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BUT SINCE
SECRETS KNOWN
TO ONE ALONE
ARE YOUR
PURVIEW...

IT'e TIME
I LET YOU KNOW
SOMETHING,

NARA-O.
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FORTUNATELY,
IT'S SOMETHING T
COULD NEVER TELL
ANYONE.

IMAGINED I WOULD
HAVE THE
OPPORTUNITY.
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THAT'S

TIME AGO, 1
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LEARNED THAT i ; ENDING

OF THIS AGE
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THE EBON DRAGON,
IT SEEMED, HAD
ANNOUNCED

THAT HE INTENDED
TO MARRY...

THE STREETS OF
THE DEMON CITY
ROARED IN

CELEBRATION OF
THIS NEWS,
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AND YET, MOST DEMONS

WERE AS SURPRISED BY

IT AT FIRST AS T WAS,
L

Y THE EBON DRAGON I~
| |HAD KEPT HIS BETROTHED N\
| AND HIS PLANS A VITAL
| sECRET.
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EVEN VERUMIPRA,

OUR WARDEN OF THE
EXILES, HADN'T KNOWN

ABOUT IT.
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INFORMED ME,
I ARRANGED TO

ACTIVATE A CIRCLE

DESPITE
HIS NETWORK OF
INFORMANTS, HE

LEARNED OF IT ONLY
WHEN THE MASSES / =
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BEFORE SHE

TWO THINGS HER
CIRCLE HAD
DISCOVERED

DIED, SHE TOLD ME B/

7~ ONLY ONE AGENT ©
MADE IT BACK. SHE WAS
NEAR DEATH, HIDEOUSLY
DISFIGURED.

FIRST, THE EBON

| DRAGON'S MARRIAGE

WAS PART OF AN
ELABORATE

SECOND, THE
BRIDE HE'D CHOSEN
WAS SOMEHOW
CRUCIAL TO THAT

PLAN.

HER CIRCLE ™~
=7 HAD SACRIFICED
ITSELF FOR THE
GREATER
GOOoD.

I DECIDED
THEN THAT I HAD TO

WAS AND WHY HE
CHOSE HER.

FIGURE OUTWHO SHE | %

OF SIDEREAL

AGENTS.

THEY
INFILTRATED THE
DEMON CITY ON

MY ORDERS.
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PERHAPS IF I
KNEW THAT, I COULD
PREDICT THE EBON
PRAGON'S ESCAPE

STRATEGY.
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YET THERE WAS
LITTLE TO &GO ON.

BUT MY OPERATIVES HAD
MANAGED TO DIG UP ONE
LAST CRUCIAL FACT.

1 THE EBON DRAGON THEY'D
KEPT HIS BRIDE LEARNED THAT
WELL HIDDEN. THE WOMAN HAD

PENNED 7THE

A
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FROM VERUMIPRA,
‘ I KNEW THE WOMAN

WAS NOT A DEMON
BUT HUMAN,

»

REVELATION SHOULD
HAVE BEEN EPIPHANIC,
BUT I WOULDN'T ALLOW

ORIGINAL,
THAT 1S,

e
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I SHOULD
HAVE REALIZED
IT THEN. p
\__ >~ HOW OFTEN

HAD I SEEN HER
PORING OVER THOSE
EARLIER, IMPERFECT
COPIES?

INSTEAD,
I FORCED MYSELF
NOT TO REALIZE
WHAT THE EVIDENCE
SUGGESTED.
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HOW COULD I
DO OTHERWISE?
IT Was TOO
MONSTROUS TO
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“T'M SURE YOU
REMEMBER SATURN'S
FROM WHEN I WAS

INFAMOUS PROPHECY

SHE SAID 1
{ WOULD USHER IN h
\ THE ENDINGS OF /
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I WAS
WRONG...

WRONG ABOUT
HER, NARA

SHE
D...
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AND

NOW
WANTS TO EN
MY BRONZE
AGE...

JUST

AGE WILL END

DROWNING IN
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LED MYSELF

THE PROPHECY
WAS RIGHT. I MADE
MYSELF BLIN

A

IT

BUT IT
ISN'T OVER
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HEAR ME,

YOUR SCARLET EMPRESS,
CHAMPION OF CREATION,
ETERNAL RULER OF
THE BLESSED ISLE!
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FOR YEARS, I TURNED MY
FACE FROM THIS WORLD TO
COMMUNE WITH THE DRAGON

OF MY ASPECT AND HIS FOUR
EQUAL PEERS!

