone to enter the mists at one point and to emerge at their destination, having bypassed undesirable areas along the way. This trait has also allowed Courts to claim dominion over regions that, to purely mundane geography, are separate. 

Following the Cataclysm of Fire, these mists began to fade until they were gone completely and all lands were physically adjacent. It is early yet to say exactly what the consequences of this will be, but the political ramifications are likely to be severe.

Your likely plane of origin will depend upon your age. The gates to Arcadia began to close many years ago, leaving inter-planar travel largely to the province of powerful lords. If you were born or created in the last few centuries, or more than 15 centuries ago, you are far more likely to be a native Edrejan.

2. Courts

The most fundamental attribute of a fey may be said to be his attitude, by which I mean his leaning towards a Seelie or Unseelie nature. Other races too often attach irrelevant moralities to these terms – moralities which are frequently wholly alien to our culture. 

As a race, fey are often focused to a point of intensity that mortals cannot achieve or understand. They are able to align their entire selves, both consciously and unconsciously, towards a particular goal or worldview. The division of self into Seelie and Unseelie is merely a racial extension of this focus. The existence of Courts seems to be an almost universally integral structure to fey society, but its manner varies depending on local beliefs. In the city of Falias, for example, the Seelie and Unseelie Courts co-exist in the same geographical location – one enters a different version of the city dependent upon one’s own subconscious nature. More commonly, however, the Courts are located in separate places. These can be delineated by season, altitude, or simply neighboring regions. 

SEELIE COURT: the ‘friendly’ Court, according to popular mortal myth. Where the Courts are determined or governed by season, the Summer Queen rules the Seelie and they are at their ascendancy during the warmer months. Where the Courts are differentiated by their attitudes towards contracts, the Seelie will follow the spirit, rather than the letter, of the contract. This generally means that they will not search out loopholes in the wording, but instead abide by the general understanding of the meaning. Potential complications can arise, however, if the general understanding is different on each side.

UNSEELIE COURT: conversely, the Unseelie Court is popularly viewed as ‘cruel’ or even ‘evil’. They tend to be the polar opposites of the Seelie in many ways, but inflicting a mortal morality upon the word is neither just nor wise. The Winter King rules here, where the seasons hold sway. Where contracts are common practice, the Unseelie tend to abide by the letter. That means that, if the wording is loose, loopholes may be found. This is not necessarily through any malicious intent, but merely following the contract to its logical conclusion.

WYLD COURT: wyld fey are not necessarily organised into a formal Court structure. Sometimes they may even be loosely contained within or affiliated with a Seelie/Unseelie Court. They follow the path of nature, at its most basic urges. Contracts are far less important to their society, although the bond of a given word is still powerful. Some wyld fey align themselves with a particular concept, such as Chaos – in many cases, this can be considered an even more focused expression of self towards that concept.

CELTII FEY: the first civilization, before the division of attitude was placed upon our natures. They might, perhaps, be regarded as the neutral or balanced Court.

3. Elder Race Wars

The Elder Races – fey, elves, dwarves and ologs – were brought into being by the Dragons, with the express purpose of aiding the hatching of Edreja. Of those four, we were the first and a particular responsibility was laid upon us: to be the gatherers of memories for the baby dragon.

The fey are immortal. We have unlimited time to explore and experience everything possible. Should we be killed, provided our bodies are buried in Arcadian soil, we will return with the Spring. When the Egg hatches, it will have the benefit of hundreds of centuries of continually developed experience – an invaluable resource.

The four Elder Races each built a magnificent city – Falias (fey), Murias (elves), Finias (dwarves) and Gorias (ologs) – and developed their empires over the centuries. The fey were largely concentrated around what was to become Erin, at least initially. At this time there was no division between Seelie and Unseelie. That split occurred only upon entry into Arcadia.

When the Younger Races were created, the first four took them as servants and slaves. After a few centuries, however, they became restless. They demanded freedom, equality, and the breaking up of the Elder empires. Eventually restlessness turned to rebellion, and the Elder Race Wars began.

Rather than choose between killing the mortals or losing our own lives, the fey elected to withdraw to Arcadia. The Dragon of Spirit aided us by drawing the entire city of Falias through also, before it could be destroyed. Control of the Gates is considerably easier from the Arcadian side, and therefore the drawbridge was metaphorically raised.

The racial memory of this event has lasted down the centuries on both sides of the war. Many mortals feel threatened by us, or distrustful, whereas fey are often unable to let go of the imperial mindset that was once legitimate.

4. Glamour

Although a fey’s individual glamour is not necessarily dictated by his Court, it is dictated to some extent by his (sub)conscious focus or self. Again, this can vary from place to place depending on common practices and beliefs. 

Some Arcadian nations teach their children absolute mental control over their personal glamour; for most, however, it is a physical attribute impacted by the subconscious. For example, a Teutonian Sidhe’s glamour is shown in the colour of their blood visible at the temples, which indicates which Court they belong to. Should they be exiled, or bound to a different Court, it may be that the mental trauma would alter their glamour sufficiently to change the colour. This is a magical impact on the physical, affected by the subconscious state.

The cause of this is our cardinal element – Spirit. We are a race of ideas, and the power of a concept has a great deal of effect. If a mental shift is made that is significant enough to constitute a change of personality – however slight – that new identity will be reflected in physical form. I have known fey to grow horns, change the colour of their teeth, or even lose their glamour entirely, as a result of major psychological alteration.

If you have forgotten your own personal history, it may be that the state of your glamour can provide some clues – either to your past, or to the event that caused such a memory loss.

5. Memory loss

There are several potential causes for your memory loss. Identifying which is applicable to you may go some way towards resolving the mystery of your past:

COLD IRON: This is the one metal that can truly kill us, and to use it on another fey is a capital crime. There are biological explanations, but I will leave them to experts (see Article 16 of this volume). Suffice it to say that cold iron removes fey from the cycle of rebirth. If, however, the weapon does not kill but only scars, then we suffer a different sort of death – the death of identity.

Even though the physical scar can be removed by healing, the mental damage remains. Over the following months, or even days, it slowly leeches away the memories and sense of identity, until there is nothing of the individual remaining. The extent of the damage is often indicated by the waning or shifting of glamour. 

If you have lost your memories, and carry unexplained scarring, I would recommend that you seek out Lady Treacle at the earliest opportunity to be examined for cold iron damage.

CONTRACT: As previously mentioned, we are more subject to the power of suggestion than other races. I have known a fey sign a contract that metaphorically negated their former life, and consequently lose all memory of that life.

This really should not require stating, but BE CAREFUL WHAT YOU SIGN.

EDREJA: For a reason that I do not understand, Edreja itself no longer seems to tolerate us with the same affection that it once did. Perhaps – like a fractious infant – it has a new favourite race, and the privileges of the old are revoked. Alternatively, it may be simple culture shock, having to live within mortal civilizations and a steady temporal progression. This does not seem to affect those fey born on Edreja – or at least, not to the same extent. 

Whatever the reason, the longer fey (and particularly the Arcadian-born) stay on the mortal plane, the harder they find it to retain their true identities or even culture. This should not, however, lead to complete amnesia. If you have some memory or sense of identity remaining, it may be that this is the cause.

SUBCONSCIOUS SUGGESTION: Once again, we are affected by our own minds. If, for whatever reason, you made an independent or subconscious decision to forget then it will have ensured that your memories are buried so deep that you may require magical assistance to uncover them. The power of suggestion can take instant effect, and be enduring down the centuries.

2. The Evolution of the Heartlands 

    – From the library of Sheikh Al-Fayed, author unknown

The first Race to live upon Edreja was the Fey. The first and true Fey have always lived their lives as they wished, and took forms that pleased them. They drew their sustenance from the very essence of their homeland of Arcadia.

However, some True Fey became obsessed with their physical form, and withdrew from Arcadia for long periods of time to explore the shapes that they took. Gradually over hundreds and thousands of years, these True Fey were deprived of their sustenance of Arcadia, and became trapped into the physical shapes they had decided to take. As their patterns stabilised they became the forms that they had chosen to imitate or experiment with. Some of these were inert forms, rock, trees, plants, etc. Yet a few in their quest to find the perfect form took upon the shape of humanoids that were to become elves.

Others journeyed deep into the insubstantial fundament, and crossed into a deeper plane. Here, they discovered many dark things, and being away from their homeland for long periods of time, drew sustenance from this darker essence. As they drank of it, so it changed them, and for the first time the True Fey knew evil.

One amongst those who had journeyed into Darkness returned after many aeons to the Homeland in Arcadia. Those who had remained within the land first learned of horror when they looked upon him, for he had become Darkness and evil personified. Seeing that his brethren now held no love for him, this Evil used the power of that which he had learnt in the darkness and rent Arcadia itself, nearly destroying the homeland of his people.

Yet the True Fey of Arcadia fought back, and one amongst them found a way to cast the Evil from their land. He became known as the Good. A long time he fell, back into the darkness from whence he came. Yet he was not defeated, and the True Fey knew that in time he might return, as might others who had journeyed nearly as far into the darkness. The only way to preserve their home was to seal it shut. To do this, one from amongst their number was selected to travel forth around the realm of Arcadia, and to wall it in. These walls were woven from the very fabric of the land itself, and he who wove them was forced to remain outside to guard and maintain what he had made. This one amongst the True Fey became known as the Law.

The sealing of Arcadia left all amongst the True Fey peoples, who had journeyed forth, trapped within the lands and forms they had chosen to inhabit. For without a connection to the essence beyond the rent whence they had come, they could maintain no connection with what they were. Instead they drew their strength from the places in which they had travelled to, and lost much of their ability to change.

Feyrie Glamour became a myth and Fey are no more able to change form than Elves or Dwarves.

Only a short while after this occurrence, one from amongst the True Fey above in Arcadia escaped from the land to descend to Edreja. Since the time of the Evil he had been changed by what he had seen, as he had witnessed the discord between the Evil and the Good, and it had touched him in some way. Never before had there been discord and indecision. This one from amongst the True Fey chose to study this matter long and hard. He travelled the full expanse of Arcadia, and could find no answer to the discord that had touched him, and now lay within him. Instead, he found the discord grew within him, consuming his original purpose. He also found he could pass through the Walls of the Law around the realm, and so after much frustration he did. This one became known as the Chaos.

He was not alone, sensing the threat that he encompassed; the Good followed in his wake, passing between the walls of the Law as they closed behind him. The damage that this caused to the defences around Arcadia was such that it attracted the attentions of the Law, who perceived the threat so severe that he abandoned his post to follow them unto Edreja.

Meanwhile the Chaos descended to Edreja, and came upon the First City of the Elves. His discord found no answer amongst the Elven peoples, yet it did serve to undo much of the work of the Law who had aided the Elves in their quest to shape the land as they would wish it. Discord struck the Elves, as they looked upon their brethren who had discovered the magics of Incantation, and were horrified.

Beneath the land, the Evil sensed the movement of his immortal brothers, and climbed once more to the surface of the Land. Having learnt a great lesson from his previous duel with his Good Brother, he now emerged to meet his brethren with guile in his heart.

To protect itself, and each from the other, the land woke one of the True Fey who had lain dormant within Edreja, and imbued him with all the essences of the Elements. He was Strata, summoned and given form to provide a centre between his brothers.

The Brothers met with one another, each was ready to fight its opposite. Yet the Young Strata stood in the centre and denied them all. As the days wore on the arguments became more strained, yet Strata grew stronger. Finally the Evil spoke at length about his plan.

So saying, the Evil offered of himself to begin a ritual that would forever bind the patterns of the five together. The young Strata, having seen only hatred pour from his brothers, was first to agree, seizing upon any chance of unity or peace between them that might offer itself. Strata’s first obligation was to defend existence itself, and since the Evil’s plan seemed to offer less damage to the cycle than a war might, he was willing to agree.

The next to nod in agreement was Law, whose purpose had always been to create order. This purpose might be wrong in part, but at least it was better than war, which could destroy everything.

With three in agreement, Good realised the balance remained against him. Only the elusive Chaos stood apart, and getting him to agree to anything would prove a struggle in itself. He agreed under duress, remaining vigilant, and planning to watch his Dark Brother for any sign of treachery. The hatred between them was all but tangible as they contested the matter, until finally the Evil smiled in triumph as his brother joined him. 

And then finally, as if upon a whim, Chaos acquiesced.

The power woven into the patterns of the five and of the land was such that it broke the First City. As war raged around the circle of the five, so the maelstrom built. Purpose tempered with passion formed to coalesce as a tool bent to the will of Evil.

Within the weave that they had constructed between them, Evil sent parts of himself to each of his brethren. These parts were sickening and twisted, designed to corrupt and infect them. And from them he sucked forth their fullest power, transforming himself. Thus the Evil used his brothers cruelly to shape himself into an Immortal, both in pattern and in physical form.

Yet the powers he wrought were not without cost. At the end of the Ritual the changes that had begun within him were deep and painful, and so in fear of his brothers’ retribution he was forced to flee into the pits and darkness beneath him.

Yet the Four Brothers who remained fared worse, each was drained by the betrayal, and could do little else but flee the First City as it rent itself asunder.

The escape of Chaos turned the fear of the True Fey into paranoia. If the walls they had established could be breached so easily then the Evil might return. And with no Law to guard them they remained vulnerable. Many amongst the True Fey withdrew to the upper reaches of Arcadia, striving to keep themselves pure; they clustered around the rent, and frequented the rest of the realm no more. These were later to become known as the Shining Ones.

In some places where the Elves were cast down into the deeper-most darkness they encountered the Evilren who had explored the lower planes, and slowly returned unto the world in a painful exhausting journey. These became known as Formor. Many of the Elves were captured and slain by these creatures, who bred with them, spawning other races. These became known as the Ologs and Urucks. These Lesser Races crawled forth from the earth to fight with the scattered Surface Elves, and war began anew.

Yet not all of the Elves remained upon the Surface. Some were caught in the destruction of the First City, and cast into the Darkness themselves. These Elves fared badly at the hands of their Dark Elf brethren, who mistook them for their dark cousins since they came from beneath the earth. The few remnants of these peoples withdrew into the underground and from all contact for a time. When they emerged, centuries later, they had changed. These peoples became known as the Dwarves.

Meanwhile in the Time before the closing of Arcadia, some amongst the True Fey had experimented with the forms of Animals. In doing so, they had lost or suppressed their intelligence, in favour of exploring the primal instincts of the different creatures they imitated. When they first became trapped in these forms, their only link to the intelligence they had known was a memory of what they had been. This memory became more obscure as it passed from generation to generation.

Over thousands of years, with what little remaining power of changing their form, they evolved, aspiring towards the qualities they had lost.

The first, and more powerful that achieved intelligence – those who had preserved more of the True Fey essence – evolved faster and became known as Beastkin. These creatures retained an affinity with the forms they had taken, and often retained much of the characteristics and instincts. However, despite the achievement of this change, by this time, the patterns within the Beastkin held no memory of what they once had been before they were beasts.

The last to achieve sentience were humans.

