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T H E / O N E - S H E E T

TITLE: Currently unknown – working progress (War of the Achians, Achaian Chronicles: War for an Empire)

GENRE: RPG with action elements

TARGET AUDIENCE: Both male and female RPG fans, focus on narrative instead of fi ghting style.

CONCEPT 

Th e game is set in the fi ctional world of Neventis, a small sub section of this world is used for the game narrative. Th e game 

narrative takes place between 345e and 349e but the back-story spreads as far back as 219e. Th e game is an RPG that focuses 

on the player progression and levelling up through the narrative. It has a distinct combat system allowing the player to use 

special combo’s and move sets to break up the fi ghting. Th is will also be achieved through the use of action sequences. Th e 

player has full reign over the physical and aesthetical values of the protagonist; they will begin the game by making a choice 

whether they want to be a light or heavy character; they will then progress through the story. Th e actual story features a set 

of linear missions but allows for the player to choose what they want to do and when within the confi nes of the in game time 

zone. It is similar to other RPG’s by off ering the player choices throughout the game, ranging in importance but they allow the 

player to make informed decisions on how they want the story to go.

CATEGORY  

Th e game is a unique experience that combines the fast-paced action of the combat system in Ninja Gaiden 3, with the limited 

game environments and navigation systems seen before in EA’s games Dragon Age: Origins and Mass Eff ect 2. Th e game is 

single player but features local/wireless network gameplay in which friends can play cooperatively; this feature would best 

be suited to the distinctive gameplay for the character classes. Th is is seen within World of Warcraft  and several FPS’s like 

Killzone, where the diff erent character classes work together to aid one another.

GAME FLOW SUMMARY  

Th e player progresses through the game via a levelling system. During the battles the player is able to make choices which 

aff ect the outcome at several stages. Choices are also involved to coexist with the player character’s relationships with other 

main/sub characters and NPC’s. 

Th e story is sub-linear, which means that although there is a linear timescale, the player has the choice to do things in his/her 

chosen order, rather than a predefi ned story-arch. Th e only limitation to this choice would be multiple missions within a quest 

line.

LOOK AND FEEL/THE VISUAL STYLE 

Th e game features a comic book style of artwork, much like the one seen in Okami. Th e characters attire is a reinterpretation of 

fantasy style armour, meaning they are fi ctional, not realistic. Th e visuals of the action sequences are dramatic, taking the idea 

of the ‘hero’ to the extreme. 

General artwork in-game follows the comic approach mentioned before. A set of 5 shades will be applied in block colours to 

the characters and objects. Physical attributes of the characters are fairly realistic with some exaggerated features. Th e colour-

scape is vivid, featuring full levels of reds and oranges to encompass a feel of the battle at hand.

PROJECT SCOPE 

Full game: Th e full game features a wide variety of diff erent locations for the player to explore. Th ese locations will be reused 

and slightly altered for the battles. Number of levels at this stage is still inconclusive. During the beginning stages of the game, 

there are three initial character classes which develop into diff erent armour types depending on what side the player chooses. 

Th e next key point in the game is when the player decides which of the 6 character specialist classes to choose; which will all 

have unique weapons and armour.

BATTLE FOR THE WALL OF KASTOR - LEVEL DESIGN  

Th e main focus for this level is the 6 character classes’ armour and weapons, mentioned above. Both sides have large 

forces and the level will fl ow like a real battle, allowing the player to turn the tide of the battle. Th is means that there 

needs to be a signifi cant amount of enemies, alongside a boss/fi nal challenge for the player. Th e boss on this level 

fi ghting for the Rebellion side is the Guardian, and fi ghting for the Empire side it is the Puppeteer. A description of 

these is seen within the narrative description of this level.

It all takes place in one location, which is a large scale map which means the actual battle for the wall will take place in 

three stages/levels. Th ese include the wall itself, a set of stairs/ladders for access up and down the wall, a large pool of 

water that resides at the same height as the wall and goes to the town of Kastor. Th e sea below the wall will be home to 

multiple ships from both sides (walkways will connect these ships), alongside the random scattered shallows formed 

from the waves.
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L O C A T I O N

Th e game is set within a sub-section of the world called Neventis. 

Th is world is fi ctional, but heavily based on reality; specifi cally 

the historical periods between 1000BC-1000AD. Whilst the 

game has some basis in reality, it must again be stated the game 

is intended to be fi ctional. Th e maps seen over the following 

pages are therefore based on the real world, but fi ctionalised.

MAP OF TERRAIN

-

A>S>U

P R O J E C T / D E T A I L S

THIS PAGE CONTAINS DETAILS OF THE TWO COLLABORATORS AND THEIR WORKING METHOD. 

Th e project began early into ZOE LIMBERT’s negociate study at the end of her 2nd year at Leeds College of 

Art. What was initially idea sharing quicking turned into a small-scale collaboration early into the project. Th is 

again morphed into full-scale collaboration once a common interest was established between the two artists.
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ACT IX THE AFTERMATH OF BATTLE
Th e battle has been won, but the aft ermath has brought an even worse outcome. At fi rst everything seems to have been quelled 

but during a victory meal/celebration the capital begins to fall. It turns out that the city has been rife with enemy undercover 

troops for years. Fighting their way out of the city the PC comes across the leader of the army who asks them to assist him/her.  

Th e PC follows the leader through the streets fi ghting to survive the turmoil.  During the battle for the city the leader of the 

army will fall, at this point in the game the PC will either be 2nd in command or joint 3rd of the army. Th is depends on what 

class they are, the mediator is 2nd in command and the ultra light ultra heavy are joint 3rd. Once the leader of the army has 

died, the 2nd in command will become in charge of the army, whether this is the Pc or an NPC regardless. 

Aft er the city falls the new leader of the army is assigned by the leader of the forces to repel the constant attacks and quell the 

battle once and for all. Th e PC will be called to arms numerous times across the land to repel the enemy troops marching on 

the front lines. At this point the combat will alter with more focus on the PC being able to control large forces of specialist men 

as opposed to general fi ghters.

ACT X DESTROYED FROM THE INSIDE OUT
Aft er about half a year the PC will launch a military campaign to strike at the heart of the enemy. Th is will be a mission that 

uses the various advantages and disadvantages of the specialist classes. Th is is the fi nal battle that will decide who reigns 

supreme.

Aft er the battle, whichever side becomes victorious; a cut scene will hint that a survivor from the losing side has been found. 

Of course no one knows who that sole survivor will be or infact what he or she will do next!
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ACT VIII KASTOR AND THE WALL

PART [i]
Th is act encompasses all of this battle. It begins in the early preparation stages for it and continues to the aft ermath. Th e start 

of the act takes place when the PC is called to speak with their leader. Th ey are asked to investigate a proposed threat that 

happened weeks ago and has only just been reported. Accompanying the PC will be two of the new character classes depending 

on what class they are themselves. If they are a light, then the ultra light and mediator will accompany them. If they are heavy, 

then the ultra heavy and mediator will accompany them. 

When they get to the battle they are soon outnumbered and forced to fi ght, they have uncovered some of the enemies’ plans. 

During this battle is where the PC will fi rst see the enemies’ specialist classes and because it is a diffi  cult level, they will have 

to fi ght some of them too BUT they will be saved by one of their allies in a near death experience. Player realises that they 

are not yet good enough to fi ght these types of enemies. Also this battle will allow the PC to see some of the advantages and 

disadvantages of their side’s character classes. 

PART [ii]
Upon escaping from the enemy base the PC will follow the two NPC’s orders to go and infi ltrate a potentially threatening base 

of operations of the opposition. Th is is the mission that will allow the PC to approach one of the two NPC’s and level up into 

that class. I imagine that this will take place before the mission starts, just outside the enemy base; the PC will make a comment 

about not being able to fi ght the guys referring back to them being saved. One of the NPC’s will reply stating that it was time 

that the PC general gains a little backbone. Th ey explain briefl y that the leader was going to grant them to become an elite 

warrior, but due to the nature of the current battle at hand, they believe that it is necessary for them to learn sooner rather than 

later. So up pops the character selection screen, the PC will then, based off  of the traits they have witnessed fi rst-hand, decide 

what class to take. Advantages and disadvantages against all the other classes will be outlined here as well. Aft er this choice 

has been made the beginning of this level runs like a tutorial, where the PC follows the specialist in their class type through a 

set level to learn new controls. Th is level will be the concept of them getting from their camp to the actual warehouse in the 

facility, where the main mission takes place for this part. Upon arriving at the warehouse they meet back up with the other 

NPC. Aft er a chat about info they have learnt they decide to separate and search the vicinity.

PART [iii]
Th e two NPC’s disappear in whichever format their class allows for. Th e PC is left  alone to progress forward through the level; 

they will be posed with enemies throughout this zone which will allow them to get to grips with the combat system on the 

new class. Some form of valuable data will be found here most likely the information that links to the Wall of Kastor, plans to 

infi ltrate from the Rebellions and plans to use it as a stronghold from the Empire. Th e NPC who is of the same class as the PC 

will die in battle allowing for the PC to take their place in the army. Th e PC and the remaining NPC manage to escape due to 

the others sacrifi ce; they get back to the capital city and inform their leader of the plans for the wall of Kastor. 