It was around this time that many amongst the Arcadians who had remained in Arcadia were persuaded to open its gates once more. The chief amongst those who had argued for the opening of Arcadia was one known as Danu (or Anu). Danu was one of the Oldest of the True Fey and had for a time been the Lover of Strata, before his decision to remain within the earth. She had travelled upon and within the earth, and had become fascinated with the life that she found. She had returned to Arcadia reluctantly, and was the first amongst her brethren to return to Edreja. She took upon herself a form much akin to that of mortals, and explored once more the wonders of the land. Man of the Arcadians who had been of her family, and mortals of the many races, chose to follow her, and to learn of her teachings. In her wanderings Dan sought Strata in the place where she had left him, yet never found him again. For his purpose and pattern had changed him, and he had forgotten much of his former existence. In her endless quest, Danu forgot to return to Arcadia to preserve herself, and gradually lost much of her former identity. In the end, as she felt her life ending, she returned one last time to Edreja, and sank beneath the land.

Yet the Chaos was not idle in this time, and the different Children of Danu quarrelled over her purpose and memories. They quarrelled too with their brethren of Arcadia who had not followed her. They also looked down upon the younger races, particularly the humans whom she had treated as equals. Witnessing the abhorrations of the Olog and Uruck races, the Fey decided to end the breeding of their race.

To achieve this, the Fey constructed with their magic a device that would end their ability to sire children. In this they were successful, however such a success also drew a price. In ending the chance of future generations of their kind, the device also mapped the genealogies of their entire race. As the power of Incantation drew upon this magic, so the device reacted with the uses of Incantation, causing the Elder Races to age with its use. The Fey were forced for their very survival to bury the device, and to forbid the continued practice of Incantation, removing the art from the study of all peoples upon Edreja.

The final intermingling of the species caused the emergence of the smaller races, who were to become known as Halflings. These were as varied in type as those who had come before them, and were the product of intermarriage between Fey, Elves and Man.

Man emerged and evolved upon the world of Edreja in many different places. In some, he was given guidance by other races. Yet in others he was not, and was forced to evolve alone. From the frozen wastes of the north to the deserts in the southmost lands, Man developed individual cultures and built fledgling towns and cities. Yet in the southern lands and the Long Island the Fey and the Elven races quarrelled. 

The Fey saw the emergence of humankind and called a council or court of all their folk that remained upon Edreja. At this great council a question was posed. Is it our purpose as the first race to guide others, and to co-exist with them, or should we live as we wish? On one side stood many of the teachers and guardians of the younger races who had spent long years guiding their mortal compatriots. Yet upon the other stood those who foresaw that the time and effort that the Fey would spend guiding the other races would ultimately lead to their own destruction. Their reasoning was simple. We are immortal, our lifespan as it remains spans eons, and we will outlive any. Why should we spend our energies upon these lesser creatures?

The squabble grew into a war, and violence erupted upon the long island, and upon the southern lands of the Heartlands. The Fey split into two distinct factions: Seelie and Unseelie. The Seelie paid heed to mortal concerns and revered the fact that their mortal brethren had managed to retain their true hearts, whereas the Fey had been forced to give theirs up in the last passage from Arcadia. Such was the price they had paid to remain unchanged as they were.

The Unseelie Fey ignored the concerns of the other races, and believed that they should instead concentrate their efforts upon the rebuilding of their own nation in Edreja. Both factions of Fey created their own courts or councils, and went to war.

The war did not go well for the Seelie. They were driven from the Long Island and greatly outnumbered by their brethren. Yet a choice remained to them, for if the Unseelie were to win this war, they pledged to eradicate all that remained of the other races. In desperation, the Seelie enlisted the aid of their Elven allies, and gradually began to turn their efforts of educating the evolving race of Man to thoughts of war.

Two cultures within the Heartlands grew to dominance. The Seelie Fey paid close heed to their human brethren upon the Isle that would become known as Erin. These peoples named themselves Celts, and grew under the tutelage of Druidism.

After nearly five thousand years of war, the Seelie and Elven peoples struck back. The Celtic Nations united under the direction of the Seelie, and invaded the Long Island. They forced the Unseelie back to the lands that are now known as Caledonia and Albion. Yet, the invasion was not a complete success. Ever a divisive people, and finding themselves with great swathes of land in which to roam, the Celts began to settle. The Seelie, ever sensitive to the morals of the lesser folk, believed the war won, and neglected to finish off their Unseelie foes. For a further thousand years, an uneasy peace was restored to the Long Island.

This fragile peace was shattered upon the arrival of the Formor. Twisted and corrupted versions of their Fey brethren, the Formor attacked both Seelie and Unseelie Fe alike, and once more the Long Island was wracked with costly wars. Once again to preserve themselves, the Fey were forced to turn to outside for aid.

The second of the great human nations emerged in the south, as the Elven peoples taught their ways to the fragile human culture. A Republic was founded, and a kingdom established, the capital of which became known amongst the Elven peoples as the Second City. The Republic was a model which the Elven and Fey peoples wished all races to be governed by. Its practice was similar to the practices of the Fey Courts, yet each member of the Republic was allowed equal voice and power.

Yet in their desperate need, the Seelie Court realised that they would not survive the wars against their foes without decisive action. The Republic was too cumbersome an organisation for war. Its practices suited governance in the times of peace. One amongst the human culture rose to power, and owing to their desperate need, the Fey and Elven peoples helped him to overthrow their great design. 

3. Flagha 

    – Fama exCerebelli

The Elder Race Wars began, at their most basic, over the matter of the enslavement of the Younger Races. My people held that the mortals were a valuable resource, to be cared for and allowed to grow. The elves objected vociferously at the removal of their slaves. When it looked as though the elves would win the argument at the Council, the mortals revolted.


There were a handful of fey who did not share our views, Flagha and her brothers amongst them. Records note that an imperial spy infiltrated a meeting to which Flagha had been invited. During the meeting she had openly opposed the tactic of supporting humans and taking groups of them to safety in the Southlands. She and her brothers stormed out of the meeting, vowing never to return to Arcadia again, and during the Wars her family did great damage to the Younger forces. When the Elder Races were defeated, she and her brothers vanished from history. 

Histories from the end of the Race Wars are broken and fragmentary in some cases. However, records at Norhault transferred from Lion Knight Command after the fall of the Empire mention Flagha and three brothers. It does not state if these are family or ideological siblings though it is clearly noted that Flagha (spelt ‘Flaga’ in some cases) was the leader of the group.

The brothers of Flagha are listed as:

Steinolf, meaning ‘The Wolf of Stone’, also called 'The Bringer of Death'

Eigil meaning ‘The Edge of the Sword’ also called 'The Bringer of Nightmares'

Arngeir, meaning ‘The Eagle's Spear’, also called 'The Bringer of Fear'

I know no more about them until nine mortal generations ago, when a Norscan ancestor of vengeance - Vidar - imprisoned the four of them behind a barrier of Spirit on the Uvaevelv Mountain. The Uvaevelv were commanded by their ancestor to guard the prison, which they have done ever since.

Several years ago, when the Norscans were under attack from another enemy – the Kald Alfar, led by Callisto, who were said to be involved with the Conclave and gave Flagha the knowledge of how to poison ancestors - and therefore distracted, Flagha was able to lower the barrier just long enough to escape. She then caught and sacrificed the Alpha of the Uvaevelv in a rite, enabling one of her brothers to be freed also. This was the Stone Wolf, who was slain shortly thereafter. Flagha escaped, and spent the next few years building up her armies to besiege the mountain. Her troops may be recognised either by a blue bird upon their face if they are living, or by dint of being unliving fey. 


In the spring of 1110, she succeeded in throwing the Uvaevelv back and claiming the mountain. She then sent a letter to the Watchers of Edreja, purporting to be from the Wolves Command, requesting that the Summer Moot be hosted there and the ritual circle activated. The Watchers were deceived, and did as requested. She also prepared the area for the Heartland nations - ten faction wards, latrines and catering facilities were put in place ahead of time.


The reason for such organisation was this: she wished to free her remaining brothers, and believed she needs a ritual circle to do it. This was not, in fact, the case. An unknown Norscan elven librarian discovered that the barrier was directly related to the number of Uvaevelv close to the mountain. A ritual to rebalance the elements of Void would disrupt the barrier enough to break it, but there were also a series of points where the Spirit had been anchored when the veil was created. A rite at each node to unhook the web was thought sufficient to bring down the barrier.

It may well be that Flagha also believed she needed assistance from other fey. She approached my brother and explained that the room behind the barrier was a remnant of Falias - our first great city. During the Golden Age, each of the four Elder Races had a marvelous city that was the centre of racial history and society. Three were destroyed utterly during the Wars. The fourth - Falias - was drawn almost entire through into Arcadia to save it. Such a vast undertaking, however, could not be perfect and some rooms were left behind. We scouted the mountain and, from the markings nearby and histories that we have been able to find, Flagha spoke true in this. We did not know what manner of room it may be, but the potential for holding some fragment of our history was high indeed, and a tempting bait. 


She neglected to mention that the barrier incarcerated her two brothers - the Lord of Nightmares, and the Lord of Death. We believed that her intention, once they were freed, was to set up a realm of Nightmare over the whole of Southern Norsca - possibly beyond - and to slay all mortals within. 


It was thought that the barrier could not hold much longer. It was made in another age, and during the time of Feast such strong magics were already waning. Better, then, to engage her at a time of our choosing and with all ten factions assembled, than to leave it and be forced into reactive defensive tactics later. I spoke with the ancestor Vidar, the Wisdom of the Uvaevelv and the Norscan queen, and they were all willing for the Edrejan fey to proceed in this.

When the barrier fell, an army greeted the two brothers. One was slain in battle, whilst the other escaped with the aid of his sister. The cave in which they had been imprisoned was revealed to contain multiple documents from the time of the Race Wars, taken and preserved from the War Room in the City of Falias. These were recovered and translated, as follows hereafter.

4. Translations from the ruins of Falias 

1. Of the coming of the Elder races into Edreja

    
Translated by Avar 


After long and fruitless labour it became clear to the elemental dragons that their endeavours individually, concertedly and latterly in cadres were availing them naught in the great task. In an uneasy state of truce they conferred and debated as to how to proceed, that the great task might be brought to fruition. After long discussions and not a few arguments they bethought them of the creation of tools; they would create beings different to themselves yet each partaking of all 16 elements. As such these beings would be able to shape power in a way that the dragons themselves could not. This, the dragons deemed, would speed the hatching.


Although all the elemental dragons had a part in the creation of the elder races, each cadre was tasked with meeting one of the races, tutoring the new comers and showing them their purposes and how to achieve them.


The dwarves were taught by the cadre of peace; the ologs by the cadre of war; the elves by the cadre of famine and the fey by the cadre of feast. The dwarves were met by the ancient of law; the ologs by the ancient of Illusion; the elves by the ancient of fate and the fey by Taraith Kalquiss the ancient of spirit. It is little to be wondered that each elder race was shaped in their outlooks and methods, at least initially and in part by the viewpoint and values of the ancients of the cadre which welcomed them and taught them, and perhaps most noticeably by the ancient whom they first encountered. Thus the dwarves has their love of order, knowledge and making from the very first of their days upon Edreja; The ologs their grasp of magic, possibility, and also their tendency for their inward nature to belie their harsh outward seeming; the elves their discipline and their unshakeable belief in manifest destiny; the fey their grasp of freewill and their duty to the great work in spite of their outward seeming of airy frivolity.

2. Of The Coming Of The Fey Into Edreja

  
 Translated by Avar 


As has elsewhere been told the Elder Races were brought forth by the ancients of the elements to serve the Hatching.


In the earliest of days when the dew of creation was fresh upon the grass, when the shape of the lands was different the mountains higher and the valleys deeper the fey were brought to grace Edreja and this was the way of it.


Into an airy glade of mighty trees, set upon a fair broad hilltop Taraith Kalquiss, the ancient of spirit, brought forth the first eight lords on ladies of the fey, dragon born from the void into Edreja and awakened them. First amongst the fey and created to rule and guide their race, Maeve Shiningbrow and Melbarrin Hollycrown, though I gather others have called them by different names as their threads in the tale of Edreja have been woven, Titania and Oberon seem to be the chief among these soubriquets.


The other six, scarce less in stature, wisdom, power and grace, were; Danu, Arianrhod of the Silver Castle, Rhiannon, Gwyddno Garanhir, Mannanan and Nuada.


Unto these eight was explained the great task the hatching of the egg and the part they and those that would come after them whom they would rule and guide, must play in bringing it to fruition. Accordingly, the eight dragonborn undertook their first great labour; with the aid and guidance of Taraith Kalquiss and the other ancients of his cadre, they used means both physical and magical to bring more of their own kind into being. After much striving the second generation of Fey were brought forth and awakened. These Fey are known as the first born, to distinguish them from the dragonborn, and numbered two hundred and forty and were evenly split between females and males so that they race might increase and multiply as all living races do. From my father, who had it from Gwyddno Garahir his father and my grandfather I know also that Taraith Kalquiss spoke at length to Gwyddno Garanhir and to Danu, taking them aside from the other dragonborn to do so. What was said to them I know not, except that they were granted some insight and foreknowledge of things Taraith Kalquiss deemed fated to come to pass. They were bound by oath and by geasa not to reveal these things, but also to take what actions seemed wise to them as and if, or may hap when, these things had happened.


The firstborn were divided into three groups known as fhains, with each fhain coming under the tutelage and rule of a pair of the dragon born. Each fhain and its dragonborn rulers owed fealty to Maeve and Melbarrin as their high lady and lord.


The rulers of the Fhain of the New Moon were Rhiannon and Nwada; the rulers of the Fhain of the Full Moon were Danu and Mannanan; the rulers of the Fhain of the Old Moon were Arianrhod and Gwddyno Garanhir. The Fhain of the New Moon was comprised of those fey who had understanding of beginnings, of fertility, of growth, of planning and of dreaming. The Fhain of the Full Moon was comprised of those fey who loved crafting and making, who understood birth and the fullness of living things, who could make whole what was incomplete or damaged. To the Fhain of the Old Moon belonged those fey who were drawn to reflection, understanding, knowledge and teaching, who were drawn to protect and preserve what was made but also those who understood the need to destroy what was made if the making was imperfect. Elsewhere, full lists have been made of all the firstborn and I will content myself here by naming but a few of the firstborn from each fhain whose names are known to all, even those not of our race; to the Fhain of the New Moon belonged Dagda, Fodhla and Huw Gaddarn; to the Fhain of the Full Moon belonged Lugh Lamfhada, Goibhine, Creidne, Ceridwen, Eriu and Diancecht; to The Fhain of the Old Moon belonged Oghma, Taliesin, Arawn, Morrigan and Banbh.

3. Update from Quartermaster Tyril

  
  Translated by Fama exCerebelli


As you will see from the attached supply lists, the northern front troops will require resupply within the next moon. As their companies are expected to be on the move in the near future I have also detailed below the requisitions required for maneuvers as well as ongoing stationing.

Issues to report:


Troops currently returning from scouting missions are reporting requirement failures, specifically with regard to sleeping arrangements. As the current reconnoitering has continued later in the season than expected it has become necessary to augment standard kit with additional furs.


Terrain in the further northern reaches is proving more demanding than initial surveys indicated. As such replacement boots are being requested at this requisition, rather than the next as originally planned.


Company cartographers are finding the landscape prone to greater shifting and due to the need for maps which are as close to accurate as we can obtain before the first push paper and ink supplies are already running low and must be replenished with some urgency.


Provision of water is becoming a concern in the main camp at this time. Whether through deliberate contamination by the local populace or some unknown pollution both the running and standing water is currently only drinkable approximately one day out of every four, with a necessity for constant monitoring from the company healer to ensure the safety of the troop. The company healer reports that in his last station a company alchemist was available for such testing and purification and while I understand that it may not be possible to send an alchemist the company healer believes that if the correct ingredients were sent with instructions he would be able to perform this task with less output of valuable magics.


Food supplies are holding steady with continuation of foraging supplementation. Uniform supplies are holding steady assuming no influxes of new recruits are expected.


4. Military supply lists - Quartermaster Tyril’s records
    Translated by Fama exCerebelli

Weaponry:

Axe 
       
2,500 assigned, 

356 in stock, 

44 awaiting repair
Dagger 
       
5,050 assigned, 

962 in stock, 

138 awaiting repair
Knife 
      
2,100 assigned, 

125 in stock, 

25 awaiting repair
Short sword 
9,810 assigned, 

826 in stock, 

264 awaiting repair
Long sword 
6,780 assigned, 

553 in stock, 

167 awaiting repair
Club 
       
1,500 assigned, 

615 in stock, 

85 awaiting repair
Flail 
      
2,750 assigned, 

400 in stock, 

none awaiting repair
Mace 
       
1,700 assigned, 

34 in stock, 

266 awaiting repair
Pickaxe 
       
1,000 assigned, 

528 in stock, 

72 awaiting repair
Horseman’s pick 
2,200 assigned, 

136 in stock, 

164 awaiting repair
Halberd 
       
1,100 assigned, 

none in stock or awaiting repair
Lance 
       
1,500 assigned, 

none in stock or awaiting repair
Military fork 
1,880 assigned, 

120 in stock, 

11 awaiting repair
Polearm    
800 assigned, 

429 in stock, 

61 awaiting repair
Spear 
       
1,300 assigned, 

691 in stock, 

109 awaiting repair
Long bow      
12,874 assigned, 
925 in stock, 

475 awaiting repair
Crossbow    
2,640 assigned, 

890 in stock, 

215 awaiting repair
Throwing axe 
2,130 assigned, 

2,700 in stock, 

none need repair
Throwing spear 
2,900 assigned, 

73 in stock, 

127 awaiting repair
Javelin 
       
9,200 assigned, 

5,650 in stock, 

260 awaiting repair


Body armour – in stores:


Leather 

2,000 full sets, 
300 caps, 
270 breast, 
130 pair braces, 
240 greaves

Stud leather 
2,782 full sets, 
125 caps, 
317 breast, 
270 pair braces, 
321 greaves

Chain mail 
1,270 full sets, 
410 caps, 
200 breast, 
30 pair braces, 
70 greaves

Banded mail 
1,482 full sets, 
no caps, 
213 breast, 
196 pair braces, 
58 greaves

Scale mail 
2,813 full sets, 
61 caps, 
290 breast, 
119 pair braces, 
218 greaves

Plate 

2,161 full sets, 
355 caps, 
120 breast, 
170 pair braces, 
120 greaves

Artillery and siege engine:


Battering rams 
160 ready for action, 
70 in production, 

38 undergoing field repairs

Catapults 
220 ready for action, 
60 in production, 

81 undergoing field repairs

Animals:


Camels 

3,000 trained, 

1,200 in training, 
700 young
Dogs 

7,400 trained, 

2,500 in training, 
1,900 young
Horses 

1,000 trained, 

1,900 in training, 
300 young
War elephants 
900 trained, 

200 in training, 

40 young
Message doves 
1,500 trained, 

600 in training, 

400 young


5. TRANSLATOR’S NOTE

From Tyril’s lists I would conclude the following:


The terrain was amenable to the use of large amounts of siege weaponry, suggesting assaults on plains settlements. The heavy use of camels and elephants, over and above horses, indicates that the campaign took place in the Southlands – this is supported by the concern over shifting geography (sands) and water supplies. The mention of furs suggests a winter campaign - my knowledge of Southlands climate is limited, but I would assume that the northern parts of the Southlands grow cool during winter nights.   

                                                  – F.

5. Study of the Fey 

    – Naziel D’Avonberg, Spring 1105

1. The Origins of the Fey

As a race the Fey claim to be the oldest of the Heartland beings, Yet in truth, no one knows the validity of this claim.

In the beginning there was only the nothingness of the void. Then the Makers created the world of Edreja and hung it in the emptiness. Edreja was barren and empty, a maker known as Danu is by legend denoted as birthing the first of Fey from the power of her dreams alone.

Other makers likewise added being of their own to take their place on Edreja, these first races are now known as the Elder races and consist of Dwarves, Elves, Ologs and a handful of nameless races who have not survived the Aeons to this day.

Over time un-measured the race of Fey began to split into two castes, which would become known as Seelie and Un-Seelie Fey. As the divide within the Fey became more defined the power the birthed them likewise began to split until a separate power sprang forth from that which was Danu.

Danu and Domnu, each adopted a caste of the Fey society into their embrace and protection, though each power is treated with respect by the followers of the other.

Fey kind are immortal, the sacred blessing of two their mothers… if laid low a fey will be reborn on the first day of the Fey Spring.

Fey spend much of their existence in a magical realm known as Arcadia that is ruled by Oberon; the Lord of all Fey-kind. Within that place the two castes are organized into a series of courts varying in size and power. 

The “Courts” are much like the royal courts of the mortal-kind where by a King will rule over all with a queen by his side, with other Fey falling into the roles of other traditional courtly figures such as Guardian, High Magi and Jester.

Whenever a Spring Equinox comes to pass on Arcadia the Fey within a court (save the King / Lord who retains his mantle) exchange roles…he who was the Jester may find himself as the High Magi or Guardian and Vice Versa. In this way it is entirely possible that a single fey may find themselves taking on the Role of all the Courtly figures over the span of his immortality.

This passage of time is difficult to measure against the mortal timeline, some fey Seasons can last many hundreds of years whilst others can last only a day from the perspective of a mortal man.

Fey walk the lands of Edreja by the will of their mothers, to guide the younger races in the true way of all things. Though this wisdom is not given freely… Mortals must show the wit and conscience to ask the questions that the Fey have the knowledge of… this wisdom may in turn have a cost of its own.

2. The Nature of the Fey

Fey are a deeply spiritual people, though little is openly known of this spirituality. What is known is that long ago, the Fey lost the ability to procreate and to replenish their race as such each and every Fey is precious to their own kind.

Fey of both Seelie and Unseelie nature revere themselves as the highest of all beings (save the

Makers themselves), this confidence in their own standing often portrays itself as extreme arrogance and utter belief in their own self being.

The nature of any individual Fey depends under which sway he has allowed himself to fall... Seelie or Unseelie. Seelie Fey, are Lawful (though not necessarily good) whilst Unseelie Fey are Chaotic (though not necessarily Evil).

Seelie Fey view mortals as innocent Children (and are not beyond punishing them as would an angry parent), their very existence and every act is structured and ordered.

Some of their edicts and morals stray very close to that which Mortals embrace and understand. Unseelie fey view mortal as playthings for their entertainment (and are not beyond inflicting terrible torment on them), their very existence can be traced by a line of chaos and suffering among mortal beings. Unseelie Fey have very few moral codes and some of their most passionate edicts are far beyond Mortal understanding.

These definitions are not set in stone, they are the most extreme definitions of the Fey. Just as there are Fey who will fit the mould set here perfectly there are also fey whom stray in the balance that lays between them… over the span of the immortality they may cross over into the opposite caste and back again many times over.

3. Fey Glamour and other known powers

Fey of both Seelie and Unseelie castes wear decorative woad on their faces known as Fey Glamour, these markings denote a huge amount of information about the Fey though the full content of that is only obvious to the Fey.

It is known that a Fey’s Glamour will impart to which Court he belongs, his standing in that court, to which Fey Season he is most strongly bound and a measure of his power. As mentioned there are countless other intricacies related to the Glamour but these are simply lost on none Fey- kind.

In the most powerful of Fey this Glamour acts as protection, more surely than the finest mortal armours. This Glamour will protect the Fey from most mortal weapons and save them from demise.

Fey are beings strongly tied to magic, even more so than Elves. Even amongst the most humble of Fey there are levels of spell casting to rival mortal mages whom spend their lives in pursuit of magical studies.

Among the most powerful Fey it is not un-common to find those whom can control High Magic… Lord

Oberon is by legend able to control True Magic such is the potential of the Fey and their closeness to the magical weave.

Such is their bond with the weave of magic that  errant magic’s will commonly falter around them as if they had iron will set upon them.

Incantation has be recorded as having some effect but commonly the target Fey will call upon their own craft to negate any errant spell as would any mortal spell-caster.

4. Fey Gifts

It is of particular note to mention gifts given by the Fey, if a mortal accepts a gift given by a fey he may be bound into a Geas that will allow that fey to ask for repayment in kind for the gift. The nature of this repaying may be a deed of the fey choosing rather than an actual gift as such may lead to no end of misfortune.

Only the very strongest of minds can resist this Geas… it is far easier to deny the gifts of Fey than break the Geas once it is set.

5. Known Weaknesses

For all their strengths the Fey are not without their weaknesses, they have a unique vulnerability to the touch of cold forged iron. This rare metal is of the same source that created them as such can wound them more deeply and surely than any blade set upon a mortal being.

If a Fey is slain by cold iron he will not be reborn in the next Fey Spring, his essence will be lost into the nothingness of the void.

The Fey Glamour that protects the more powerful fey can only be defeated by a weapon crafted of Silver or Enchanted with powerful magic’s that remain in the weapon long after it’s crafting.

If a Fey is laid low, but his glamour is not defeated it is not unknown for them to regenerate fully within the space of a few heartbeats.

One last weakness that has laid many a Fey low is their arrogance, that a Mortal could defeat a Fey is almost beyond the belief of those Fey whom have not spent any great measure of time in the company of Mortals… this arrogance has led many a Fey to a life of contemplation on the true nature and potential power of the “Child Races”.

6. The Crystal Court and the Rookery

Two of the Fey Courts that are probably of most note at this time are that of the “Crystal Court” led by the Seelie Fey-“Lord Coronal” and the “Rookery” led by the Unseelie Fey-Lord “Sethyc Crateris”.

Nearly 250 years ago by the mortal timeline the Seelie Crystal Court and the Unseelie Rookery were in open conflict.

Members of the Rookery stood accused of the murdering (immortal murder beyond all recovery or rebirth) of a Seelie Fey from the Crystal Court.

It was within the Crystal courts power to destroy the Rookery entire, but casting Fey into oblivion from which they could not be reborn was brutal beyond measure of their noble moral code.

Of the two Fey courts the Crystal court was by far the stronger, by the will and power of Lord Coronal the Rookery were stripped of their powers and imprisoned inside crystals that were then placed inside a magical box of his own crafting.

This box was then placed in the mortal realm of Edreja (in northern Albion near the Town stead of

Naseby) so the Rookery could not even taste the sweet existence of Arcadia within their prison.

Almost a year ago (Nearly 250 Years after the imprisonment began) members of the Scouts Guild happened upon this box and opened it, unknowingly releasing the Rookery from their bind.

Angered by the interference of the Scouts Guild, Lord Coronal and other figures of the Crystal Court appeared and tasked the Scouts Guild to hunt down the members of the Rookery and return them to their prison… else face his wrath.

The Scouts Guild for their part agreed to do so and were given a year and day to complete the task, rumour is abound that those who released the Fey will be taking their place in the box should the Rookery not be returned before the deadline set by the Fey-Lord.

7. The Shadow Court and the Scouts Guild

Firenzi, senior aide to Grandmaster Fitz offered another recourse that held if anything held a greater chance of success when weighed against an open conflict between the Scouts Guild and the Crystal Court.

Firenzi began recruiting members of the Rookery into his own Unseelie Fey court known as the “Shadow Court”, it is hoped that this union of the Fey Courts combined with the Scouts Guild will be enough to draw equal to the power of the Crystal

Court. 

Lord Coronal will soon be faced with a choice stand against the forces that now oppose him and defy his sentence over the members of the Rookery… or let the matter lay and end before both his court and his race suffer losses that may never be undone.

Those of the Shadow Court and the Scouts Guild would undoubtedly face grievous losses during any conflict of this scale considering the great powers that the members of Crystal court possess.

6. Seelie & Unseelie 

    – Firenzi Morghun

The two courts of the fey once changed their seasons with the turn of the year, Seelie ruling the summer days and Unseelie the winter nights. The dance of seasons played out in each fey pattern as well, courts changing with death and rebirth. 


While in many situations the two courts have "made peace", there remain essential differences between the Seelie and the Unseelie - more differences even than between noble and commoner. After all, the differences between Seelie and Unseelie are more than merely political. 


Fey society is like a complex symphony of several movements, harmonies and measures, throughout which run these two distinct themes - the concepts of Seelie and Unseelie. The influence of these states reverberates on all levels of social interaction, and they are as ubiquitous as light and darkness. 


More than simply political affiliations, the states of Seelie and Unseelie are ways of being and philosophies of existence. Each manifests in a court, and although all kithain have qualities of both Seelie and Unseelie, one always holds sway and is embraced over the other. The nature of each court is widely known; they are not secrets or little-known truths. 


One's court -- the nature for which a Fey has a predilection -- marks one in many ways. These marks are impossible to define, but are keenly felt and affect all kithain social interaction, regardless of any rational thought. A Seelie always mistrusts an Unseelie. An Unseelie always holds a Seelie in contempt. They may mask these feelings, but some small degree of prejudice always exists. Such is the dual nature of the kithain. 


At one time the Seelie and Unseelie fought incessantly, but this is no longer the case. While there are still some who mindlessly disparage or even war against their inimical court, members of the two generally tolerate each other. Open bigotry is a usually thing of the past, though not always. All that can be said for certain is that the courts are rivals and that they are different from one another. 


On rare occasions a fey switches from one court to the other, usually as a result of some great personal transformation in their life. Changing court is not done lightly, for in order to do so a fey must forswear their old nature and surrender to the other half of their personality, taking on their Seelie aspect if they were formerly Unseelie or vice versa. This choice alters their place in kithain society and transforms their perceptions of themselves. Accordingly, changing court usually takes place only at certain symbolic times of the year, such as during the Samhain or Beltaine festivities.


Although neat pigeonholing of the differences between Seelie and Unseelie courts is almost impossible, there are a few general distinctions that differentiate one from the other. Seelie are associated with light, summer and daytime; Unseelie belong to darkness, winter and night. The Seelie Court represents orderly traditions and lawful behaviour; the Unseelie Court is notorious for breaking old traditions, devising new ones and, in general, urging constant change. These are not always the hard-and-fast descriptors for determining a fey’s court. Occasionally a Seelie fey fosters radical notions, while an Unseelie might hold extremely conservative attitudes.