PART [iv]

At this point the player undergoes several missions to improve their skill set to about 1/3 of the specialist character class.

PART [v]
Th e battle for the Wall looms, both sides have set out on a military campaign to claim the territory of Kastor, in particular the 

famed Wall of Kastor.  Th e PC will play through a set of stages that the battle is based on culminating in fi ghting the boss for 

this level.  Obviously the actual mission itself will depend on the side in which the PC fi ghts for.
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ACT VII REGAIN THE TRUST
If the player has chosen to swap sides they will fi rst have a meeting with their new leader. In which they will be praised for their 

previous aff airs, but also the leader will make the player aware of any elite generals they happened to slay during their exploits 

across the land.  A ceremony will be held in their honour to celebrate the new talent.  Th e leader will grant you the next rank 

up in a class of your choice.  Th e PC will then be introduced to a group of fellow generals who will guide the PC through the 

upcoming levels/missions. 

OR

Th rough staying on the same side the PC is required to attend a loyalty ceremony in your honour. Th e leader will grant the PC 

the next rank up in a class of your choice. Th e PCs previous companions who had left  previously return to the player, the will 

be of a higher-level equal to that of the player. 

In both of these the PC will end up with companions that will introduce them to the 3 new character classes. Also a key thing 

to note is that the war has started to form a stalemate aft er years of combat. So both forces have retreated there main army, 

which the PC is part of to the capital city. Th e player will experience the clam before the storm in this part as they are allowed 

free roam around the city before the next battle is announced.

Also in both of these options the PC will have to go through a series of missions to gain the trust of their companions. If they 

stay on the same side this will be due to another general thinking they are a spy and spreading rumours about them. If they 

change sides it will be to get to a good level with their new companions.

9
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ACT I BORN INTO A WORLD FILLED WITH CORRUPTION
Th is is the beginning of our character; much of this part of the game will be spent exploring the land. It begins with the initial 

animation cut scene with a voice over that Luke will be recording. Th e voice over gives a basic version of the backstory to the 

player, they will be able to see the birth and rise of the Empire, learning of their exploits and ideals to conquer and command 

the realm. At this point in the game little information will be known about the rebellion as its roots are found in the game 

narrative. Th e visuals for the cut scene would be similar to animated concept art; portrayals of the key fi gures of the past will be 

highlighted here so that further down the line the player will know when the offi  cers refer to them. 

Aft er the cut scene the player will be posed with the character creation options. Th ey will be able to fully design the character 

much like in most modern day RPG’s. Th e initial character class will be brought up here. Th e player will choose an option to 

state whether they prefer a heavy or light fi ghting style; short descriptions of these will need to be written and designed.

Th e in-game story will now begin, the player is posed with the opening scene in the game; welcome to the world. Tutorial 

LEVEL!

ACT II GAINING VALUABLE ALLIES WITH BOTH SIDES
Th is part of the game is designed to allow the player to come to terms with the mechanics of the game along with the actual 

world. As they progress through this part more and more of the world will become open to explore. Th ey will begin to meet 

more people involved on each side of the war, possibly seeing the aft ermath from battles. Th e player has the option to come 

into contact with both bad and good people on either side. Th is will give the two sides an overall neutral status. 

ACT III CHOOSING YOUR SIDE
To progress through the story the player needs to approach one of the numerous generals on each side that request their 

assistance in an upcoming battle. At this point it needs to be made clear to the player that they are choosing a permanent side 

for the duration of ACT 3, 4 and 5. 

Once the player has chosen a side, the world map will change allowing them to see any battles that are taking place and where; 

visiting these areas will begin the mission associated with that battle. Th e details that should be available to the player will vary 

depending on the battle. By the details I mean the little info box that will pop up when the player hovers over that part of the 

map. Th ese can range from:

“Little or no information is known about this sudden attack. General Sevalius of the third regiment of Nestra sent out a beacon 

to request aid over 5 days ago. No contact has been made since, be weary xxxx(players name)!”

OR

“General Sevalius of the third regiment of Nestra requires immediate aid. Th e rebellion has attacked Sevalius forces of three 

thousand men, through the mountain pass to the North. You have two options, take a vanguard and head straight for the front 

lines or follow the enemies down the pass and trap them in.”

ACT IV GAINING RECOGNITION
Th is part follows on seamlessly from the above section. As the player becomes more famous by helping out several generals 

etc. they will come into contact with higher up offi  cials in the army. Th ese contacts will then off er them work to increase their 

fame and gain deeper relationships. Aft er fi nding these relationships the player will become a famed general himself or herself. 

Missions during this part will be more attuned to the skill points that the player has spent during the previous acts. 

ACT V A REALISATION 
During every story there has to be a pitfall and this one is ours! Prior to this mission any companions will need to leave on 

urgent business and be replaced by a famed ruthless general. Th e player through the course of a mission will have to undergo 

something terrible, possibly they are matched up with a ruthless, cut-throat experienced general who half jeopardises the 

mission’s success rate and sacrifi ces the player characters life. During the mission the PC(player character) will have a standoff  

with the other general, fi ghting over their ideals. Th e mission could end with the player being left  to die, and upon crawling 

their way back to the main camp to bring their justice to the other general, the PC will either overhear the leader of their force 

talking about them or they will talk outright to the leader about it and hear that the leader believes that the other general was 

in the right to leave them to die BUT they are glad to have he/she back. Th e other general will be a shady manipulative corrupt 

person who becomes obsessed with taking you out.

ACT VI THE TRAITOR
Aft er the previous cut scene with the leader, the player is allowed the choice to move sides. Th ey will be approached by a spy 

from the opposition, who states that their talents are wasted by their current force. Th e player has the option to meet the spy 

again at a later point. Th ey can then choose whether to kill the spy and bring his/her head to their leader or they can choose to 

change sides and escape the city with the spy. 
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THE WRITING BELOW IS FROM THE PERSPECTIVE OF SOMEONE WHO LIVES WITHIN THE 

ACHAIAN ISLAS AND MOST LIKELY HAS ACCESS TO INFORMATION ON THE GOVERNMENT OF 

NESTRA. THE STORY WAS WRITTEN PRIOR TO A FULL UNDERSTANDING OF ALL THE SPECIFIC 

ASPECTS OF THE WHOLE WORLD, AND HENCE I CANNOT PROMISE THERE ARE NO CONTINUITY 

ERRORS. THESE WILL BE AMENDED WHERE REALISED.

Th e story of the war all really starts with two men, well two families if you want to be more precise, the Torquinius’ and the 

Galateas. Since the Great Unifi cation in 219e, both families had been considered amongst the most powerful in the realm; not 

necessarily the ones with the most authority mind, but whatever they wanted generally happened. Th e two had similar ideas 

about how the country should be ruled and hence had always got along, with this bond itself passing through the generations. 

Under their guidance the Amphipatro of Nestra spread a message of peace and prosperity to their noblemen. Th e workers of 

the factories, manufacturing the fi nest armour from the rich mineral cores beneath Montanus Luzon alongside a strong trade 

relationship with the other Islas ensured that their wealth was unrivalled. Well, when we say wealth, generally there was a 

good standard of living for the worker or the shop owner, but the peasant farmers and servants had no opportunities to escape 

their impoverishment, nor any platform to express their displeasure (however, as we well know this is a large part of life under 

rulers). Th e nation’s heads however, were happy for a time. Th at was until Phaeton Torquinius and Cadmus Galatea came to be. 

Th ey were both born within the same moon-cycle and brought up with an almost identical ideology, they were rich and they 

were encouraged to like it. But the strange thing was that they didn’t. From an early age they expressed an interest in rulership 

and would study for hours on the topic. Th eir interest even led them to follow their idol, Amphipatro Ovid, like shadows. Th ey 

would ask him questions about ruling and diff erent classes of people. Horus Ovid was a nice man and entertained the concepts 

with the children, showing them their leadership was unrivalled within the kingdom. In awe, they sought to fi nd out just how 

wrong the other nations were doing and when they were old enough, set off  together on a voyage which in hindsight changed 

the nation forever. Th eir parents encouraged the journey. What else was there for the most privileged children of a country 

than to see everything they knew? Th ey set sail with their favourite servant, a humble and robust lady named Cybele Eleusina. 

Th eir parents trusted her, for reasons many still do not know. Th ey gave an awful lot of responsibility to this servant. Anyway, I 

divulge...

On their travels Phaeton and Cadmus would meet the kings and emperors, lords and mayors of all the countries, towns, ports 

and keeps across the islands only to fi nd out a unanimous truth. Th e only real power in this world was wealth. Th is was why 

their nation was the most successful, and in turn why their own families were so powerful. Being mine-owners did have its 

perks. Th e two were heart-broken. All their life they had idolized a man, who had served as a mere fi gure-head for the one 

thing they had sought to be independent of, their parents. In a disgruntled fury, the two penned a letter to the Amphipatro 

demanding he meet them outside of the capital in Amaterasu to discuss the lies he had been telling them for years (they fi gured 

he must meet them if they were so powerful). Th ey entrusted the letter to Cybele and instructed her to show it to no-one. She 

sailed with haste for the capital and arranged the meet. 