What is certain is that the two courts exist and are locked in an endless cycle of rivalry. Together they embody all that is both good and bad, light and dark, static and dynamic in fey society. In essence, the Seelie represent tradition, and the Unseelie adaptation. Yet also there are elements of summer and winter, day and night, honour and necessity, beauty of silk and beauty of blood. 


1. The Seelie Court


The Seelie have a reputation as the guardians of fey traditions. They see themselves as peacekeepers, proponents of courtly love, protectors of the weak and embodiments of the ideals of chivalry. They tend to be traditional and often conservative in their outlook, preferring the tried and true over the risky and innovative.


Seelie fey place honour above most other virtues. For them, the concepts of oathbreaking, treason, cowardice and other dishonourable behaviour comprise a litany of the most grievous crimes imaginable. In addition to honour, they value courage, truth, beauty, justice and other attributes of the code of chivalry.


In many ways, Seelie kithain concern themselves with the past. Bards and lore keepers occupy places of honour in Seelie households. These keepers of legends and knowledge counsel their Seelie lieges with storehouses of information on how things used to be and on proper behaviour in any given circumstance.


2. The Seelie Code


Death before dishonor: Chivalry still lives. Honour is the most important virtue, the source of all glory. Personal honour must always be kept stainless. Sometimes death is the only path which can erase a mark of dishonour.


Love conquers all: Love lies at the heart of the Dreaming. True love transcends all and epitomizes what it means to be Seelie. Courtly love best expresses love in its highest form, although familial love and love of companions also serve as pure embodiments of that exalted virtue. Anything is permitted in the name of true love.


Never forget a debt: One gift deserves another. The recipient of a gift is obligated to return the favour. Likewise, a curse should be returned in kind. An oath of friendship should be answered with a corresponding oath. Never refuse to aid anyone to whom you are indebted. Never forget a kindness... or a cruelty.

3. The Unseelie Court


Where the Seelie dedicate themselves to preserving the traditions of the fey, the Unseelie style themselves as mockers of those traditions. They stand for the principles of constant change and impulsive action. They have a reputation for fostering war and madness, despising those weaker than themselves, and valuing freedom and wildness over any chivalric code. 


The Unseelie see themselves as radical visionaries, bringing about vital change and transformation through whatever means necessary, including violence.


4. The Unseelie Code


Change is good: Security does not exist. The slightest of circumstances can transform a king into a peasant. Nothing is certain in a world where change is the only constant. Embrace change or else fall before its onslaught. Chaos and discord rule the universe. Adapt or die.


Honour is a lie: Honour has no place in the modern world. It is a fairy tale constructed to cover the essential emptiness behind most traditions. Only through enlightened self-interest can any truth be attained.


Passion before duty: Passion is the truest state of the fey spirit. Follow your instincts and act on your impulses. Live life to the fullest without regard to the consequences — they will come about regardless of what you do. Youth passes quickly, so have fun while you can. Death can come at any time, so live without regret.


Unseelie forswear the past, looking instead to the uncertain future. They consider stagnation, worn-out traditions, repression, censorship and limitation to be crimes against the free exchange of ideas. They seem themselves as champions of freedom, harbingers of change, advocates of free thought, enemies of inhibition and breakers of rules. Many show outward contempt for courtly ways, going to great lengths to mock the chivalric behaviour of the Seelie. Other members of the Unseelie Court follow many of the traditional ways, but do so because they are free to make that choice, not because custom dictates their behaviour.


5. The Shadow Court


No discussion of the courts would be complete without mention of the "Shadow Court." Initially established by the Unseelie trapped on Edreja as a lark, a mockery of the old division of rule by Season. The Shadow Court became a means by which the Unseelie, deposed as a court by the remaining Seelie, could retain some of their former identity.


The Shadow Court is called together on the evening of every Samhain. During the festivities, honorary titles are bestowed for the coming Unseelie part of the year. The Shadow Court festival is relegated to a holiday, when Fey of both Courts cast aside their inhibitions for a single night and revel in their deepest passions and most perverse dreams without fear of censure or punishment. Seelie Fey pay homage to their Unseelie natures on this night, becoming their dark halves for the duration of the festivities. It is a night for celebrating the dark half of the year, a memorial for fallen fey and a time to tell stories and drink. 


During its brief reign, the Shadow Court bestows honorary titles which carry over for the Unseelie half of the year. It also openly mocks the Seelie traditions, providing sometimes humiliating or painful reminders to its rivals that an alternative path exists for the fey to follow. Most Seelie fey dislike being made fun of, but grudgingly put up with the Shadow Court as a harmless outlet for Unseelie proclivities.


Although most Unseelie rulers tend to be on friendly terms with the Shadow Court, and may even suspect it of existing as an independent entity apart from its annual incarnation at Samhain, the leaders of the Shadow Court do not consider themselves bound to notify their “allies” of their every action. In fact, keeping even Unseelie rulers in the dark about the workings of the Shadow Court ensures a low profile for its members, who like it that way. 


6. The Escheat 


The Escheat are the basic laws that govern fey society. Passed down through the ages, The Escheat is upheld by Seelie and Unseelie, noble and commoner alike. Unlike oaths, the dreaming does not enforce these tenets. Most of these are, however, only common sense. And woe to the kithain who disregards them, for the rest of fey society, particularly the nobles, take them very seriously indeed. 

The Right of Demesne: A lord is the king of his domain. He is the judge and jury over all crimes, large and small. His word is law. A noble expects obedience from his vassals and respect from all others. In return, a noble respects those lords superior to him. 


The Right of Safe Haven: All kithain and chimera who seek refuge in places of the dreaming must be admitted. 


Nightmares: None shall have truck with the creatures of Nightmares: any who are caught dealing with such can be banished. The hold over the dreaming is too fragile.

7. Tales of Prince Firenzi Morghun 

    – Stalik O’Mite

"This time next year there had better be tales about Prince Firenzi!" Those were the words of the Unseelie King of Arcadia, Oberon, as he escorted the Prince back to Arcadia at the Summer Moot in 1110. The Factions were camped near to a doorway that was an remnant of first Fey city of Fallias, yet it still came as a surprise that King Oberon was active upon Edreja; considering how fortunate he had been upon Edreja, maybe it was just Firenzi’s fate. Magical speculation aside, this article was undertaken at the request of Lady Fama, of the Teutonian House of the Serpent. King Oberon’s threat aside, Lady Fama wanted the events noted anyway. Whether this request was a reward or a punishment due to me voicing my intent to become a Bard last year, I am not sure, maybe one day I'll ask.


Whilst it should be obvious that King Oberon is a being of supreme power and importance; he makes a Liche look like an ant. Many non-Fey, and maybe even some Fey, may wonder about Firenzi. He is the Unseelie Prince of Arcadia, and whilst his power on Edreja was restricted he was still one of the most powerful beings around. Just from the perspective of those from the Heartlands and Southlands, Firenzi has been active at the Gatherings, Fayre/Games and Moots for many years. Years ago he was part of the Dragons, an adopted member of the Morghun Family. Firenzi was a very important part of the Scouts Guild. He was the Lord of the Shadow Court and one of the richest individuals in the Heartlands, if not the richest. Firenzi was contracted to the Trantula faction in the Great Helbron Recruitment Drive of 1102 to assist them with finance and trade. Later Firenzi became the Viceroy of the Tarantula Nation and Senior Advisor to Valsharess Araushnee Naxos D’Fey. He also had an important connection to the Cataclysm in 1107.


Since Firenzi has been around a long time, my initial concerns were encapsulated by three questions: 

1) Where to start?

2) What specifically to write about?

3) Would writing this lead to problems?


My experience in undertaking this task has clearly answered number 3: yes. The majority of people do not know much about Prince Firenzi, and those that do remained guarded. Given his sovereignty of the Shadow Court, his rank amongst the Tarantulas, and his special position in the Scouts Guild, this lack of volunteers was no shock to me. However, knowing the journey is tough does not stop one from undertaking it, I knew I would eventually find people with things to say, and I did.


I, like many others, saw Prince Firenzi around, but rarely had dealings with him. My first experience of Firenzi was during a Scouts Guild training exercise at the Gathering in 1104. I was one of four new Scouts sent out to carry out a fake hit, but unfortunately our target was being guarded by the Quiche Commandos (QC). After quite a while of observing the target they finally moved to somewhere quiet, and given our limited time frame we have little choice to either make a move, or give up. For a moment our attack went well, we scored a few hits via the element of surprise, however after the first few frantic seconds the QCs had managed to drop two of the attackers, and just as I thought about escaping a Fey wearing a fine purple coat and headscarf arrived unleashing a volley of magic upon the third Scout, whilst I was cut down by two QCs. As I lost consciousness I heard one of the QCs explaining to this stranger that it was a training exercise. Moments later I was healed and the QCs had a good laugh about the incident and explained who their friend was, and why we never stood a chance; a good learning experience. Over the years I would occasionally see Prince Firenzi around the Scouts Guild, however back then I was under some sort of curse that made me stupid and a bit cowardly, so I never attempted to learn much about Firenzi, let alone make any attempt to befriend him.


Many years ago a great friendship started between Prince Firenzi and Cedric Mortain of the Bears faction. I am informed that their fortuitous meeting was fated, a part of a greater plan. Cedric says this occurred due to the fates of awesomeness; despite my research into Fate not revealing these fates, I do like the sound of them. As Firenzi and Cedric gained rank within their Factions their friendship grew, not to imply that their camaraderie was purely motivated by business or by politics, but it certainly helped. 


Firenzi became an honouree Mortain in 1105. This occurred due to an invite to a Bears banquet and an attempt to prevent any political issues since there were tensions between the two factions, the invitation named him as: Felix Mortain. Much merriment was had, which led to a cheeky kiss by Felix on Obidask, and the next thing was Obidask grabbed him by the face snogged him. After Obidask was assassinated he became an Ancestor of the Underworld.


It was also in 1105 that Firenzi and Cedric attended the Scouts Guild Torment mission. After much drinking Cedric and Firenzi decided to perform an acoustic set, 1 Man + 1 Fey simply known as Cedfiresence. It is said they achieved notes unbeknownst to others, and despite their brilliance it was agreed that Cedfiresence was too powerful and dangerous to risk a repeat performance. It was speculated by one individual that the vibrations this caused to the patterns of the Void, Existence and Edreja resonated out and echoed back, and thus started a chain of events that led to the Cataclysm in 1107. Importantly, it is not claimed that Cedfirence was the only event of note in the chain that led to the Cataclysm.


Several important events in Firenzi’s escapades occurred in 1109 during a Jackal's mission. Firenzi and friends consisted of members of House C, Cedric and company; jovially referred to as team Spider-Bear. Despite being tooled up and exceptional powerful, the Spider-Bears declared “Irene” when someone was struck, even though it was by a magical attack that couldn’t even hurt them. They then spent the majority of their time on this Southlands mission sat in a tent. They did make two further assistances. 


The first was apparently an incident involving fighting outside the tent, yet no one could be bothered to go out. The lull in the tent came to an end when some monster ran past the tent and Firenzi merely stuck his hand out to Mage Bolt said target.


Understandably the Jackals were not impressed with the Spider-Bear lack of action, and so they persuaded the Spider-Bears to help with a quest to retrieve some magical swords. Firenzi agreed and led a force to claim the swords, after what I was told was an impressive killing spree he returned with the magical blades, but claimed them for himself. Eventually several Jackals danced for Firenzi in exchange for the swords, although the last dancer decided to strip to his underwear to mock Firenzi and was paralysed by Kail. The swords were handed over and the Jackals won the day, although details about how were not available. My apologies to the Jackals if this is not totally accurate, I would be happy to write their recollections of the event if it is deemed necessary.


One of many incidents relating to the Mercenary Alliance in 1106 was when Master Ori of the Scouts Guild was killed. This created a rift between Cedric and Firenzi because Cedric was married to Master Ori and he blamed his friend for not doing enough to prevent events from leading to her death. Cedric told me he hunted Firenzi for a year, which included quick visits to Nihon and Cathay. Since that year little has been heard from those foreign lands, just how Firenzi relates to this is unclear. After the year of craziness they managed to mend their friendship.


Again the Scouts Guild is mentioned, and as was written previously Firenzi was an important member, being the personal student and apprentice of Former Grandmaster Fingers Fitz D’Fee for over six years. Details of his involvement with the Scouts Guild is something that I would have loved to have expanded upon, but unfortunately, as most would assume, the Guild wishes to keep passed events on a need to know basis.


During the days of the Empire’s return Prince Firenzi was attacked by Eagle Knights. In one version he had to spend a lot of time running through the market place from a single Eagle Knight, and barely escaped. In another version he faced off against six, and won. Although it may seem like a sure thing, personally I would never bet on which version is closer to the truth.


During the Cataclysm numerous Aspects of Existence choose Champions and even had Personifications. A complete list of who were chosen is not publicly known, personally I doubt anyone other Existence has such a list. I tried to find out Firenzi’s role in these events, this proved nearly as difficult as asking the Spiral. Some speculation had him as Champion of Illusion, likely supposition due to the element’s somewhat strong connection with Fey. Maybe he was involved with Fate, if the Cedfiresence resonation is to be believed.


The current Queen Blodwyn of the Bears told me a tale about the Battle for Elvas; possible only because the memories pass on from one host of the Blodwyn to the next, although the memory was cloudy in regards to the date. Amongst the many valiant beings fighting, it was noteworthy that Prince Firenzi and Silk were instrumental in this action due to their power and toughness. They fought off wave after wave of unliving attack, numbers so great there were literally too many things to deal with at once. The previous Blodwyn at the time ran out to attack a wave, but was struck by a paralysing blow and then dragged behind enemy lines, where the foes started to decay her. Seeing the crisis unfolding Prince Firenzi charged the line, and broke through the unliving shield wall. Absorbing several blows in the valiant rescue and upon reaching the Blodwyn Firenzi threw up a forbidding around her and himself. Whilst keeping attackers at bay he managed to bring her back for healing; if it had taken seconds longer the Blodwyn would have been dead!


The next time I personally had any major interaction with Prince Firenzi was during the GEF in 1110. Lady Fama and Lord Aeneas had arranged a tea party for several important Fey, Lady Treacle, Lord Gwion, Lord Pavel, Lord Remus, Lord Icarus, Prince Firenzi and his sister Princess Sorcha; additionally Torvell was a special guest. Despite being a lowly Fey I was in attendance, though of course it was in a serving role. Whilst I will not divulge all the contents of the meeting, there was a moment I can mention: I had acquired 2 special cheeses, a Seelie and an Unseelie which was met with much approval from those in attendance. The Unseelie cheese helped to clear Prince Firenzi's blocked nose. Whilst many may find this irrelevant information I have added it because at the time I was just a Sluagh and this moment was a highlight for me. Also another point of the meeting was that an important part in the process towards the creation of Haven, on the island of Elvas. Haven is a significant moment for the Fey and even Edreja herself, but details are in another long article that I am currently working on. Whilst Prince Firenzi was not directly involved in the work for the Haven ritual, he was part of the initial conversations about it and left his words of support.