Th e two arrived in Amaterasu only to fi nd their humble servant, knife drawn with a sincere apology written all over her face. 

Th e Amphipatro was dead, along with their dreams of answers. In a rage, Phaeton killed the servant. Alongside Cadmus, they 

plotted to forcefully resign their parents but they could not do this alone. On their travels they had gathered allies, but were 

unsure if this meant they had swords behind them. It had in the form of Demeter of the famed Laius family, who was currently 

leader of the families wide-spread Oligarchy of South Nestra. What resulted was a brutal siege of the Capital, Bella ou Nestra.

Th e consequence was the birth of an empire. Together the two designed the fi rst real political system the nation had had, 

fratriarchy; the rule of brothers. Th e idea was that with two men of the same ideology and the same interpretation of the world 

(through being raised simultaneously), neither would make decisions which were based on selfi sh desires or abstract ideas. 

Th e two could only move forward if both were in agreement and hence ideologically balanced. Th ey were referred to loosely 

as Frater Megestanis. Th e idea worked; at least for a time. Th ey installed men they trusted dearly as Archon (Achaian word 

for wardens) of major towns across the nation, and gave their new ally, Demeter Laius, a position of power between the two. 

Whilst neither had ultimate power, naturally they devised one would be more dominant than the other. It was Demeter’s job to 

mediate these goings on and ensure balance between the two. He became known as the Archon Basileus.

Over the resulting decades the two strengthened their relationship with the working class and generally improved the standard 

of living, establishing not only a farmer’s guild, involving crop and land sharing, but also standardising sales of goods. Th is 

meant that all stores were capped on the profi t they could make, with the nation taking a slightly larger cut than in previous 

times, but increased sales ensured that no-one really minded. Th eir nation was now one of balance, as far as they could tell.

Th is then turned their attentions to the contributing nations, the smaller islands close to their own coast. Th eir fi rst country 

gained was small fry; the island of Mithras to the north had long had a trade agreement with the nation for their unrivalled 

stone, but in their eyes, they were oppressing their citizens and causing hardship for their people. Th e natives didn’t take much 

convincing on whom to side with. Th e command was quickly shift ed and a new Archon Basileus was named. Th e people 

seemed happier, but in fact little changed for them. Th e pressures of an ever-expanding nation worked them harder than before 

and many new workers were shipped over to help the cause. Th e richer mine owners were ecstatic however and many came 

to settle in Belle ou Nestra, realising they could for all intents and purposes run their mines (i.e. reap the profi ts) from the 

luxurious distance the capital off ered.
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Th e small island of Ixion was similar in its ease of conquering. Although some resistance was off ered, most of the citizens 

had heard rumours of the nations supposed invasion and many of the smaller towns welcomed the soldiers rather than fi ght 

outnumbered; whether this was them recognising they were better off  under the leadership of the oligarchs or better off  alive I 

am unsure.

Th eir only real problems came when attacking Tartaros. By attacking the smaller islands fi rst they had in fact warned them of 

their coming, and equally as devastating spread their troops across the nations. Th ey launched their fi rst full-scale fl eet in 297e, 

but failed to conquer the nation fully until the turn of the century. In this pressing time the two had options, press forward 

onwards to Knossos in the South or wait and solidify their own forces. In a heated discussion the two stayed awake until the 

early hours of the morning growing increasingly agitated with the others disagreement. Th e Archon Basileus, Demeter Laius 

had sided this time with Cadmus, who had wished to hold back. It took all night, but eventually it was said that Phaeton 

backed down and agreed to fortify what they had for a good few years before pushing on. It was later read in Cadmus’ own 

memoirs that this was the fi rst time he had seen greed in his ‘brothers’ eyes.

Over a period of 3 years, the pair strengthened the bonds with the previous leaders of the newly conquered islands and had 

quite an army now. However Tartaros had been readying for battle over the same period of time. What were fi shing towns had 

quickly been transformed into keeps and defences, with the most impressive of these being the formerly great port town of 

Creon. And it was all about to disappear.

 

Over the years they had strengthened their own nation, the two men had become humbled in what they 

had and were getting to the kind of age where they felt they should relax. Th e two organised a meeting in Dikte, where they 

draft ed the Treaty of the Bassians’ alongside the heads of the Islas de Achaian that ensured freedom from open warfare over 

leadership. It was signed and all war was forgotten. Th e two got wives and had children, the eldest of which they groomed for 

their own positions. Th ey were called Ajax Torquinius and Polius Galatea. Two decades passed and the empire revelled in the 

strength which had been created. Th e Frater Megestanis’ changed very little of the original model they had set up and let it runs 

its course. However, it couldn’t stay sweet forever. It has been told that one night the two were drinking and conversing about 

philosophy as they usually did, until Phaeton came to a realisation in his drunken stupor.

“Cadmus, I fear we have become the one thing we despised as ideological youths. We are just like our fathers. We don’t 

care anymore” 

What was said couldn’t be unsaid. Th e two came to realise in their relaxation and luxury, that they had been consciously 

making non-ideological decisions over the future for 23 years. Th eir original goal had been to create a world in which citizens 

were equal and neighbourly, yet equally as interested in the cultures of others as they themselves were. But since the Treaty of 

Bassians’ was created, the two had seemingly become resigned to their goals, perhaps even addressing them as complete. But 

they were far from that and this had to change. Th ey knew this would result in warfare, where they would fi ght for the citizens 

of those they should rightly be representing. Perhaps they were senile, but they were certainly determined. Th ey had set sail 

within the month, shattering the Treaty in the process. Haste however was on their side and their armies had ravaged their way 

through the North of Knossos by the summer of 327e. Upon hearing of the news, Ithaka and Luxon quickly joined the battle 

and managed to supress the forces alongside Knossien forces before they managed to reach the capital of Ouranos.

Th e two opposing forces were now in a stalemate. In their race to take the country, the brothers had set off  ill-prepared and 

now faced open warfare with three powerful nations. Even with Laius at their side, they still did not have the man power to 

overthrow this country alone, never mind the entirety of the Achaians. It had fallen to a discussion yet again. Last time they 

were faced with heavy opposition they retreated, only to set up a stable relationship with the other nations of the Islas. With 

their breaking of this very treaty, they had left  themselves no option for retreat. Phaeton and Cadmus had begun discussing 

their options before they had left ; they hadn’t planned for the power they now faced. Th e two were seemingly faced with the 

same choice they had in their conquest decades ago, stand and fi ght or run and fortify their own lines. Both recognised either 

option had unforetold dangers, and faced with the same decision as before both chose the same side they had previously. It 

appeared as though Phaeton’s drive and desire for power was unrelenting and even his closest friend Cadmus had failed to 

make him see sense in his proposed actions. Th eir Archon Basileus Demeter had long since died and his son Seth taken over. 

Th e youngster was an intelligent man, however had not experienced the role in situations like this. His advice in this situation 

was of no importance to either man and both ignored him swift ly and brutally cut into one another. Phaeton attacked Cadmus, 

until Telepinus (a loyal bodyguard of the new Archon Basileus) stepped in before the violence got out of hand. Th e young 

Laius sent Cadmus Galatea on his way, hoping the two would calm aft er some time apart (in reality this was his play for power. 

Cadmus had never trusted him and had recognised weak mindedness in Phaeton, which he could exploit to his own 

ends). 

On the eve of battle just outside of the capital Ouranos, Seth Laius announced to the battle-ready troops of the rivalling nations 

their offi  cial retreat of all troops from Knossos and the complete surrender of power by the 2 brothers. Th is had not been told 

to Phaeton or Cadmus and upon hearing the news, was again enraged and realising Seth Laius’ true intentions. 
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C H A R A C T E R / S H E E T – R E B E L L I O N / U L T R A - H E A V Y

THE ANCHOR

A P P E A R A N C E

ARMOUR/BASE ATTIRE
HEAD

A large metal grill that is interlinking with the neck-plated armour covers the lower part of the face. Th is is the only part of the 

face that is protected. Th e grill is designed to induce fear.

TORSO

Th e neck and shoulders are protected by large chunks of metal that is formed into a brace around the neck. Th is restricts the 

movement of the head but it is necessary for their unique rage induced combat. Th e bottom of the neck brace is connected to 

the bandeau style chest plated metal. Th e bottom of the bandeau has strands of material that dangle and are used in the same 

fashion as on the Fist and the Assassin. 

ARMS/HANDS

Arms are left  uncovered apart from the forearm, which is protected by a bangle of metal. Th e hands are left  uncovered as they 

are used in combat and need to be free to move.

LOWER BODY

Th e large curved sheets of metal layered with leather that are tied around the waist with rope accentuate the hips. Th is allows 

for the Anchor to be able to use the full side of their body to push and shield from foes. Multi layered strand of odds and 

ends of material fl oats down from the metal hip protection. Th e only purpose for this is to conceal the body. Th e lower leg is 

wrapped up in leather strips tightly fastened with string, extra padded is seen around the knees but the feet are left  uncovered. 

KEY ATTIRE FEATURE/S:

• Mouth Grill/Neck Brace

• Hip Shields

G E N E R A L

BACKGROUND
Th e Anchor is a key part of the Aswans de Mesopotamia military force. Not much actual combat training is involved in the 

development process for the Anchor’s. Th e main training includes a ritual that is performed twice every Sun Day, this ritual 

has been linked to the odd cultural beliefs of the Aswans in which they ceremonially use combinations of herbs and plants to 

create potions that aff ect the mind. Th e ritual that is associated with the Anchors is secretive and only very little is known of 

the actual going’s on. Th e only things currently known are that the subject must undergo extremes of the fi ve human realms of 

the Gods, these are: Pain, Fear, Ecstasy, Consciousness and Hunger. Th e product of this training is the unique combat style that 

is the rage induced subconscious state.

FIGHTING STYLE: Strength/Power Attacks 

ATTAINABLE ATTRIBUTES: Line of Sight, Bone Crusher, Solid Skin, Uncontrollable Rage

WEAPON SETS: Large Talon Hook Sword, Giant Boulder 

MILITARY DIVISIONS/RANK: Rhino Unit with the following divisions:

• Defender

• Field Support
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“If its war he wants, he shall have it” 

Phaeton famously bellowed from the balcony of his Castillo in the centre of Belle ou Nestra. It didn’t take long for the two to 

act on their anger and the very next day had begun gathering those close to them. It appeared as though three sides would 

fi ght for the helm of the great empire, although Seth Laius was accordingly talked down for his claim early on by Vervactor 

Torquinius, the youngest son of Phaeton. Th eir plan was yet to come.

Th e war was fought primarily through the notoriously hard winter of 327e, which accordingly to the tales claimed as many 

lives as any man. Neither side became clear favourites, as both fought tactically around the territories of Nestra, specifi cally 

the town of Kastor and Amaterasu, which became the most sought aft er cities. With Galatea and his allies occupying most of 

the South and Torquinius having the north, it was thought that if any side was to occupy both Kastor and Amaterasu, they 

would close the opposition in and surely win the war. It was in the autumn of the following year that the war looked like it 

was coming to a close. Both had gathered the majority of their troops to face off  in a battle which would most likely end the 

stalemate. Th ey met just outside of Kastor, with the victory of Amaterasu fresh in the memory of the Galateans.

Th eir eldest sons, Ajax and Polius had been placed in charge of the armies and the two ‘brothers’ groomed for the thrones were 

now squared up against each other on the battle fi eld. Th ey both rode to address one another in the no-man’s-land between 

the troops with around 5000 men behind each of them. Accordingly talked of how their fathers bickering and general failure 

of political organisation had brought them here. Neither man wanted to fi ght his best friend and brother. And so they called 

to arms any man who wished to set up a new life on a new frontier. Th ey slayed any man who stood in their way, as well as 

those loyal to their fathers and set sail supposedly for the coast of the Mesopotamia, although it is unknown exactly where they 

landed. On their journey south they passed Nebra, the capital of Laius. It was there that they sold their respective armours 

to the new head of the Laius family Rhea, Seth’s mother. Neither parent ever learned of the truth on the battle fi eld that day. 

None left  alive and the bodies of the dead, from both sides were left . Th eir only hypotheses could be that the other Achaians 

had now joined the battle. And in fact they had. Rhea Laius, now in possession of clean armour of both sides masterminded 

a catastrophic invasion using the armour of their own soldier as an infi ltration method directly at the heart of both Cadmus 

and Phaeton’s forces. Vervactor Torquinius, who had had enough of being second place to his brutish brother and his oafi sh 

and lazy father, allied with Seth Laius and his mother to overthrow the empire of old. His vision was that rule as brethren was 

fl awed, as proved by his father’s disagreements and his brothers ‘untimely death’. With his new accomplices and accompanied 

by the armies of both Laius and Tartaros, the young Torquinius slaughtered any who stood in the way of their claim to power.

With his victory he claimed to model a political system on the same morals and principles as his father, however giving the 

oligarchy much more power over the development of infrastructure and even the occupations of their citizens. Taxes increased 

to get the nation back on its feet, but the people remained remotely happy about at least having their long sought stability. In 

his fi rst public address he informed his people that he believed two leaders is not enough and inherently leads to unrest. In his 

reforms there would be 5 leaders of equal power, providing a democratic solution within the Chambers of Montanus Luzon. 

Th ey would be known as Gardistos. His intention was never for democracy however, as the strong will of his father grew ever-

present within him. He instates weak men as his who bow to his every whim, including his fellow conqueror Seth Laius. Th ese 

men would act as Archons for the distinct areas of the Empire; gathering bimonthly to discuss issues of overall importance. Th e 

Empire now consisted of Nestra, Ixion and Laius, with Vervactor deciding to respect the independent leadership of the former 

state of Tartaros. 

In the aft ermath of the breaking of the Treaty of the Bassians’, Knossos was split into two. Th e Northern territories invaded by 

the Nestran forces were left  decimated. Th e ever-wealthy Lauis family were quick to act and began re-establishing smaller cities 

and towns, which led to them being adored by the people of the land. Th e Knossien’s made multiple attempts with the Laius 

family for a power-brokering deal, which would see them share power. But the people of the North spoke out against their 

leaders, stating the fact of their lack of presence immediately aft er the attacks as the main reason for their dissatisfaction. Laius 

assumed control of the North of Knossos. Although technically not part of the Empire of Nestra, the Laius family were now 

mostly in the pocket of Vervactor Torquinius.

Alongside his Gardistos, Torquinius draft ed the new Treaty of the Achaians, which like the previous 

treaty forebode open warfare over leadership, in return for heavily tax levies on any trade negotiations between the Empire 

of Nestra and the other independent nations of Knossos, Ithaka, Luxon and the Islas of Marsyus and the Bassians. Th is treaty 

eff ectively placed power of all the nations in the hands of the wealthy traders, namely the Laius’ and eff ectively Vervactor 

Torquinius. Without any bloodshed, Torquinius had managed to own, not rule, the entire Achaian Islas. 

And so the history was written. And in the next 17 years since then, Vervactor Torquinius tightened his reigns on the leaders of 

the surrounding nations, supressing the people of these fi ne countries for the benefi t of his own. Needless to say, the citizens of 

the independent nations grew weary of their treatment over time and would stand out against their oppressors. Th e year is now 

345e and the disheartened and down-trodden people of these formerly great nations gathered together to form the Rebellion of 

Parvus Silvestri, which now had quite the following. But at this time they are not ready to fi ght against the all-powerful Empire 

of Nestra.
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C H A R A C T E R / S H E E T – R E B E L L I O N / M E D I A T O R

THE FIST

A P P E A R A N C E

ARMOUR/BASE ATTIRE
HEAD

Hailing from Ithaka, the Fist’s take pride in their warfare, collecting tokens from their fallen foes. Th e oldest form of this is 

found in the hair of the warriors. Th is is seen either by braiding their own hair with that off  their foes or by simply using bands 

of their hair or clothes to intermittently band their own long hair into ponytails. 

TORSO

Little armour adorns the chest area; instead they have hand-stitched leather armour that sits tight to the skin restricting their 

upper body movement. Th is restriction isn’t so much of a choice but more of an aid to their combat. A fi tted waist band is used 

to pull the trousers together at the hip; this band features many strands of string and odds and ends of material hang off  it. Th e 

purpose of this is so that the Fist can always monitor their centre of gravity by watching the fl ow of the strands.

ARMS/HANDS

Shoulders are fully exposed, but they have full protection on their forearms. Large chunks of refi ned metal are used as arm and 

hand guards. Th eir hands are full encased in metal armour that doubles up as weaponry.

LOWER BODY

Th e lower body is simply covered in a loose baggy material which allows for every possible leg movement needed. Th is 

material is then tucked into some large leather boots.

KEY ATTIRE FEATURE/S: 

• Hair, whether a sleek ponytail or a matted bush of multicolours

• Waist band with strands of string and material

G E N E R A L

BACKGROUND
Th e Fist’s fi ghting style was fi rst formed in Ithaka’s city of Dumuzi, where the warriors trained themselves in the martial art 

collectively known as Mind Without Mind. Th e concept was simple; to be in control of the mind allows oneself to be in control 

of the body. Warriors who are adept at this fi ghting style have trained themselves in this ideal for years and in some extreme 

cases the training regime was started with children as young as 3. Th e belief in this is so strong by the warriors that they believe 

that they themselves are immortal and the only true form of death is the loss of the power over the mind. It is considered that 

a true master of Mind Without Mind needs to put thousands of hours of training their techniques, so that when they go into 

combat they can act spontaneously without conscious thought.  