I was shown some letters written by Prince Firenzi in regarding Flagha at Summer Moot 1110. In the letters he shared his view in regards to Fey Bane weapons. It was interesting to note that Firenzi viewed Fey Bane as anathema and whilst he owned such a weapon he kept it as a deterrent. His letter mentioned a cold iron spear that was named after him by the Bank as a jest, he states that the bank apologised. Before the Prince left he was on the Bank’s board of directors; maybe he still is. I was told that the Fey Bane dagger that the Prince owned left when he did.


The Tarantula faction is referred to by some as evil; such a simple generalisation for a large number of beings is of course wrong. Debating the morality, importance and role of the Tarantula faction in relation to the other factions was something that Firenzi often did. For many he was the public face of the Tarantula faction, particularly in the post-Gabriel years. Firenzi’s connections and power helped open up the Tarantula faction. Not only did they lose a powerful individual, but also an important politician. Cedric Mortain highlighted an important query, would the Tarantula-Viper bloodshed have even occurred at the GEF 1111 if Firenzi was still on Edreja? Whilst it is clearly a query that cannot be answered, those that know even a little about Firenzi will note the query’s significance in emphasising the dynamic he might have had over the events that unfolded.


The arrival of King Oberon was something that will stick with me forever. A message that the King was going to arrive in the early evening of the Saturday at the Summer Moot 1111 was delivered to the Tarantulas, giving the Prince a chance to make his preparations to leave. Although I was no longer just a Sluagh I still understood the significance of the King’s visit.


Before the time arrived I followed my Household to the Tarantula camp and waited. At the specified time a large group could be seen walking towards the camp. The King’s host consisted of magnificent Fey that resonated with power; the King was even more impressive. Their aura made it clear to even the stupid that any foolishness would be met with powerful scorn and retribution. It is strange to recall how clear the King's voice was, when he spoke all others were quiet, his mere presence resonated with his importance. 


The vast majority of the beings present were Tarantulas, with a few people from other Factions/Guilds. Importantly all the members of the House of the Serpent were present to honour the event, and unlike just about everybody else the Household were upon bended knee, including the Sidhe, and we remained in this position for the entirety of the duration. 


The King declared that whilst Firenzi’s time on Edreja had been productive it was time they come to an end and he returned to Arcadia, fulfil his destiny and attend to his duties. This would mean he would be too busy to return for any period of time, if ever.


The King himself was beyond description, I struggle now to recall his features even though the moment is so clearly etched in my mind. The King spoke of the stench of mortality surrounding him, and mentioned his limited time, and thus Prince Firenzi should make his farewells promptly.


The Prince addressed the crowd and thanked everyone for the large turnout. He spoke with several people, and in particular his dear friend Cedric Mortain and gave him the gift of a purple headscarf along with the simple words "Laters Cedders".


I forget the exact moment, but at one point the King declared "This time next year there had better be tales about Prince Firenzi!"

Whilst several Tarantulas fussed over Firenzi the King stepped over to the kneeling House of the Serpent and enquired as to the identity of such respectful Fey. After Lord Aeneas introduced himself the King actually shook his hand! The King also spoke with Lady Treacle, although it was to enquire "Treacle, do you know where Gwion is?" Lady Treacle had been a student of Lord Gwion, which is why the King knew who she was.


After the final farewells were made Firenzi's sister Sorcha stepped forward and asked to go with her brother. The King paused for a moment, and then reminded Sorcha that if she left she would be unable to return. Princess Sorcha was quite dedicated to the idea of returning to Arcadia and thus the King granted her request.


The entourage headed towards the marketplace, with several of the witnesses following behind. Once there the King stopped outside the tavern and gave Prince Firenzi another final chance to say goodbye. 


In hindsight it seemed the Prince had to hold back his desire to once again unleash the power of Cedfiresence, instead he focused once again on words of thanks. The magnitude of the situation was lost on a drunken person, who I was later told was a Lion. Even though the man was barely heard, this was the first person to try and speak over Firenzi or the King, and I suspect it was no surprise to the crowd to see the Lion's head disappear in what can only be described as a vulgar display of supreme power. After admonishing the ignorance of the mortal, the King returned to the issues of farewells. Moments later the King, host, Firenzi and Sorcha transported away, which left all nearby struck down, even those that were normally resilient to such effects. 


As the Lion slowly bled to death the crowd dispersed. Some stood and discussed as to what kind of power they had witnessed, as it was unlike anything anyone had seen in recent years, others merely accepted what had happened.


It was strange to be stood under an aura of numbness. I stood for a while and watched people leave. As I dwell upon the memory of my emotions I speculate that having witnessed a part of Arcadia close-up it is hard to accept the drabness of the field we were stood upon.


It was later confirmed that the Lion had died.

--

Whilst I have read and heard a variety of comments about Firenzi I feel the following by Alfredo of Ze Family best sums up the positive aspects of his time on Edreja:

“I am thinking he is 'living it large' in Arcadia now. He made a massive impact in his time on Edreja and leaves a legacy that most would find hard to try and start to compete with.

He was awesome.”

--

I would hope the readers of this article appreciate the bardic license used in gathering these tales, and the fact most were gained whilst under the influence of various mixed drinks. It is my wish that these words be seen as a tribute to Prince Firenzi, and I am told he would greatly approve of this undertaking.

8. The Power of Belief 

    – Treacle Sunstone

Fey nature is rarely understood. Many of the other races see fey as ethereal, otherworldly and completely chaotic. The best way to understand the fey is to realise that they are closest allied to nature of all the races. Theirs is the chaos of the weather; you might be able to predict what will happen tomorrow but you wouldn't want to bet all your worldly possessions on what they will do next week. Just because mere mortals cannot see the pattern, however, it does not mean it is not there. It is the changeability, the variety, and this uniqueness of the fey that most often defines them. Fey can be compared to snowflakes; no two are identical except when they are. 


Their affinity to nature can be seen by their architecture, art, and writing. Fey have a love for stories songs and riddles. They delight in the fact that many see them as the greatest riddle of all, which might explain their reluctance to explain themselves too clearly. Their mood can change with the wind: one minute open and friendly, the next aloof and quick to take offence. 

1. Falias


The strong connection to nature can be seen in this account of Falias:


"The buildings are built predominantly from stone in every conceivable shade of browns, creams and yellows, interspersed with moss and leaf greens; muted metal tones are provided by copper and bronze and there are occasional bright flashes of gold and brass. The whole effect as the traveller as the traveller first espies Falias is sun dappling through the summer leaves onto a forest floor. The effect is reinforced by the mound which rises from a wooded grove at the very centre of the city. The trees huge and ancient, cloak its flanks with only the very summit open to the sky, though screened from view. The whole city has an almost organic feel, as though even the buildings and streets were encouraged to grow from the very bones of the earth like some petrified garden maze crowned with an arbour for the giants.” 


2. Physiology 


Most races in Edreja have recognisable traits that allow one of their members to be easily identified. For example, everybody knows that elves have pointy ears, dwarves are stocky and bearded, beastkin are furry, and drow are dark with pointy ears. Fey are less easy to identify. Sure, some of them have swirly patterns, but some of them look just like an elf, or a beastkin, or even a human. The thing is, fey are close to nature, all of nature, and thus they emulate all of nature. Including themselves.


One well known fact about the fey is that when they die they are reborn in the spring. This is based upon one unique characteristic that all fey share.  


All living beings have certain parts to their pattern: the physical pattern, the mind pattern and the spark. When a member of another race dies, the physical pattern remains (the corpse) but the mental pattern and the spark depart the body. The mind pattern initially will go to the individual’s Ancestor, providing that nothing prevents the journey, where a copy will remain. The spark will travel on to the plane of life, where it will eventually be reused, completely stripped of any memories of the previous life. The spark may retain certain predilections, but will have to learn everything again from scratch.


Within the fey, however, there is a very strong link between the mind pattern and the spark. This means that, if they die, some memories and abilities remain attached to the spark, and when the spark is reused the new fey will retain some memories from the previous life. This is why, unlike the other elder races, some fey children reach maturity so quickly; they remember basic skills that other children have to learn from scratch. Fey children in their first incarnation mature much more slowly. Reborn fey sometimes retain fragments of memories from previous lives, and they are likely to have similar skills; the reason this unique characteristic exists is that the Dragon can benefit from fey building their abilities life after life. However, the new fey is not identical to the previous incarnation; the similarity in personality is more akin to that between parent and child, in that they will be shaped by events of the new cycle. 


3. Belief


The strongest element in the fey pattern is spirit. This means that fey are incredibly susceptible to psychosomatic effects. Where this is most dramatic is the effects of cold iron scarring. The strong link between the mind pattern and the spark described above is linked to the element of spirit. When a fey is struck down with fey bane, it is this element which is directly affected. While the mortal damage caused by the wound can be healed in the same way as any other bane wound, the unique racial link will also be damaged, and normal healing will not repair this. Please note that the principle remaining scar is to the mind pattern, not the physical pattern.  However, many fey who have received such a wound will exhibit a physical scar. This only happens where the fey’s particular culture places strong emphasis on the importance of being able to be “reborn in spring” and the consequential stigma of being struck by fey bane or cold iron. Fey who have not been brought up with this culture will not exhibit physical scars, and will also not suffer from the madness that often accompanies it.


The most often observed short term effect of the connection between the fey’s mind and physical pattern is the effect that strong emotional events can have to a fey’s appearance. While it is not true that a fey can change their glamour at will, a fey’s outward appearance more closely reflects their mind than in other races. The appearance of fey children often fluctuates, and will then settle as they mature. The glamour, or outward appearance of a fey, reflects who they are; if they feel who they are changes, then their appearance may also change. Contrary to popular belief, this is not a voluntary process, but is affected by the deepest parts of the psyche. 


Another psychosomatic effect seen in fey relates to fertility. It has often been observed that a fey’s fertility is affected by suggestions of those close to them. A fey who believes (or fears) that they will become pregnant is more likely to conceive than one who considers it unlikely. 


Most races in Edreja have recognisable traits that allow one of their members to be easily identified. For example, everybody knows that elves have pointed ears, dwarves are stocky with beards, beastkin are furry, drow are dark skinned. Fey are far less easy to identify. It is entirely possible for a fey to look akin to a member of any other race. I have recently encountered a Sluagh that looks close to death despite being young and healthy, and I myself mistook it for an Unliving.  Pooka look a lot like beastkin. Fey are close to nature - all of nature - and thus they emulate that nature. 


The most observed short term effect of the connection between the fey’s mind and physical pattern is the impact of strong emotional events on a fey’s appearance. Whilst it is not always true that a fey can change their glamour at will, a fey’s outward appearance more closely reflects their mind than in any other race. The appearance of the children of the fey often fluctuates, and will settle as they mature. The glamour, or outward appearance of a fey, reflects who they are; if they feel who they are has changed then their appearance may also change. Contrary to popular belief, this is not a voluntary process, but is affected by the deepest parts of the psyche.

9. Teutonian Arcadia 

    – Remus Cerebelli

The fey of Teutonia conform to the Feyrie ideal. Effortless achievement is their tenor. As is pettiness, vindictiveness, cruelty and arrogance. In these characteristic traits, mortals manage only a pale shadow of the glory of the fey. Substance is derided unless it is accompanied by style. The humiliation of an enemy is better than their death. To a greater or lesser extent, all of the fey of Teutonian Arcadia think in this manner. 

All the real work is done by lesser feyrie creatures - Boggarts, Red Caps, and the rest. The Sidhe themselves need not do anything, and so labour is held in contempt. Nobles have few responsibilities beyond their own amusement. Everything is a game, a way of passing the long years of their lives. And politics is the highest game of all. As ever, style is all. A noble will gain much for a successful political gambit, and will be praised for the way in which it is executed as much as for the result.  


The magic of Arcadia is held within it, formed from the land itself, and kept in check by the Mists which define its boundaries. It gives great power to the fey within their realm. In Arcadia, every fey can perform acts that would astound mortal magicians. Notably, it is extraordinarily hard to kill a fey in Arcadia – they are simply reborn next Spring. The cold iron, known as 'Fey Bane', can do so, as can corrupting their very patterns by the fatal damage caused by some necromantic magics, but that is all. Neither is permitted in Arcadia. 

Teutonian Arcadia is a mirror of “real” Teutonia – when things happen on Teutonia they are reflected back onto/into Arcadia. This is true of the Great Forest, the area around Reiskarg, the entropic taint on the Blood Marshes, the splitting of the land to create the isle of North Germania, etc etc. Since the Battle of the Broken Crown and the Great Betrayal, the courts have been largely insular. Of course, there are some who are tasked with talking to the other courts, but generally they keep themselves to themselves.  

Arcadia is ruled by the Unseelie king – King Ethremor of the Court of the Heart, the ‘Erlkonig’ – who rules between Autumn Equinox and through Midwinter, and the Seelie queen – Queen Arcothubium of the Court of the Mind – who rules from the Spring Equinox through Midsummer. Things in Arcadia have been out of sync though, as Ethremor ruled without a break for over twelve centuries following the Great Betrayal and Arcothubium's banishing.  This has only been rectified in the past few years with the “awakening” of Arcothubium by Ti’ki’chi of the Vipers. 

1. Fey Courts


Upon their creation, the responsibility for guarding and watching the Gates was given to six fey by the Erlkonig, who retained rulership of one of them as his personal fief. Each of the six had responsibility for the Gates in different parts of Arcadia, corresponding to different parts of the mortal realm of Teutonia. The Erlkonig and these Wardens of the Gates were able to open or close the gateways in their province, and if there was a problem or disturbance at a gateway, their duty was to deal with it swiftly. Over long years, this developed into responsibility for the area around the Gate, as the concept of provinces developed. The faces of the fey of a province are now marked with its colour. Maintenance of one of these Gates is the prime responsibility of the Provincial Lord – indeed the very existence of the gate defined and defines the existence of the Court. If a Gate is destroyed, the province is no more.

 

The six provinces / courts are: 


The Heart (First Province)

Warden: Vicarious Rust of the Astringent Touch, ruling for Ethermor 

Heraldic colour: White

The province is famed for its dancers and tomfoolery. Tomfoolery for Unseelie fey is a little different from how mortals view it – the japes are often cruel and for mortals, may very well be fatal...  


The Blood (Second Province)

Warden: Lady Dicentra of the Bloodied Root.  

Heraldic colour: Red 

Traditionally, this province has been rich in music and poetry. The chaos taint of Reiskarg, the Chaos centre of mortal Teutonia, is mirrored here in a subtle madness which brings creativity - and the Ars Amatoria, the Art of Love. The fey of this province are proverbial for their good fortune - "Luck is in the Blood", the fey say. 


The Mind (Third Province)

Warden: Queen Arcothubium

Heraldic colour: Orange

The province of elementalism, and philosophy. The lands encompassed by the Court of the Mind include the shadow of the area in Teutonia where the fey fought the celts, where the celts were bound, and where the Gates closed. As in the mortal realm, the Blood Marshes is a place shunned.  

 
The Mountain (Fourth Province)

Warden: Canker of the Mordant Flux 

Heraldic colour: Black

Known for swordplay and duelling. Much of the strength of the fey host comes from the Mountain. Long ago, one of the Arcane of the Mountain built the Gates. 


The Sea (Fifth Province)

Warden: Lady Fret of the Brutal Vice 

Heraldic colour: Green. 