FIGHTING STYLE: Close Combat mainly without weapons.

ATTAINABLE ATTRIBUTES: Th e power of the mind, Fists of steel, Bone Crusher, Flow of the mind

WEAPON SETS: Talon Hook Dagger, Fighters Gloves

MILITARY DIVISIONS/RANK: 3RD Regiment –Mind Without Mind with following divisions:

• Infi ltration

• Front Lines

• Infantry
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A / B E G I N N E R S / G U I D E / T O : T H E / A C H A I A N / I S L A S

THE FOLLOWING GLOSSARY OF TERMS IS DESIGNED FOR ANYONE WITH A LIMITED 

UNDERSTANDING OF THE HISTORY OF THE ACHAIAN ISLAS. THE GLOSSARY IS BASIC AND 

FURTHER READING IS RECOMMENDED FOR THOSE INTERESTED.

THE DOCUMENT IS TRANSLATED INTO ENGLISH FROM THE NATIVE LANGUAGES OF THE 

COUNTRIES DESCRIBED, ALTHOUGH SOME NAMES HAVE BEEN LEFT FOR PURELY CONTEXTUAL 

REASONS. THE TERMS RECORDS, UNRECORDED AND UNTOLD ARE USED INTERMITTENTLY 

THROUGHOUT, REFERRING TO THE CURRENT RECORDS OF THE ACHAIANS. THE TERMS 

UNRECORDED AND UNTOLD REFER SPECIFICALLY TO INFORMATION WHICH IS UN-CITED OR 

DEBATED AMONGST PROFESSIONALS. 

AEQUANTE OPUS

Self-proclaimed title used by Vervactor Torquinius aft er overthrowing his father, Phaeton and Cadmus Galatea in 328e. Th e 

role is considered as a dictator by other governing fi gures around the world.

AMATERASU

Nestra’s largest city, a trade-heavy, shop-riddled metropolis, which sits in the centre of the countries most fertile land. Th is land 

brought farmers, who made large profi ts from their exports, which in turn brought traders and eventually investors. Th e Laius 

family currently owns the majority of the cities productions.

AMPHIPATRO

Th e former unelected leader of Nestran politics. Th e offi  cial has the power to veto any decision made by the elected Chamber 

and is oft en abused by the rich in order to dilute democracy. Th e last Amphipatro was Horus Ovid, whose rule ended in 283e 

aft er his death by poisoning.

ANTOLIA

A port town on the West coast of Tartaros. It is used as the main import/export location for products across Tartaros, as well as 

being the base of the Tartaronian armed forces.

ARCHON

Formerly elected offi  cials under the Amphipatroic political system, each representing the towns and cities of Nestra. Used 

mainly as a mayoral role under the rule of Phaeton Torquinius and Cadmus Galatea, followed by a fully dignitary based role 

issued by Vervactor Torquinius as of 328e.

ARCHON BASILEUS

A position of power created by Phaeton Torquinius and Cadmus Galatea, the fi rst of whom was Demeter Laius. Th e role was 

created as a balance of power between the Frater Megestanis’, but was considerably less eff ective aft er the passing of Demeter 

Laius in 306e. Th e role was abolished alongside the Frater Megestanis in 328e by Vervactor Torquinius. 

ASWANS OF MESOPOTAMIA

Established by Ajax Torquinius and Polius Galatea in 327e, aft er their departure from the civil war, little is known of what 

happened to the explorers who landed on the coast in 329e, aft er 14 months of solid sailing. Very few of those who went 

looking ever returned.

Th ere have been reports across the Achaians of ships being looted by unknown bandits, sailing under a solely red banner, 

although it is Untold if this is the remnants of the original Aswans of Mesopotamia.

BELLE OU NESTRA

Th e capital city of Nestra. Sitting atop the hills of Montanus Luzon, the city had long been used as a military outpost by the 

Nestran Army. With the discovery of Asteril in 47e, people began to pour into the city as a result.

It is known for its tightly packed streets of the slums contrasting with grand open spaces in the richer, governmental areas of 

the city. In 219e, aft er the Great Unifi cation, the Toquinius and Galatea families put pressure on then Amphipatro Nepthys to 

make their home the capital, much to the grievances of the Amaterasu oligarchs, the Laius’.

BESTLA

Th ought to be a scientifi c base of study for Himinbjorgiens. Little is known about the city, other than scattered reports of the 

usage of wooden architecture.

BONA DEA

A rich, tourist heavy town in the heart of dense vineyards. Known globally for its expensive wines. Oft en the location of 

holidays for the wealthy, due to it’s scenic country side and impressive, rustic architecture.
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CASTILLO DION

Th e Torquinius’ family home. One of many grandiose structures in the richer Northern districts of Belle ou Nestra. Th e setting 

of many infamous celebrations among noblemen and women from across the Achaian Islas.

CHAERONEA

Small port town in the South East of Nestra. Mainly used for import/export to and from Ixion. 

CHAMBERS OF MONTANUS LUZON

A grand political structure in the governmental area of Belle ou Nestra. Largely considered to be one of the most impressive 

structures in the developed world. It is the base of operation for the political organizations of Nestra.

CREON

A Northern port town in Knossos. Th is is the countries main trade post, used for the import and export of goods. Th is said, 

Knossos is mostly independent in terms of goods production, only tending to import fi ne goods, alongside exporting their 

own wool products. Th us, Creon is quiet for a large majority of the year, relying on the fi shing industry as a support.

CYBELE ELEUSINA

A servant of the Torquinius family, who acted as a nanny to Phaeton Torquinius & Cadmus Galatea. She is thought to have 

been trusted highly by both families, although her true roles remain unknown. She died in 284e at the hand of Phaeton, whom 

she was attempting to kill.

CUMAE

Large port town on the West Coast of Nestra. Situated at the Delta of the Herana river; the port is used for the export of Asteril 

from the mineral-rich Montanus Luzon to the North. Th e town also has many jobs in craft s relation to the production of 

Asteril.

ELCMAR

A location situated in the no-mans-land between Urdr and Himinbjorg, it is thought to be the largest settlement of its kind. 

Th e location is said to have a large, perfectly circular dam, which is used for the irrigation of the surrounding fi elds. Th is is the 

largest dam known of its kind, but are not uncommon around the landscape of Himinbjorg. 

FARMER’S GUILD

An organization based in Belle ou Nestra, designed to give farmers land-sharing opportunities, as well as regulate the price 

of crops across the Achaian Islas. Although heavily eff ective in improving the well being of farmers in Nestra; without the 

land-sharing initiative, the scheme appeared to the other Achaians as a way for Nestra to accommodate for short falls in crop-

outcomes through price-fi xing.

FAUNUS

Th e capital city of Tartaros. Th e city is known for its sprawling streets and large market areas, which trade many smaller 

products made from the infamous Tartaronian timber. Th e city is also home to the Illuyankas family.

FRATER MEGESTANIS

A short-lived political position in Nestran politics. Th e term was used loosely to describe the roles of Phaeton Torquinius 

and Cadmus Galatea aft er the revolution of 284e. Th e idea of the role was that two men would rule simultaneously, acting 

as a check of power on each other. Because they were and would be raised together, the men in charge would have almost 

identical ideals, forcing decisions to be ideologically led. During their rule, Phaeton and Cadmus largely used the Chambers 

of Montanus Luzon as a sounding board for their own ideologically-driven decisions. Th e position was intended to hereditary, 

allowing the previous leaders to groom the next; however the position died along with the men it described. 

GALATEAS

Like the Torquinius’, the family are considered amongst the most powerful in the Achaian Islas. Th e two families close 

relationship has led to many public joining of families. Much of the public believe the families are one-in-the-same, however 

public speech of this is forbidden and punishable by death. Th e family’s wealth originally comes from the owning of a majority 

of the mines below Montanus Luzon, alongside their close friends the Torquinius’.

 - CADMUS

Born just 2 weeks aft er his Torquinius counterpart in 265e, Cadmus was a true Galatea; noble, calm and intelligent. Aft er 

returning from travelling with Phaeton Torquinius in 284e, the two purged their parents corrupt rule and themselves took 

power. Whilst in offi  ce, Cadmus would be part of establishing a Farmer’s Guild and help improve public services. 

He courted a peasant, Ullikummi, whom he met whilst travelling, for 8 years, before married in 292e. Th e two thought they 

were unable to have children and hence adopted an Ithakan orphan in 295e.  However, in 304e Ullikummi became pregnant 

and give birth to Polius early in 305e. It is unknown if Cadmus was the father. He was killed by fi re in his country-retreat in 
33
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C H A R A C T E R / S H E E T – R E B E L L I O N / U L T R A - L I G H T

THE ASSASSIN

A P P E A R A N C E

ARMOUR/BASE ATTIRE 
HEAD

A hood covers the head of the Assassin shielding their face from sight. Th e hood tails off  into a small opening that oft en is used 

to add on an additional tuft  of hair. Th e back of the hood acts as a pocket allowing for hidden items like potions and poisons to 

be concealed. Th e lower part of the face is also hidden from the public eye as a scarf is tied up around the mouth and nose of 

the warrior. 

TORSO

Th e front base of the hood attaches to a stitched tunic that hugs tightly to the body of the Assassin. Th e tunic is made out of 

various diff erent leathers that can be changed according to the type of mission.

ARMS/HANDS

Large baggy sleeves adorn the arms of the Assassin; the main design for these is to permit easy access to concealed weapons 

that lie on the forearm. Th e hands are left  free of any type of armour or clothing so that the warrior can alter between diff erent 

styles of attack and diff erent weapon sets.

LOWER BODY

Scaled metal chainmail is worn up until the thigh, where the leather plated knee caps and leather strapped boots are seen. Th e 

bottoms of the feet are left  open with simply some material wrapped around them for protection. Th e soft  material allows them 

to move more stealthily, aiding the silent nature of the Assassin. A belt of leather strips is worn around the waist that acts much 

like the Fist’s to help the warrior gain a centre of gravity and a sense of balance. Th e belt also allows them to monitor their 

speed and likelihood of detection. 

KEY ATTIRE FEATURE/S: 

• Hood with hair tuft 

G E N E R A L

BACKGROUND
Th e forming of the League of Assassins came about when the Rebellion Military force of Urdr fi rst took the Island of Tartaros. 

Within the islands they found an underground group of resistance fi ghters who had been secretly at war with the Empire for 

years. Th is group of fi ghters had been working on silent techniques for the duration of their existence. Th ey were renowned 

for being able to kill a single person in a room of twenty without anybody realising, plus leaving enough time to escape. Th is 

group of fi ghters were trained in the silent arts but they still had a long way to go to be able to fi ght on a battlefi eld. So, during 

the fi rst year there skills were limited to assassination. In 348e the main army of the Aswans sailed over to join the fi ght for the 

Rebellion and through a coincidental meeting, the slender built natives of the Mesopotamia showed promise in the virtually 

lost silent art. Th is was the birth of the Assassin’s we know today.

FIGHTING STYLE: Deadly silent stealth killer

ATTAINABLE ATTRIBUTES: Shadow, Escapist, Critical Hits, Slow Time, Invisibility

WEAPON SETS: Dual Daggers, Retractable Blades

MILITARY DIVISIONS/RANK: Panther Unit with the following divisions:

• Lone Assassin’s

• Light Infantry
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Bona Dea in 328e.

 - ULLIKUMMI

An unknown peasant born in Creon, Knossos in 367e. She is the adopted mother of Ngewo and birth mother of Polius, who 

was born in 305e. She was known across the Achaian Islas as the Beauty of Knossos, due her dazzling good looks. She died in a 

fi re, which killed both her and her husband in 328e.

 - POLIUS

Born in 305e to Cadmus & Ullikummi Galatea, Polius had been groomed for the role of Frater Megestanis since birth. 

Although not as strong or as skilled a fi ghter as his close friend Ajax Torquinius, Polius had a great military mind, leading him 

to raise quickly in the military ranks. Aft er coming to an agreement with Ajax Torquinius on the battle-fi eld in 327e, the two 

fl ed the Achaian Islas for the shore of the Mesopotamia in order to establish a new society together.

GARDISTOS

Th e 5 unelected offi  cials appointed by Vervactor Torquinuis. Created in order to give the illusion of democracy in the current 

Chambers of Montanus Luzon, but in reality are fi gureheads for the unchecked power of Aequante Opus Torquinius.

GREAT UNIFICATION

Th e joining of the formerly independent districts of Nestra. Originally separated into family clans, the country merged into 

219e under Amphipatro Nepthys, whose close relationship with Urdr allowed him to understand the benefi ts of democratic 

decision-making. In order to do this, he merged the districts, sacrifi cing much wealth and power to families across the country. 

Th e families included the Torquinius’, Galateas and the Laius’.

HELOTS

Sizeable city in the North East of Nestra. Many craft smen are based here.

HIMINBJORG

A large country to the North of the Achaian Islas, the majority of their land is covered with dense forestland. Th e coastline is 

covered in impressive fortifi cations down the edges of their fj ord-ridden coast. Th e country is thought to be impenetrable by 

sea due to this.

Th e country is well known for being secretive about its exploits, but from the few encounters they’ve had with Achaians, they 

are thought to be highly advanced technologically, although the extent of this is currently unknown. Th ey are also famously 

peaceful, having never actively engaging in warfare since records began. 

In 346e, their coastline was breached by Nestran forces at Bestla, where it is believed technology was stolen, although the truth 

is Untold.

HORUS OVID

Former Amphipatro who was responsible for the birth of taxes on businesses in Nestra. A quiet, patient man, he was used 

mainly as a fi gurehead for the power of the Torquinius and Galatea families. He played a large part in the raising of Phaeton 

and Cadmus Galatea, who were very interested in politics and in him. He was poisoned at a Grand Feast in the Castillo Dion in 

284e.

ISLAS DE ACHAIAN (OR ACHAIAN ISLAS)

An archipelago in the Saule Ocean. With a temperate and low-rolling hills, most of the islands main exports are crops, which 

include barley, wheat and the production of wine. Th e islands are predominantly independent of one and other and tend to 

trade solely to the other islands, although there are small trade agreements with both Urdr and Himinbjorg to the North.

IXION

Small island to the South East of Nestra. With a large amount of arable land, the country’s main trade is farming. Th ey traded 

predominantly with Nestra for centuries, due to their proximity to the coast. Th is lead to their conquering by Nestra in 296e.

KASTOR

A large port town in the South of Nestra. Known mainly for it’s impressive kinetic dam made from a highly translucent rock, 

which gives the impression of a huge fl oating wall of water. Th e town oft en plays a part in both external and internal wars, as it 

is the primary port town of Nestra (due to it’s proximity to the other Achaian Islas).

KNOSSOS

A large island in the centre of the Achaian archipelago. Th e country has a diverse culture and is split in terms of current 

rulership. Before the Nestran invasion in 327e, the country was ruled by a single leader, the Leviathan. Th e position was 

hereditary, which hadn’t bothered the citizens, who had a good standard of living and no alternative. In the aft ermath of the 

invasion, the Leviathan was forced to sacrifi ce the rule of the North to the Laius family, who had heavily invested in rebuilding 

several towns’ infrastructures. Th e current Knossein border lies just beyond the city of Ouranos in the North. 

Th e country is also known globally for its production of wool clothing, which are exported heavily to the other Achaian Islas 
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and the Mainland, through the trade outpost of Mjollnir on the Urdr/Himinbjorg border.

LACUS LAIUS

A large body of water encompassing almost 1/3 of the landmass of the island of Laius. It is the largest lake in the Achaian Islas. 

To the South East of the lake lies a small town of the same name, which is known for its tourist industry. Many famous 

oligarchs holiday here.

LAIUS

Th e Laius legacies go back as far as Th e Records and have long been the most powerful family in the Achaian Islas. Th eir main 

base is their self-entitled Isla of Laius, South of Nestra and West of Knossos. Th e family also call the Eastern city of Amaterasu 

home.

Th eir interests are extremely broad, but typical for those of higher status. Th ese include the breeding of racehorses, wine 

production and the trade of stone. Th ey have famously rarely delved into politics, instead preferring the appointment of weak 

governments in their homes.

 - DEMETER

Born into the Laius family in 244e, Demeter Laius would lead the family in its Amaterasien pursuits.

He was visited by Phaeton Torquinius and Cadmus Galatea in 282e whilst they were travelling the Achaian Islas. He would 

come to aid them in overthrowing their parents rule in 284e and subsequently was appointed as Archon Basileus by the two 

shortly aft erwards. He would help establish the fi rst Nestran Empire and taught his son much of what he knew. He died of old 

age in 304e.

 - RHEA

Th e much younger wife and cousin of Demeter Laius, born in Nebra in 268e. She was forced to marry Demeter at the age of 

just 15. 

Aft er his death in 304e, she would become leader of the family and in 328e played a large role in overthrowing the government 

of Phaeton Torquinius and Cadmus Galatea, which her husband had previously helped fortify. She died just 3 years later, aged 

63.

 - SETH

Son of Demeter and Rhea Laius, born to his 17-year-old mother in 285e. Growing up under his fathers strict guidance, he was 

never satisfi ed with what he would eventually gain. At 19, aft er the death of his father, he was thrust into the role of Archon 

Basileus, but was largely unused by the increasingly aging Frater Megestanis’. 

Alongside his mother, he would ally with Vervactor Torquinius to overthrow Phaeton and Cadmus. He became one of 

Vervactor’s Gardistos in the political reforms of 328e, residing over the city of Amaterasu, like his father before him.

MITHRAS

A small island located to the North of Tartaros and South of the Himinbjorg city of Bestla. Th e island has a large export 

industry in Mithran stone, which is considered the most durable and aesthetically pleasing building material globally. Th eir 

primary export is to the Islas de Achaian, although trade with other nations has been known in the past. Th e country is 

currently part of the Nestran Empire.