In approximately 1000 AF, the Mists came to the Sea without warning, covering half the province. Just as suddenly, they left two years later. The wasting of the Sea has affected the fey who live there, but after it left there came strange creatures for the Hunt. Huntmasters from all over Arcadia wish to hunt here for the greatest kills. This gives the Provincial Lord a powerful source of influence. 


Traditionally, the best Dreamers come from the Sea. From ancient time, the Province is largely peopled by daughters of fey deemed most likely to be the best Dreamers, who are ‘gathered’. Something in the solitude of the province, perhaps its isolation, perhaps just the Gathering, means the Sea is a place of deep thought.

 
The Wood (Sixth Province)

Warden: Lord Wormwood of the Verdant Breech 

Heraldic colour: Blue. 

The largest province, but the weakest politically. Famed for the stories they tell, and the beasts they breed, the Wood is a somewhat rustic province. Currently believed to be under the control of the liche Kirschev, who has taught Wormwood necromancy and raised him as undead.


Knowledge (new)

Warden: Lady Mottle of the Serene Hunt

Heraldic colour: Purple

 
Whilst Arcothubium slept, Mottle was happy to hold court and rule the Court of the Mind. However, with the re-opening of the gates, and the rumours abounding that her mother Arcothubium was making attempts for the mortals to awaken her, Mottle realised that her power was likely to ebb away from her. So somehow, and no-one really knows how, she made herself a new gate and declared herself as provincial Lord of Knowledge. Arcothubium struck a deal with her – Mottle could have half her province's land, if Mottle could fix Mind's gate. Many of the fey loyal to Mottle whilst she was in charge of Court of the Mind have come across to be with her in Court of Knowledge. 

2. Teutonic Fey Etiquette


- It is a gross breech of etiquette for a fey to lose their temper. Remain polite at all times. 

- If you are an unranked fey your social superiors are the provincial lords, the chancellery and then the king in that order. 

- Never address your social superiors first, unless you are on intimate terms. 

- If you are leaving a tent where your host is a social superior, leave backwards, with your face to them as you go. 

- It is considered extremely unseemly to use your magic against another fey. 

- It is considered extremely unseemly to kill another fey temporarily. This can cause substantial upset in the business of government. Killing another fey permanently is, of course, unforgiveable except in properly enacted duel. 

- It is considered extremely unseemly to thieve from another fey, or to let your lesser fey do so. 

- Gift giving is taken very seriously. If a fey accepts a gift without first making sure it was freely given, they take on a responsibility to return a gift of similar value. 

- Most important agreements between fey and anyone are sealed by written contract. These are binding. A fey will not break contract, though one of the Unseelie may try and twist the contract so they break the spirit while remaining within the wording. 

10. Akaria & the Warmasters’ Accord

    – Fama exCerebelli

The Western country on the continent of Telluria. Its direct neighbours are:

1. TIRLANIR (N): Republican order of knights, mainly composed of Uruks.

2. POLARIA (NE): A human nation of military pacifists. They are exceptional fighters but will not initiate an attack. They are also excellent healers, and wholly non-partisans. The national philosophy is that, through ensuring none die, all people will be forced to learn to live together.

3. WAY-VARANON (SE): An entirely neutral country populated by dwarves. They maintain all Tellurian ritual circles and keep this knowledge secret. They believe that academic research and magic can tame chaos.

4. MUROK (S): Jungle tribes of Halflings ruled by shamans and village councils.

Akaria is the only country on the continent to have multiple circles (at the present time the only confirmed name is the Circle of Sins – geographical location unknown). We have no information regarding the reasons for this exception.

The Akari are largely populated by fey. Under the leadership of Lord Rowan, an estimated 60% of the population utilized the power of necromancy to become unloving, and to produce troops. The land they controlled was covered by ‘wraith-touch’, and any who died there had their patterns trapped, only to return as shades or wraiths under Akari control. 

The Akari are, or were, extremely ambitious to extend their territory. In the past they have attacked every one of the neighbouring countries in Telluria, and only be uniting were those countries able to repel the invasions. They forced Akaria to sign binding treaties of non-aggression. Such international pacts are widely used across Telluria to regulate everything from trade treaties to diplomatic negotiations. At the present time only Sinstradia is still at war with Akaria, but hostilities are at a standstill as troops are not permitted to cross through the now-neutral states of Polaria, Tirlanir or the Basilic Pact States.

Thwarted at home, Akaria therefore turned its attention to the distant Heartlands. With centuries of infighting making a continental alliance a remote possibility it was a seemingly wise choice. At the time the Akari already had an Accord of non-aggression with the Unicorn Faction (Mauritania). This may have been their main source of information for the initial invasion.

The Akari followed a standard modus operandi of attack within almost every nation of the Heartlands: they would first establish a beachhead at a transport or ritual circle and wraith-touch the land. This was then reinforced and fortified, often with ‘flesh cones’ which accelerated the spread of wraith-taint across the surrounding land. The Akari then used the cones to transport in large numbers, and moved on to take nearby circles and settlements.

Each Heartlands nation was assigned an individual general, who was responsible for the campaign of invasion within that country.

The one exception was the Tarantula lands of the Underdark. One Akari general and his army transported into this most secretive faction’s territory. They were met by a creature known to the local inhabitants as the ‘Yellow Sign’, which devoured the army and took the general’s body as a host. There were no further Akari incursions into the Underdark.

Lord Rone was an entropically corrupted unloving ancestral avatar, whose phylactery was buried at the Circle of Sins. He was a tool of Entropy – the dragon of Evil, also called Ashlar Everoth or Kinslayer -  with whom he made a pact after the Cataclysm of Fire. The Akari fey believed that they would begin to age, and feared mortality, so turned to unlife as an alternative. This pact was kept quiet from the general population for a very long time, and was deeply unpopular when it was revealed.

Entropy was put into stasis in the Void during the Elder Race Wars, along with the dragons of Fire, Fate and Time. They became warped during their centuries of imprisonment. Entropy developed a plan to hatch the Egg as a continuation of its original purpose, by placing all patterns on Edreja into stasis and then releasing them simultaneously. It was thought that the resulting power levels, if channeled directly to the baby dragon, would be sufficient to precipitate the hatching. To make certain, Entropy also planned to take the Void columns of Life, Unlife and Death in order to achieve sufficient power.

Flesh cones protected wraith-touched areas from cleansing rites, and acted as transport beacons. They were made of still-living human flesh, approximately 4 feet high, which were linked with the plane of Unlife and channeled its power into the surrounding land.

The resultant ‘wraith-taint’ was an entropic corruption which affected ritual and transport circles initially and then expanded to the surrounding countryside over a period of days. The taint could also spread more swiftly through the paths of light.

Whilst standing on tainted ground, any living patterns were killed within five minutes, as if under a wasting effect. Any unloving patterns were corrupted within ten minutes, and could not be dismissed. The taint was further powered by the deaths that occured within the area – the more slain, the faster the corruption spread.

THE WARMASTERS’ ACCORD

Tellurian precedent states that an Accord is an agreement drawn up between two or more parties, concerning a contract and the method of behaviour that should henceforth surround it. 


The Warmasters Accord by nature of its content loosely follows the most significant of the Tellurian Accords - that of mutual defence against Akaria. The Warmasters Accord followed these principles, laying aside all internal disputes until the threat of invasion was firmly and finally at an end. It is worth noting that this did not preclude counter-invasion. 


On the evening of the 4th May 1109 the Generals of the Heartland Nations met in secret at the local Militia Guild on the island of Far Reach in the Mauritanian Archipelago. The threat of Akarian invasoin being now too severe to handle as invididual nations, it was decided to freely share all knowledge of their movements within each Faction's borders and to attempt a treaty of temporary alliance.


All nations agreed to the treaty without reservations, barring only the Tarantula Faction. This Accord was resolutely held to, and enforced within their nations by the Warmasters, until Lord Rone had been successfully destroyed.

11. Losing the Mists 

    – Fama & Aeneas exCerebelli

The races of fey are as varied as those of mortals, but we generally prefer to live together rather than in cosmopolitan crowds. The cultures of each race are equally distinct, and frequently incompatible. Only two factors keep the entire plane from erupting into violence: the overarching fealty to King Oberon and Queen Titania, and the difficulties of moving between Realms. Mists pervade Arcadia, both between and within nations. These are not mists as mortals know them, however - they require great skill to navigate, and are not consistent either in terms of geography or temporal progression. The ability to mist-walk is not universally possessed by Arcadians, but limited to those with power. The King and Queen had a great ability to manipulate and travel through the mists, as do most lords - the personal and social power of a fey corresponds to their control over their territory.

 

There are nations where the entire country is covered by mist and only the cities stand clear - islands of comparative predictability and substance. The realm that corresponds with Erin is such a one, and many of its inhabitants are able to traverse the mists with comparative ease. To them it is simply knowledge of the correct path. In other areas the land mass is clear but its borders are defined by the mists. Teutonian Arcadia, for example, is very similar indeed to the Edrejan version and travel between cities is purely terrestrial. To leave the country, however, is a distinct challenge. Because the knowledge of mist-walking is not required in daily life, the skill has largely been forgotten and the ability to travel beyond the nation's borders is all but lost.

  

The mists act as safe borders and separations between the realms but they also form highways and shortcuts for those with the skill to use them. It is possible for someone to enter the mists at one point and to emerge at their destination, having bypassed undesirable areas along the way. This trait has also allowed courts to claim dominion over regions that, to purely mundane geography, are separate. There is, of course, a darker aspect. The unwary or unskilled traveller, trusting that their guides or paths are consistent with previous journeys, is often lost. Through distraction or misdirection they are drawn from the true road, and their final destination - indeed, their very survival - is dependent on their personal power, chance or the whims of those fey whose territories they find themselves in. 

In this way areas isolated by the mists are home to creatures and beings long thought lost - perhaps even forgotten entirely; inhabitants from ages past who, though they may once have been civilised, are likely now to have changed beyond recognition as they wandered the mists and wilder places of Arcadia.

 

The nature of the mists themselves are unknown. No-one who remembers their creation has spoken on record about the event. I have visited places on Edreja that used mist paramentals to replicate Arcadia but I am uncertain as to whether the original Arcadian mists are in fact sentient elementals, magical barriers or a natural development of the plane. Their ability to misdirect and confuse travellers, and their variable time-keeping and size, imply that the elements of Time, Illusion and Chaos are factors in their composition, in addition to the Air and Water natural to a mist paramental. Combinations of elements are often unstable and need maintenance and flows of power to maintain them, but if some guardian entities dwell within then no one has ever reported seeing them. 

 

Over the last few years the mists have slowly faded and the borders drawn closer together until, with the ending of the Cataclysm in 1109 AF, all the realms are now geographically adjacent. Suddenly the centuries of elaborate political dance are thrown into disorder, as the logistics of war become possible and inhabitants not seen in decades emerge. To use the Lord Gwion's own analogy, “The neighbours are beginning to complain that the music is too loud”. Now only loyalty to a distant monarchy keeps the uneasy peace. The question is; how long will it last?

 

The ramifications for Edreja are severe. The two planes mirror each other in many ways - both physically and conceptually. The shifting of boundaries and geography within Arcadia will make itself felt here. Echoes along the paths of light are likely as they serve Edreja in a similar manner to the role of the mists within Arcadia, as well as in areas already touched by fey.

 

The removal of these barriers will also lead to some revelations, as creatures long forgotten are released from their confinement. Indeed, there is already some evidence of this - the recent emancipation of the Court of the Crystal Cave within Albion, for example. Such arrivals will impact the political balance, both within Arcadia and further abroad, as they vie for their own power and seek to further their own goals. Some will bring knowledge and magic; some will bring death and destruction.

 

But more than this, such an upheaval in the political and geographical situation will not be contained to just one plane. Fey from many different courts dwell on Edreja, and often their old loyalties are not forgotten. Should war break out, they will be called upon and their mortal allies may be drawn in alongside them. Echoes of conflict will arise on this plane, in the areas coterminous with the disputed lands in Arcadia. It is also possible that fey Gates long closed will be reopened both by those eager to explore and by Courts intent on recruiting or moving troops away from the eyes of their enemies.  

 

I have been given to understand that there is some recent historical precedent for this. In the year 1098 AF, certain courts within Arcadia entered a state of civil war. The fighting swiftly spread onto Edreja, and drew the Heartland nations into the dispute. This conflict culminated in Queen Katherine of the Court Tomorrow causing the death of Prince Elias Karlennon of Albion, sometimes called ‘Pendragon’. Given the situation, I think that similar tragedies are all too likely.

12. The Theory of Fey Gates 

   – Fama exCerebelli

It has been a widely held belief that the age of Gate building was past - the power and knowledge both lost as the Golden Age of fey faded into history. Even Lord Gwion, whom I am honoured to count as a benefactor in this undertaking, thought it impossible. Due to circumstance, however, I knew otherwise. I have seen - even used - a Gate built from Arcadia to Edreja within the last five years.  

 

In the society of my people, a legitimate court may only be formed once a Gate is either taken or constructed. To dwell outside of a court is to sink into barbarism - not a fate I desire. When my family came to Edreja, therefore, we wished to build a court here, and I determined to seek out the knowledge required.

 

There are many who have aided me in this - most notably, Lord Gwion and his companion Lady Treacle. I must also thank Baron Pavel Uath, Snowy von Kaiserstein McTaff, Hunts in Darkness, Abeer and Ittimin for their contributions.

 

 

1. A brief historical and geographical background

 

The existence of Gates is something of an anomaly. Fey originated on Edreja, after all, and ruled over empires here during our Golden Age. Why, then, should it even occur to us to build permanent doorways to another alien plane?

 

The first Gate on record was built in the lands of the Celtii fey. Legend has it that the architects were the Shining Ones, and from the Gate emerged Oberon and Titania, new and full in their power. The lack of tangible records from this period is something of a drawback in being precise about events, and so we cannot know how the Gate was built or the point of origin for the two monarchs. On the basis of pure conjecture, I would posit that the Dragons were somehow involved. The four Elder Races were, after all, created with a particular purpose - that of aiding the development of the Dragon Edreja - and the improvement of those Races could only be of benefit.

  

The Gate was destroyed during the Elder Race Wars when the Dragon of Spirit – Taraith Kalquis – used it to bring the great city of Falias to Arcadia, thus saving it from destruction. By then, however, there were many others across the Heartlands. For some courts, they were simply a means of transport; for some they were a symbol of status. Within my own lands, a court was not recognized unless it had a Gate of its own. There were those who lacked the skill or knowledge to build them, and so found other means of transport.

 

Over time, however, the Gates began to fail. It took more power to operate them - instead of a single lord, a full ritual team was required - or they ceased to open at all. This gradual failure is, in itself, curious. If they had all broken simultaneously, that would have been disastrous but explicable - the planes had moved, for example, or that particular type of magic had failed. But this was not the case. Instead, Gate by Gate and country by country, they ceased over the course of centuries. Was it age? Does a Gate have a finite usable span, before its power fades?