MJOLLNIR

A small town, which shares its name with an adjoining jetty, joining the coastlines of Urdr and Himinbjorg. It was created 

around 100e, but the exact date is Unrecorded. It purpose is to closely monitor ships which use the body of water to access the 

ports of the two nations. Th e wall spans almost the entirety of the gap between Urdr and Himibjorg, apart from an opening of 

less than 100 feet to the West of the bridge. Ships passing through must negotiate 3 separate patrolled lochs in order to reach 

each side. Passing through can take over an hour. It is also the base of the Urdri naval forces.

MONTANUS LUZON

3-peaked mountain range situated in the North West of Nestra. Atop it’s peaks sits the nation’s capital, Belle ou Nestra. Beneath 

it lies rich mineral veins of the notoriously strong metal, Asteril.

NEBRA

Th e capital city of the Isla of Laius. Th e city is used predominantly as the base of operations for the accountancy of the Laius 

family’s exploits. Alongside the vast sprawl of clerical buildings is a singular governmental structure, which is known for 

off ering a lackadaisical approach to Nestran democracy.

NESTRA

One of the larger Achaian Islas who became known across the seas for its usage of Mainland democracy. Th eir main export is 

Asterilian metal, produced from the large mineral veins below Montanus Luzon in the North East of the country. Over the past 

two centuries, they have seen much war, through both conquest and internal power struggles. With a strong army, they have 

always had a standoff  approach with the powerful nations of the mainland. It is this relationship that dictates the relationship 
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C H A R A C T E R / S H E E T – E M P I R E / U L T R A - H E A V Y

THE PALADIN

A P P E A R A N C E

ARMOUR/BASE ATTIRE
HEAD

An Asteril jewelled helmet is worn to protect the head of the Paladin. Much like the Shield’s helmet it has a mane of horse’s hair 

that juts out of the rear of the helmet. Th e helmet features a fancy carved design that plays on the strengths of the Asteril metal. 

One of its key qualities is the ease in which it can be made to be refl ective/shiny or matte. 

TORSO

Th e sheer strength of the warrior allows large plates of pale stone to sit atop the Paladin’s torso. Th ese are oft en carved in 

a delicate manner. Th e dips in the stone then have smelted Asteril ore poured into the grooves to give a silver shine to the 

carving. Due to the stone plates naturally heavy attribute, a sheet of thin Asteril infused leather is placed between each plate to 

allow a smoother movement.

ARMS/HANDS

No fl esh is seen on the arms of the Paladin. Giant stone shoulder pads are attached to the torso plating. Th e actual use of these 

shoulder pads is to bash enemies out of the way, but in reality Paladin’s tend to abandon this method and instead use them as a 

psychological attack; the sheer strength and power of them shown through the ability to carry this heavy equipment is enough 

to scare away most foes. Asteril is used to protect the forearms and hands. Th is is necessary as they are used to close combat 

strategies but due to the amount of weight they carry it leaves them slow and open to attack. 

LOWER BODY

A grand belt is situated over the lower part of the torso pale stone plating. It is adorned with delicate embroidery that 

accompanies the tail of the overcoat that stretches out to just above knee level. Th e exterior of the overcoat is embroidered with 

unique stories and accounts of the most glorious feats for the Paladin’s. Th e legs are covered in heavy plated Asteril that like the 

pale stone armour on the torso is layered with leather. Th e general chunkiness of the armour adorned by the Paladin makes 

their movement quite slow and heavy. 

KEY ATTIRE FEATURE/S:

• Pale Stone Shoulder Pads

• Embroidered Overcoat

G E N E R A L

BACKGROUND
Th e Paladins have always had a place in the Empires main army since it was developed several years aft er the Great Unifi cation 

in 219e. Th eir attire has changed over the years mainly due to the colonisation of Mithras, which led to the founding of Asteril. 

Th is was when the armour of the Paladin’s became a detailed recount of their greatest feats. Some individuals have even been 

able to get their own key part in a battle embroidered onto their unique attire. During the mass colonisation the Paladin’s 

became part of the Household Regiment of Royal Guards First Division, and were stationed in the Capital of Bella ou Nestra. 

Due to their fearsome appearance they were only called out to battles that were fuelled by misled ideals that opposed the 

Empire. Th ey were used as a scare tactic and in some tales it is said that they managed to quell a civil revolt without laying a 

fi nger on the enemy.

FIGHTING STYLE: Strong attacks coupled with slow body movement. Fearless in any type of combat.

ATTAINABLE ATTRIBUTES: Devil’s Soul, Power Mode, Speed Boost, Hunker Down

WEAPON SETS: Giant Greatsword, Dual ended Trident

MILITARY DIVISIONS/RANK: Household Regiment of Royal Guards First Division with the following divisions:

• Front Line Wall

• Field Support

• Defenders
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between the Mainland and the Achaian Islas.

OLIGARCHY OF SOUTH NESTRA

Collection of powerful families based in the South of Nestra. Many reside in the large Southern city of Amaterasu. Led by 

the Laius’, they had a long rivalry with the rich Northern families of Torquinius and Galatea. Th is relationship was amicable 

however, with competition taking place through the great vineyards and fi ne racehorses of each family. Th is was until Phaeton 

Torquinius and Cadmus Galatea worked alongside Demeter Laius to overthrow the Amphipatroic political system in 284e.

OURANOS

Th e capital city of Knossos. It is currently the most Northerly city under Knossein leadership.

Th e city is geared towards the sale and production of fi ne clothes, produced from the countries large wool industry. It is 

considered the most glamorous city in the Achaian Islas.

REBELLION OF PARVUS SILVESTRI

An non-governmental organization with loose membership across the Southern Achaian Islas, from the countries of Ithaka, 

Knossos, Luxon and the Islas of Marsyus and the Bassians. 

Th e organization began in 332e, shortly aft er the implication of the Treaty of the Achaians, enforced by the Nestran Empire of 

Torquinius Vervactor. Th e treaty gives almost complete economic power of the individual nations to the Nestran government, 

which has lead to wide spread strife across the remaining Achaian Islas. Th e group’s objective is said to be ‘to put the economic 

power of each nation back into it’s rightful hands; those of the people of the aforementioned nations’. 

Th e name ‘Parvus Silvestri’ is oft en wrongly assumed to be named aft er a person. Instead the term translates roughly to ‘the 

wild and unimportant’ and is used by the organization to represent their attitude to their oppressors.

By 345e, the Rebellion now has a strong following, as well as a non-hierarchical leadership.

TARTAROS

One of the Achaian Islas, home to the former royal family, the Illuyankas. Th ey are currently part of the Nestran Empire, 

despite having an independent government.

Th e North East of the country contains some of the world’s fi nest timber. Th e forest here is cut down intermittently by the 

craft smen of the Isla, who use the timber to make infamous furniture. Th e Tartaronian’s are considered the greatest wood-

craft smen globally, but due to the relatively small size of the forest, have failed to make a sustainable industry from it. Most of 

the general population farm for sustenance.

TELEPINUS

Th e bodyguard of the Laius family based in Amaterasu since 302e. A burly man, who speaks little, he is known throughout the 

Empire for his quick refl exes and swordsmanship. He has been called the Wall by some.

TORQUINIUS’

A powerful Nestran family who reside in Castillo Dion in the North of Belle ou Nestra. Th e family were originally among the 

powerful Northern families of the Northern Nestra, but gained a huge amount of their current power sacrifi ced by Amphipatro 

Nepthys in the Great Unifi cation of 219e, in exchange for the right to an elected Chamber in Nestran politics. Th is eff ectively 

allowed them to part-govern Nestra, alongside their closest allies, the Galateas.

 - PHAETON

Born into a powerful family in 265e, Phaeton was raised alongside their allies’ child Cadmus Galatea. He was very interested in 

the development of the nation, through both economic progress and trade agreements. He was known for being quick to anger, 

a characteristic trait of the males in the Torquinius family. Alongside Cadmus, he was the catalyst of a political revolution in 

284e, overthrowing both his parents and the Amphipatroic system of rule, in the process becoming the fi rst and only Frater 

Megestanis’ with Cadmus. He married the former Tartaronian Princess Alulvei Illuyankas in 302e. Th ey had their fi rst child, 

Keres in 303e, followed by a son Ajax in 305e. Th eir last child was Vervactor, born in 310e.

 He was brutally murdered by his son, Vervactor in 328e.

 - ALULVEI

A strong-willed woman from the former royal Tartaronian family, Illuyankas. She married Phaeton Torquinius in 302e, as 

her families last grab at power. Born in 283e, she was much younger than her husband. Th e marriage was said to be loveless, 

however it brought 3 children; Keres, Ajax and Vervactor. She died during the labour of fi nal child Vervactor in 310e.

 - AJAX

Th e eldest son of Phaeton and Alulvei Torquinius, born in 305e.