 

There is another theory - that of geographical discrepancy between Edreja and parts of Arcadia. The Egg is not flat, after all, so it seems fair to assume that Arcadia is not either. There would therefore be more distance between, for example, Edrejan and Arcadian Southlands than there would between the Teutonias. If the planes are drifting further apart as the centuries pass - a not inconceivable proposition - then this would account for it. Assuming that a Gate has a finite elasticity, then those nations who start at a greater distance from each other would lose contact before those who are nearer.

By comparing notes with Lady Treacle on the respective evolutions of Arcadian Erin and Arcadian Teutonia, we were able to theorize that the strength of the link between Arcadia and Edreja is not uniform. Judging by both the geographical impact of the Cataclysms, and the taint effects of Entropy, Teutonia is much more closely linked than Erin. We have experienced major feedbacks from battles, land alterations, and similar effects - our lands have evolved to continually mirror Teutonia, where hers have not. Moreover, the Erin gates ceased to function at all some time ago, whereas ours are still usable relatively freely (at least from the Courts - I understand that opening them from Edreja is considerably more difficult)
.

When the Age of Cataclysms began, many courts chose to shut their Gates down voluntarily, in the hopes that this might minimize the damage caused by the storms that shook the mortal plane. Some did not wish to open them again, some could not, and some forgot how. The exile of the fey from Edreja, begun in the Elder Race Wars and slowly advancing over time, was almost complete.

 

I am aware that there is a great deal of conjecture in the paragraphs above. Delving into the mysteries surrounding the history is not a focus of this paper, although no doubt a fascinating subject in its own right. I do not wish, within these pages, to look backwards but forwards. Gates were created; the pertinent question here is, how can we create them again?

2. Location and materials

In past times gates could be constructed by a rigorous application of will and power, in a magically or symbolically significant location. They did not necessarily require a solid or permanent frame, although those that had one tended to be more enduring. 

According to Lord Gwion, sympathetic components are of considerable benefit here – a Gate built in a wood, for example, should be formed of natural branches; one built on a battle site might be constructed from swords or bones, and so on. Cave entrances within mountainous regions, or behind waterfalls, are also suitable naturally occurring frames.


History will play a part in the location. If there is a strong historical or symbolic link between the point of departure and the point of destination, the Gate is more likely to be both stable and powerful. Such an example might be the site of a great battle, the burial ground of a great fey Lord, or a magically imbued statue of the Dragon of Spirit. Using materials conversant with the location and history will again add to the durability.


Knowledge of the point of arrival is, of course, vital. The Edrejan location should be selected to correspond to that area within Arcadia, if possible. 


It is vital to remember that both sides of the Gate will be under immense pressure whenever it is activated. The materials must be rooted absolutely solidly in order to prevent implosion, and they must be able to weather the centuries.

Some attention should also be paid to the cardinal elements that make up our race. Like every other living being, fey are composed of all 16 cardinal elements, but there are four that are dominant – that make us the unique people that we are. These four are, according to Lady Treacle: Spirit, Chaos, Air and Illusion.

My experiments thus far have not confirmed how the elements should be utilized in the creation of a Gate, but I have no doubt that the correct balance is essential. I hope to be able to elaborate further on this point in a future paper.

 3. Dimensions and thaumic requirements

The Law of Singularity states that an object, though broken into multiple parts, remains one and the same object. Though the physical location of the parts may be wholly distant from one another, yet there still exists a transcendent link of uniformity between them. 


The Faculty of Trieste University, Teutonia, have successfully proven that this link can be manipulated in such a way as to create a compression in space in order to bring two pieces of the same item closer together. This compression is called a ‘void tunnel’ and can be travelled in either direction, not unlike a Gate.


Void tunnels, however, are fundamentally unstable and extremely temporary. To date, I believe the longest duration of a tunnel is approximately two hours
. Fey Gates by comparison are permanent structures, often with a physical element, which can be utilised repeatedly by means of a rite of opening. Similar, in fact, to Edrejan transport circles.


These operate on a web of power, or ‘ley lines’, colloquially referred to as ‘paths of light’. As with Gates, they are permanent fixtures with a physical element which can be activated using a rite of transportation. Ritual circles are also connected to this web, although they are correspondingly more powerful and can therefore be put to other uses. Transport and ritual circles frequently occur in close proximity, indicating a natural concentration of ley power – a ‘node’.


Given that transport circles and Gates cannot be used in conjunction, it seems reasonable to suppose either that they operate on wholly separate ley webs, or at incompatible levels of power. The latter seems more likely, as ritual circles have reputedly been used to either open an established Gate or create a temporary one.


Presupposing that the above is correct, I therefore conjecture that Gates are created at nodes. The power levels required for etheric travel being greater than those for geocentric travel, those nodes are dedicated purely to powering the Gate and therefore cannot be as versatile as ritual circle nodes.


This raises two questions:

1) Do both sides of the Gate require a node?

2) Can these nodes be artificially created?

To take the latter question first, it seems clear that such creation is possible although it requires an extraordinary level of power. To my knowledge at least one such node used for the site of a Gate was artificially created (although not intentionally). The recent Gate built by the Court of Knowledge was created on the site of two ritual curses performed by the King and Queen of Teutonian Arcadia in a place saturated with necromantic energy and Fey-lord blood.


Returning to the requirement for nodes; one theory is that we are dealing with an extension of the Law of Singularity. Certainly, within Teutonian lands the geography of the etheric and material planes is closely connected. Having compared notes with Lord Gwion and Lady Treacle, however, I fear we must abandon this notion as the inter-planar geography of Erin is in no way connected. So, having established that, it seems likely that Gates require two nodes to link two separate locations – a point of departure (‘ascending’ node) and a point of arrival (‘descending’ node).


How, then, are these connected? If there is a naturally occurring ley line between them, all well and good
. We know, however, that it is possible to create a node, in which case a corresponding ley line must also be established. For the purposes of etheric travel, this ley line will require a heliocentric orbit rather than the more common geocentric. Here, I believe, we may use the Law of Singularity.


By using the two nodes as the set of parameters, and the physical material of the Gates from the same source as the generation of connectivity, I believe it may be possible to channel a new path between planes. In essence, a Void tunnel is formed between the Gates and stabilised within the physical structure, using the power of the nodes to sustain it.


How to close the Gate whilst leaving its potential intact will require the permanent establishment of the ley line. I conjecture that this can either be achieved in one attempt with phenomenal amounts of power, or in multiple applications as if wearing down a physical path.


With regard to individual Gates, it seems logical that the power levels required are dependent on the distance travelled. This rule holds good within Edreja itself – intercontinental travel requires greater power than intracontinental travel. Interplanar travel requires greater power still, likely in a sliding scale dependent upon the distance between the two nodes. 

To calculate the thaumic levels required for use:

1) Calculate the area of the Gate in two dimensions, where (0,0) – the point of origin – is the lower left corner of the ascending node.
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The Cartesian coordinates here are (0,0)(0,3)(4,3)(4,0), taking a half-metre as the unit of measurement. This will, of course, alter depending upon the area of your Gate.


Remember that you want the shape of the Arcadian Gate to follow the same dimensions. The power required for both Gates is therefore:

[(4,0)x(0,3)] x 2


OR
G2 X 2



where G equals an approximate thaumic level of 1

2) Calculate the area of the heliocentric distance in three dimensions.

[image: image2.png]



The Cartesian coordinates here are

[(0,0,0)(0,3,0)(4,3,0)(4,0,0)] x [(0,0,z)(0,3,z)(4,3,z)(4,0,z)]

OR
G2 X z
where z is the distance between planes.
 


There is a theory put forward by Snowy McTaff that the Gate is not, in fact, two physical nodes linked by a ley line, but instead a place where two planes intersect. If this is correct then the Gate serves as a magnet or weight for the walls of each plane, and only one set of Cartesian coordinates is required as there is only one node – the ‘coterminus’ node.


The power calculations for this theory are, in the main, used to assess the thaumic levels required to create parabolic shifts in the two planes. Both planes should create a parabola of equal dimensions in order to maintain balance and avoid excess stress being placed on one side of the Gate.


To calculate the parabolic coordinates:

[image: image3.png]




[image: image4.png]o7 COs W





[image: image5.png]2=

ol -

(-




The surfaces of constant σ form confocal paraboloids:
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I have not conducted any experiments at this time as to the thaumic levels required to create a parabolic planar shift, but I conjecture that they are – at best – at the very highest end of what is achievable by standard ritual.


4. The political ramifications


Building a Gate is not a decision to rush into. It is certainly not something you should attempt simply to prove that you can. The political ramifications of creating a Gate are considerable, and will affect not only yourself but your closest allies also.

Starting at the most basic level, as I have said previously, the knowledge of Gate making is all but lost to us. Only a handful of Gatemasters still retain the full details, and they are kept hidden away from society. If you should suddenly demonstrate the ability to create a Gate, that will focus a great deal of attention upon you from various fey who either wish to continue the limitation of this ability or who have expansionist ideas of their own.

Gatemasters have been kidnapped from within another court, where they were no doubt kept under considerable security. Build a Gate, and the chances are good that you will become a target to be acquired. It is doubtful that, as an individual, you can boast security equal to an alert fey court.

The reason for this extreme interest is quite simple: Gates are power. One cannot create a Court without first creating a Gate, at least within my own region’s culture. By creating a Gate, you will be seen as making a bid for power – a challenge to whomever owns the territory correspondent within Arcadia to your creation upon Edreja. That challenge will not – cannot – be ignored. 

The simplest way to avoid this – or at least attempt to do so – is to make an agreement with an existing court. Preferably one who’s territory is either adjacent to or overlays that of the area in which you wish to build. Make it advantageous to them for another Gate to exist in that area and you should gain their protection. If they are acknowledging you as an asset, then other courts may pause before moving against you as it would mean war. 

This, however, is certainly no guarantee that your actions will simply be accepted. Given the rarity and importance of Gates, the creation of a new one is guaranteed to send ripples throughout Arcadia. Plan for this, before you do anything else.

13. Making Haven 

    – Fama exCerebelli

During the Gathering of 1110, Snowy McTaff led a ritual team of fey into the Wellspring of Chaos to create ‘Arcadia touched land’ – a place where all the fey of the Heartlands might come in peace to learn their history and be comfortable.

The aim was laid out as follows:

‘When the Elder Races were created, they were given tasks. The fey were made to remember everything, so that when Edreja hatches it has a complete history of itself.

Our time has passed, but that is no reason to forget our glory nor forgo our responsibilities. Yet so many kith have forgotten not only our history and culture, but even their own pasts. 

We cannot fulfil our duties in such poor state. So I would have us build a place where all fey can come in peace to learn and be themselves. A little taste of Arcadia.’

The ritual team consisted of representatives for the four fey courts, making the land inclusive and open to all fey, and representatives for the four fey elements, drawing the power and shaping it to suit our kind. There were also two Guardians, to protect the Founders during the ritual, and a representative from the Elemental Lord of Mist.


The mists of Arcadia act as territorial boundaries and defences, and are a vital part of the structure. I had previously entered into a contract with Lord Haze, to grant him power in return for his assistance in the creation and protection of Haven.


The Shard of Falias was brought forth, and its history explained. Using the Law of Singularity, the first tenuous link was established between the Shard and the rest of the statue in Falias, Arcadia. The representatives of the courts and elements, each wearing a white domino mask with the relevant symbol, then began to draw down and shape the power from Arcadia into the Shard. 


As this transfer took place, the elemental representatives began to suffer injuries severe enough to penetrate armour. They did not falter, but healing was required within the circle. I conjecture that this was akin to the toll exacted when a Gate is used - strength drawn from those that use the passage in order to enable it.


The power was built to considerable heights, and then stabilised and locked into the Shard using the Fey Crystal - one of the race crystals created by Lothar centuries before the Founding of the Empire of Man. 


The seal was dropped, and Lord Gwion used the ritual circle to transport the team directly to the ritual circle on the island of Elvas. I planted the Shard at the centre of the circle there and invoked it. Lord Gwion used his expertise as a Watcher to monitor the effects as the power pulsed out along the local paths of light. 


As the power left the Shard and entered the island, it drew with it the patterns of the Founders. Using the strength and purpose that these patterns provided, it spread swiftly across the whole of Elvas and began the conversion process.


The Founders thus effected (Snowy McTaff, as an ancestral, and Icarus Cerebelli, as an elemental, were not so taxed) had their patterns stretched between their bodies and the island. It was not painful - indeed, it felt so natural that I wondered whether we have not done this as a people often. The patterns are thought to be returned a year and a day after the creation of Haven.

The following are the Founders of Haven:

Seelie

Pavel Uath, Baron of the Mountain

Unseelie
Skryker Farseer, King of the Redcaps

Celtii 

Treacle Sunstone, Lady of Falias

Wylde 
Oisin, King of Donegal

Spirit 
Gwion ap Taliesin, Shining One and former embodiment of the manifestation of Spirit

Air 
Fama exCerebelli, Awakened Battlelord and former denizen of the plane of Mist

Illusion 
Taliesin, son of an ancestor, who spent decades hidden behind the illusion of mortality

Chaos 
Snowy McTaff, Avatar of Golgamoth, the ancestor of Chaos

Guardian 
Aeneas exCerebelli, Awakened Battlelord

Guardian 
Inky Nomnom, Awakened Redcap

Guardian 
Icarus Cerebelli, Knight of the Mists

The effects on the island are remarkable. Every blemish is removed, every blade of grass perfected. Fey feel absolutely at home there, regardless of their backgrounds. The impact on other races is less predictable - unliving and weres have complained of great discomfort, mortals have suffered dizziness or mild hysteria. Grandmaster Cosaint of the Bard’s Guild has reportedly described it as ‘trying too hard’. On the contrary, I consider it to have achieved exactly its purpose.


I spent the following months studying it in detail, trying to determine the exact nature of what we had done. Was it in truth Arcadian touched land? Did it provide some measure of mental healing for those fey that suffered amnesia? The results were surprising, to say the least.


Haven is in no aspect Arcadian. It does not draw power from that plane, nor does it behave as Arcadia does in terms of mutable time or geography. In every part it is Edrejan, and so the dragon has not rejected it. The power that moves within it is something altogether different.


When Arcadia was first created, as a refuge during the Elder Race Wars, it was done so using the perfected memories of everything beloved in the Heartlands as its map. When Haven was created, it was done with the love of Arcadia and the fey in mind, and with the primary hope of establishing a home for all kith on Edreja. The result was precisely that: a place that welcomes all fey home, that loves them and comforts them. But is Edrejan rather than Arcadian.


It is not, as I had at first wondered, a staging post into Arcadia. It is not an alternative form of Gate. Those who are still able to travel to Arcadia, such as Lord Gwion and Lady Treacle, have reported that doing so is considerably easier when departing from Haven, but that is the only evidence we have that it is at all connected to an etheric path. 


Whether it continues to flourish when the Founders’ patterns are returned to them is a question that will be answered by the end of 1111. I sincerely hope that the fey of the Heartlands have enough belief in what we have achieved, and make enough use of it, that their presence and their faith are sufficient to fuel it.

14. Fey, True Love & Edreja 

    – Stalik O’Mite

I used to be a Sluagh and became a being bound to Fate, thus I am quite curious about matters of destiny and secrets. I was asked my opinion on Love just after the GEF 1111, and the timing of the enquiry was impeccable, as I will elaborate.