He was groomed by his father and Cadmus Galatea to be Frater Megestanis aft er their death, alongside his best friend Polius 

Galatea. Ajax was thought to have idolized Cadmus over his hot-headed father Phaeton, respecting the Galatea’s calm nature. 

As well as being intelligent, Ajax was also a formidable fi ghter, oft en entering unsanctioned street fi ghts during his youth, until 

a failed assassination attempt when he was just 17. At 23, Ajax had vast military power and led his fi rst forces into battle against 

his best friend Polius in the civil was of 327e. He would go on to co-establish the Aswans of Mesopotamia.
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 - VERVACTOR

Brother of Ajax, born in 310e, Vervactor was 5 years his brother’s junior, who was famed for his athletic physique and military-

mind. Vervactor was slightly deformed during childbirth, which resulted in his mother’s death. 

Both these factors were thought to play a part in the mind-set of Vervactor, who killed his father and seized power in 328e. He 

became the Aequante Opus and appointed his close-friend and mentor Seth Laius as a Gardisto. He is known for having the 

famed hot-headed nature of the Torquinius men and is responsible for Nestra’s current government.

TREATY OF THE ACHAIANS

Created by Vervactor Torquinius and his Gardistos in response to the wars of the previous 2 years between the Nestran Empire 

and allied forces of the Achaians, it was signed by all the heads of the Achaian Islas in 329e. 

Much like the treaty before it, the Treaty of the Achaians forebodes open warfare over leadership. Vervactor’s price for this 

peace was heavy tax levies on all trade between Nestra and the other Achaian Islas, allowing his establishment to eff ectively 

control the fl ow of gold and resources in the entire archipelago.

TREATY OF THE BASSIANS

A document draft ed by the leaders of the Achaian Islas in Dikte, of the Bassians in 300e, designed to forbid warfare over 

leadership in the Achaian archipelago.

It was created in response to a coming war between Knossos and Nestra, led by Frater Megestanis’ Phaeton Torquinius and 

Cadmus Galatea.

It would bring a period of peace for the Islas until 327e, when the Nestran leadership rekindled their interested in the conquest 

of the Achaian Islas. 

URDR

A powerful nation situated to the West of the Achaian archipelago, they rarely come into contact with the Achaians, as the 

majority of their population live West of the Gogmagog mountain range. Th e country has heavy forest land that spreads the 

majority of their coast, leading into the Southern marsh lands.

Th ey share a notoriously large border with Himinbjorg, in which lies miles of extremely fertile land. Th e two created an 

agriculture agreement to share the fertile land in approximately 89e, although the true date is Unrecorded. Th e nation is known 

to have a strong armed forces and formidable government, consisting of 12 Visigoths. Th ese Visigoths rule over distinct areas 

of the country and gather once annually to discuss national matters in the nations capital, Vandals. 

Th ey also co-manage and patrol the huge jetty of Mjollnir, which joins the twos coastline in the centre, creating an 

impenetrable body of water. 

VECTIGAL

A % of income taken from businesses in order to organise public services. Th e concept was introduced by Amphipatro Ovid, 

as a way for the rich to reap the benefi ts of the working-class; however was used legitimately under the rule of the Frater 

Megestanis’.

VECTIGAL AUXIT

A heavily increased alternative of the above, created by Aequante Opus Vervactor Torquinius in order to give complete power 

to the leader in distribution of wealth.
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C H A R A C T E R / S H E E T - E M P I R E / M E D I A T O R

THE SHIELD

A P P E A R A N C E

ARMOUR/ BASE ATTIRE
HEAD 

A traditional pale stone encrusted skull cap shaped like a teardrop adorns the top of the head. Sheets of Asteril metal weave out 

from the skull cap to protect the front sides of the face and head; the metal is bonded by interwoven strands of the fi nest Luzon 

Asteril infused rope. A singular jewel sits atop the stone skull cap. At the rear of the head piece, a wild mane of hair, most 

commonly horse, is attached. Th is mane is mainly used for show, as the hair is oft en dyed to the same colour as the faction that 

the warrior is part of. 

TORSO

Layers of dyed, reinforced leather act as the main protection for the Empire Mediator’s midriff . Several weaves of Asteril 

infused rope secure the garments and add a little a shine to the armour. Th e lower parts of the leather are layered over a 

detailed hand woven cape, which features patterns of the Empire’s greatest feats. Th e shoulder protection is fi xed in place and 

allows unrestricted movement due to a sliding mechanism made of two thin pieces of Asteril. 

ARMS/HANDS

Th e weapon arm features a tight banded piece of leather on the forearm that protects the skin from the large metal plating 

attached to the arm. Th is piece of extra protection allows for additional blocking with the weapon arm, as it sits snug around 

the arm of the warrior. It can also double up as a weapon if the occasion arises, as the tip of the metal is shaped into an 

extended fang. On the shield arm features a long sash of dyed fl exible leather. Th is is used to tie around the whole length of the 

arm and hand, giving extra grip of the shield and extra protection from contact between the arm and the inside of the shield. 

Although this sash began as a necessity over the years it has begun to become a signature of the Empire Shields.

LOWER BODY 

Th e lower body is heavily protected as it is the only visible area out of the shield. Th e legs are covered in leather from above the 

knee to the feet. Ankle boots made from Asteril metal clad the feet.

KEY ATTIRE FEATURE/S: 

• Signature sash varying in colours

• Forearm protector designed especially for each individual

• Mane

G E N E R A L

BACKGROUND 
Th e Shields originated from Nestra; the home of the Empire. Th ey are the elite platoon of Royal Armoured Division which 

were created to act as protectors to the Amphipatro and the citizens of the Capital, Bella ou Nestra. Since their birth, Th e 

Shields have grown in numbers and reached out into the more mundane of military tasks. Before Fratriarchy was introduced, 

the Shields role was symbolic acting as bodyguards for the rich and wealthy. When the capital fell and the Arc was introduced 

in 348e, to separate the city from the outside world, the Shields were no longer needed. Due to their unique skills they were 

moved into the main army. Th ey have excelled as elitists in defensive strategies.

FIGHTING STYLE: Defensive combined with accurate pinpoint strikes.

ATTAINABLE ATTRIBUTES: Defender, Critical Strikes, Multiple Hits, Bleeder, True Royal

WEAPON SETS: Extended Rapier, Double Infused Asteril Royal Shield, Half Size Forked Spear

MILITARY DIVISIONS/RANK: Elite Royal Armoured Corps with following divisions:

• Defenders

• Tacticians

• Royal Guards

• Medical

C H A R A C T E R /

C L A S S E S
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C H A R A C T E R / S H E E T – E M P I R E / U L T R A - L I G H T

THE WAR BIRD

A P P E A R A N C E

ARMOUR/ BASE ATTIRE
HEAD

Th e War Bird’s head is cloaked in a low hanging hood, which attaches directly onto their cape/wings. Eye goggles are used to 

protect the eyes when gliding. Th e technology in them allows for tracking through heat sensors. 

TORSO

Th e chest is suited in a slim fi t tailored waistcoat with tails, which is tied on the left  hand side in the typical looping manner of 

the Empires fi nest dress wear. A large satchel is positioned on the front of the torso that enables the War Bird to carry necessary 

items. 

ARMS/HANDS

Sturdy Asteril infused rope is used to attach the cape wings to the arms of the warrior. Due to its nature the metal shimmers 

lightly in the sun, which oft en is a giveaway sign of the War Birds presence to enemies. A solid wooden structure is attached to 

the Asteril rope, which is the base for the wings. Th ese are made out of a leather and Asteril combination that is fully fl exible 

but also has slight defensive attributes, due to the properties of the Asteril. 

LOWER BODY

A tight fi tted elastic material is used on the full length of the legs to give a streamlined body to the warrior. Knees caps are 

a basic form of armour here but they are unused and unnecessary. Another satchel is placed on the upper thigh to allow for 

additional storage. 

KEY ATTIRE FEATURE/S

• Asteril Infused Leather Cape

• Heat sensor goggles

G E N E R A L 

BACKGROUND
Th e War Bird as an advanced warrior class originated from the Empire’s mass colonisation in 346e. Once there, they managed 

to gain a strong hold over the Northern territory of Himinbjorg who possessed the innovative technology that developed into 

the ability of fl ight. In its early stages however it was a completely diff erent visual to the one we see in present day. Th e original 

design of the fl ight mechanism was more like a parachute that was diffi  cult to manoeuvre and steer. Th e Empire spent years 

trying to redesign the suit and eventually they came up with a working prototype. Th e suit still has a long way to go in its 

development but still the Empire is the only nation to have Elite sky bound warriors.

FIGHTING STYLE: Aerial ranged attackers who are oft en deployed as support troops.

ATTAINABLE ATTRIBUTES: Streamlined, Shadow, Improved Armour, Night Vision, Dodge

WEAPON SETS: Fire Bombs, Explosives, Th rowing Blades

MILITARY DIVISIONS/RANK: Aerial Support Squadron with the following divisions:

• Base Support

• Field Support

• Medical

• Tacticians 

• Decoys
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