I had been rereading the articles in the Looking Glass. In one issue there is a curious article by none other than the recently deceased Boris of the Faculty (Spring Moot 1111) regarding 'Sister Elements'. This article is based on talks with the Embodiment of Knowledge, pre Cataclysm, during the Cadre War. I found this article spurious at best, as he was not an Elementalist, but Boris was not without merit and his successes in rituals are well known. According to Boris' conjecture, the sister Element of Good is Love; Evil is Malice, and guesses were made at the other Sister Elements. As the Healer’s Guild Dean of Elementalism, and a Scholar of the subject, I found that the work utilised word-play to fill in the numerous gaps the theory had, and thus raised a concern at the theory itself. The mention of Love - and trying to understand why Scullion would mention it - got me thinking. Whilst it is generally accepted that there are 16 Elements, even this has debated at length. So the idea of 16 Sister Elements is not necessarily one to discount. Discussions with various people, including a few who had spoken with Scullion directly, confirmed the idea that Boris had probably not made a mistake, but rather that Scullion was not clear in explaining his information. 

Before I go into any depth I should let the reader know my opinion in regards to Ritual Magic and proof. Proving something in a Ritual Circle does not prove it, it only proves the Ritualist was good enough to make something true and not be killed by their attempt. Carrying out a Ritual in a Ritual Circle is akin to gaining True Magic in a limited way, but the method used to perform the Ritual can vary greatly. My point is proven by the fact that some Ritualists say things may make no sense from a cosmology perspective, but their Ritual works; that's True Magic for you.

I pondered the idea that, if Love is a concept that has literal tangible power that can manifest, what happens if the word True is added in front? Part of my initial musings on this subject highlighted the idea that if True Magic and True Song exist, what might True Love actually do? Clearly this is word play, but the concept is not as crazy or irrelevant as some people voiced when I asked them. 

I made enquiries with many people: the Incantors regarding belief and ancestors, the Bards regarding lore and tales, Nadia of the Jackals, Maya of the Healers Guild, Hamish of the Incantors Guild, Graf of the Harts, and of course the Bards Guild, including Magpye, Sylverant, Cosaint. I also mentioned I had a bigger theory that I was keeping quiet. I had received several letters from people, whilst others wished to speak at the Summer Moot 1111. Such noteworthy conversation from the Moot includes Lady Treacle, Lord Gwion, Healers Guild command, Lucas McTaff, Scouts Guild Master Arber, Bard Master Kiannan, Crinkle of the Bears, Queen Blodwyn, some Gazed and some Watchers. Explaining each person's opinion for each query would take a lot of room, so instead I present my own opinion, having taken other peoples' perspective on board. Key information discovered during the Summer Moot is presented afterwards.

1. Love from an Elemental perspective. Is it truly an Element, or more of a paraElemental?

To me, trying to define Love as an Element is ridiculous. Love can be used for evil, love is chaotic in some, yet love can be viewed as restricting and thus the opposite of chaos, love is an illusion to most, but real to some, etc. Love is a concept to do with an idea, a belief. So, personally if it was merely one Sister Element why not Spirit? Even as a para-Element, Love does not fit neatly. To paraphrase Cosaint: trying to define Love as a mere Element is to misunderstand it.

2. A bard's usage of storytelling, scholarly works and music all regularly utilise themes of Love. We know it is a concept used a lot, and we know it affects people.

There are countless examples of Love in bardic verse, poems, and stories. I didn't phrase my query properly, but interestingly I still ended up with the answer I was looking for: usage of True Love is rare, even amongst bardic work. And crucially there were no findings of tales about Ritual Magic using Love or True Love. I was informed by Graf of the Harts that her nation has many love stories central to their culture, whilst Nadia of the Jackals said that in simple terms Love is a rarity in the Southlands.

3. The issue of healing, and dark thoughts about whether Love is a fever in the mind weave. 

As a healer and Elementalist the idea that Love can be seen as a fever in the mind weave makes sense, but it obviously depends on how the being is handling their feelings of love. It is agreed that a being infected by Love could be Mind Healed, however it is also agreed that this should only ever be attempted in the direst of circumstances.

4. Taking this a stage further I would assume Rituals have been carried out utilising Love as a focus?

No one knows of any rituals utilising Love as a focus. I recall seeing a Ritual wedding in 1110, but that was also about empowering the land via the marriage of two individuals; the ritual was not explicitly about Love.

5. Fey are notoriously influenced by emotions particularly Love - is this a fallacy?

Just about any Fey will have noticed how their emotions are important, much more so than other races. All of the common races experience Love - for example, a Troll's love is just as valid as a Fey's. This is where I start to enter dangerous academic territory but I will expand on this point later.

6. Research into Love, in any form?

There was no evidence into Love or True Love, being carried out in recent years.

7. What happens when the word 'True' is added? True Love is acclaimed with Cosmic Power, are there examples of this?

Adding the word True in theory does make it a more powerful Love, like True Magic or True Song. However, the power of such a declaration does not necessarily go to the owners of the Love. Also, anything can be undermined by it being perceived as rhetoric, so declaring someone as experiencing True Love can also result in people ridiculing or rejecting the idea that it is valid. Sylverant said that his findings showed that Fate and Fortune take an interest when a Love is declared as True Love. Anecdotally, as a being of Fate I appreciate the importance of Love and True Love.

8. Regarding all the prior questions, do you happen to know of any research or events of note in the last ten years? How about last twenty? 

As above, no. Of course, that only means the beings I had spoken to had not heard about anything. 

Since I had not been explicit at the Summer Moot, I asked the Bards Guild and the Watchers if there were any Ritual Circles aligned to Love. Early on Friday evening none were known. Shortly after I left Lady Treacle and the other watchers, Lady Fama arrived to speak with Lady Treacle about Haven. Lady Treacle called me back and Lady Fama repeated the information that Haven is not Fey-touched but Love-touched. Lady Treacle then re-evaluated her connection the ritual circle on Haven and confirmed it was also Love-touched. Interesting timing considering my enquiry mere hours earlier.

Now that I had proof that Love influenced Ritual Circles, the bigger theory I had been keeping back - for fear of sounding like a lunatic - seemed less crazy.

Since Fey were the first race created, my query is why? Fey are affected primarily by the Element of Spirit. They have a complicated life cycle since they are able to return in the Spring. The Ancients made Fey the way they are for a reason. In the majority of ways the other races are quite alike, whilst the Fey stand alone. Why? 

It is understood, confirmed by the Gazed, that when a being dies their memories/experience is passed on to Edreja.  This process helps Edreja mature. Since the Fey were made first and excel at this process, my thought is that this was for the reason of memories and emotion. Since Love is considered the most important emotion, then this explains the Fey's special relationship with Love. Since the Younger Races were later made to help the process, maybe the the Ancients realised that the complex memories and emotions the Fey gave Edreja was confusing, since Fey live multiple lives and they can even retain memories between cycles. The diversity of the Fey and their complex lives could be explained by the idea that the Ancients attempted to make a super race to cover all aspects of Edreja's needs. Maybe such diversity from a single race was too confusing for Edreja and maybe the Fey's ability to return in the Spring was also a very important part of the confusion. Speculating heavily, but maybe Edreja just couldn't identify with the Fey.

Whilst the above information may be considered not very insightful, since it is a bit easy to conjecture, maybe my point will make more sense when you consider that Ritual Magic is an important connection with Edreja. Some people at the Moot thought I was initially talking about making Love Elementals – considering my Healers Guild position that assumption makes sense. Instead I am referring to the idea that Edreja has lacked the input of Love. I am told by the Gazed that Edreja has matured in recent years. Given the deaths of many powerful people during the Cataclysm, followed by the Entropy Akari disaster and particularly Scullion's death, Edreja has been filled with many horrible memories of dark and destructive things.

Consider that the vast majority of Rituals that have been carried out are about acquiring power for a few beings, weapons or even a piece of land, or occasionally about destruction and hatred. Haven is the only known exception. In essence, Edreja saw the ritual as the Fey involved carrying out an attempt to make a place of safety due to the participants’ love of their race. There was no request for power, merely a place for camaraderie. I believe this exception shows the Fey fulfilling the race's unbeknownst charge of providing an insight in to love for Edreja.

With this new information I then spoke to various people again, including the Watchers and some of the Gazed, about carrying out a Ritual to Edreja to celebrate Love – specifically Love towards Edreja. I spoke at length with ittimin regarding this, and she presented the idea of carrying out rites to monitor the Void to see if a Love Ritual has any affect on it and to see if there is a plane of Love. Rath of the Healers and Vipers has agreed to perform the Ritual – I can think of no better and more appropriate Ritualist for the task. Given the cost issues involved with buying a Ritual, it was helpful to receive offers of financial support from Gazed. I had a very good discussion with the Bears’ Queen Blodwyn, who has offered her support as well her wishes to contribute.

Initially the plan had been to do the Ritual at the Gathering, which is at Spirit Wellspring. Given the cost and scarcity of such a Ritual, however, Rath has recommended we do it next year. This will also give more time to carry out further research. If you would like to discuss this matter further then a good place to visit me will be at the Healers Guild.

15. The impact of love on fey patterns 

    – Sylverant

Our universe consists of a number of immutable properties: Life, death, male, female and Love. An immutable property is one that is not quantifiable by any means – you can't touch it, count it, or feel it. They just exist and, as such, all information gathered for this article is based on watching the secondary effects that I have linked back to this immutable force of “love”.

In this article I’m going to discuss the perceived effects of love on the Elder Race known as Fey. Being one and therefore knowing a great deal more, I can use my knowledge of my race to aid in my findings. Also, the long lived and cyclical nature of Fey allows for a broader view that spans further back in time

We know our world consists mainly of the 16 cardinal elements. I took Fate and Fortune, looking at the effects of love on both. Love seemed to shift the Fate and Fortunes of items it touched. The current major example of this is Haven.

Haven was once a tainted and corrupted island until a number of fey performed a ritual to shape it, turning it into a place where the fey would feel comfortable to meet and live. Since then we have seen a number of strange effects on non-fey visiting the island – effects such as a feeling of being uncomfortable and wishing to leave, although this does not seem to affect those that were “loved” by the original fey who did the ritual.

Other strange occurrences are the lizard folk of the island separating into the two mindsets of fey, seelie and unseelie. This was unexpected and seems to be the effect of Love altering their minds and fates.
 More study would be required to know if the change to them is permanent or reversible.

Though we can see that the fates of those that are involved with the island are changed, in the majority of cases the change is subtle and most would place the main reason as being on a place so close to Arcadia.

Another example of Fate being manipulated by Love is in the cyclical life patterns of fey. When a fey dies, it returns to the cycle to be born again. This is known and has been seen since fey have been on Edreja. But when Love has touched two fey they seem to become bound by it - they are fated to meet in their next lives and to share love again, though the love shared may be drastically different each time: lovers in one life may be siblings in the next, or devoted friends turned to bitter rivals.

There are a number of reasons this effect could be more prominent in fey other than our life cycle. The fact we are heavily connected to Spirit may offer one reason that the effects of Love may be so binding on our Fate.

Another reason is based in Celti fey history, with the belief that all fey were born from the same family. This could explain why we still hold to the connection of love past death. In both cases love seems to be using a pre-existing bond to “attach” and pull two fey together. This could explain the saying that ‘love transcends even death’.

The last point I’m going to look at is the concept of True Love – a love pure and bright that I believe bends all the elements around itself, twisting Fate and Fortune to its will.  The first ever incantation was drawn from True Love and the bond it held over the ancestor and its follower. I believe that True Love is a point in a person’s life that draws Fate to them like a magnet draws metal. Hence in stories and in documented cases in Edreja we see curses and spells focusing on True Love. Though many would claim that True Love is just passion and nothing more, I have seen far too much evidence to simply banish the idea without further research.

In conclusion, we see the effects of Love all around us. Though we can’t directly measure Love, we can see secondary effects that can be attributed to Love. In objects and places touched by Love we see more discernible effects of Fate and Fortune being manipulated, as with the island of Haven and its effects on the people connected to it. 

I will leave you with an old imperial quote:

“Love is light as a feather but holds more power over me than any thing in this world.”

16. Cold Iron Scarring 

    – Dr. Ra’Kais Tesla

Fey are affected far more by being damaged by cold weapons than any other racial group. To understand why you need to understand how fey physiology differs from other pattern types. The most prevalent part of a fey's pattern is the element of guile (spirit) in the mind weave. The prevalence of this element gives a Fey a unique ability. A fey's outward appearance is affected by how they subconsciously perceive themselves - this effect is refereed to as glamour (though through training and belief, it is possible for a fey to consciously change their glamour). 

When hit by a cold iron weapon it overloads the guile element of their pattern, so in addition to the damage they take to their physical body their mind itself is altered. This causes a feedback loop. They subconsciously believe they are damaged so even when the physical damage is healed in the normal way they will still show the scarring of the damage to the outside world. This in turn feeds back to their subconscious as they can see the scarring on their flesh and know it is there. This theory is backed up by the fact that the more traditional a fey, the more cold iron affects them, i.e. the more they believe it will affect them, the more it does. Also it has been noted that cold iron damage will affect a fey almost like a poison or disease - I think largely due to the effect of the feed back loop I mentioned. Over time cold iron will cause a fey to lose memories and even their personality. Their glamour has also been seen to fade over time. 


This effect puts a roadblock in attempts to remove the scarring by healers as, even if the recipient wants the procedure to succeed, their subconscious may fight against the attempt. It will also make it harder to heal the longer it is left. Therefore we believe that an important part of the removal of scarring to be a calming of the subconscious. We have had successes using a rite to perform this action, but I believe that a beguiling effect might also be successful. 


Once we have dealt with the subconscious' efforts to counter our efforts we still have to deal with the scarring itself. As the main component of cold iron scarring is in the mind weave, mind healing is necessary. However it is a stubborn condition so this procedure needs help. We have had success using alchemy to assist the process. The potion we used is made up of three parts:

• An iron skin potion, to increase the amount of iron in the system as it is this part of the Mind Weave that most of the damage is done to.

• A pure thought to strengthen the mind and help it to reorganise itself back into its correct configuration.

• A total heal to put channelling energy into the pattern.

These three potions are mixed together and the mixture fed to the participant. While the body is absorbing the alchemical mixture, a healer will perform traditional mind healing on the affected fey.

�	 This leads to some speculation on the nature of the interplanar link. Is it related to physical location in any way? Are there areas of Arcadia which are geographically closer to Edreja than others? Or is it more of a psychological or cultural link? Perhaps related to the amount of contact and shared history between the planes?


�	 ??? to Circle of Sins, Telluria – Gathering of Nations 1108, ritualist Viktor von Geschelt leading the Trieste Faculty.


�	 Given that Gates only operate between two fixed points, these ley lines are likely to be linear rather than radial.


�	 Level to activate. Thaumic levels required to create are unknown at this time, but estimated at 5 per G.


�	 Estimated thaumic level to activate is 30. Thaumic level required to create is unknown at this time.


�	 The author here refers to the swift rise of conflicting ideologies leading to both war between two tribes and a love affair between the opposing chieftains’ offspring.  ~ Editor