S
S

AND NOW,
WITH MY RETURN FROM
MEDITATIVE ISOLATION, THIS
LAWLESS TUMULT ENDS!

TODAY I SET RIGHT THE
CRUMBLING HIERARCHY OF MY
GOVERNMENT, MY LEGIONS
AND THE GREAT HOUSES!

AND WOE BE
UNTO WHOSOEVER
DEFIES ME IN THIS
RIGHTEOUS CAUSE!
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The other shape,

If shape it might be call’d that shape had none
Distinguishable in member, joint, or limb;
Or substance might be call'd that shadow seem’d,
For each seem’d either, black it stood as night,
Fierce as ten furies, terrible as hell,
And shook a dreadful dart; what seem’d his head
The likeness of a kingly crown had on.

— John Milton, Paradise Lost

After years of absence, the Empress returns to her
people, just in time to halt the long-feared war over
who would ascend to her Scarlet Throne. Yet, there’s
more to her return than meets the eye, and the powers
behind it will soon plunge Creation into a more terrible
conflict by far, the Reclamation.

AN OVERVIEW OF THE
RECLAMATION CONFLICT

The Yozis’ Reclamation of Creation proceeds simul-
taneously on all fronts, throwing the world’s would-be
defenders into disarray. The grand scheme takes place
in three broad acts. In the Threshold, the first act is a
time of subtle manipulation and clever social maneu-
vering, which kicks off upon the advent of the Scarlet
Empress’s long-awaited reemergence. Using the Realm
Defense Grid to project an enormous image of herself
standing astride the Imperial Mountain, the Empress

announces her “return from meditative isolation” to
the people of Creation in grand style. Confirmation
of the terrifying apparition’s legitimacy spreads across
the Blessed Isle first (instantly), then the satrapies in
the Threshold (at the speed of Infallible Messenger)
and finally those independent nations and civilizations
that are aware of the Realm but not beholden to its
government (within weeks). The Empress makes a great
show at first of cleaning house, ending (if not averting)
a civil war between the Great Houses and righting the
foundering ship of government that her absence all but
scuttled. These efforts make her people rejoice, believ-
ing that their Empress can single-handedly unmake the
chaos of the Time of Tumult.

Yet, for all her peacemaking and work reestab-
lishing the rule of law, the Empress’s actions conceal
a sinister agenda. She streamlines the functioning of
the Thousand Scales by replacing weak and ineffectual

.}



bureaucrats with akuma and Yozi cultists. She secures
widespread Dynastic loyalty by exerting an insidious
infernal influence on her many powerful descendants.
Those she can’t coerce or convert in the government
and the legions, she replaces and sacrifices to her hid-
eous masters. And that’s just on the Blessed Isle. In the
Threshold, agents of the Reclamation take small steps to
sow the seeds of future conflicts while the well informed,
the worldly and the ambitious are too distracted by the
shake-ups occurring in the Realm.

The second act of the Reclamation is the period of
time most will erroneously assume is the beginning of the
end of the Second Age—if not the start of a new era of
tumult. The seeds of discontent sown in the Threshold
during the first act begin to bloom, exciting chaos at
the fringes of Creation. Concurrent with this bubbling
trouble isashift in the attitude of the Realm. Now that its
government hasbeensetaright, its foreign policy becomes
ever more active and aggressive. The Magistracy and the
Wyld Hunt once more become forces to be reckoned with
in the lawless outer world, clashing constantly with the
re-emergent “Anathema.” Tense rivals are pushed toward
the brink of war as agents provocateurs play them against
one another. Natural disasters crop up more frequently
as geomantic saboteurs warp the landscape in efforts to
nullify or poison dragon lines. The threads of fate and
destiny fray all over the place for no apparent reasons
(at least none that Sidereal observers can foresee). And
all the while, it seems that even the newly re-energized
Scarlet Empire can do nothing to keep the world from
going to Hell. In fact, its efforts seem to be doing more
harm than good.

It’s during this time that those Exalted who dig
beneath the turbulent surface of world events begin
to see connections between them. They have an op-
portunity to realize, before it’s too late, that chaos is
breaking out because of deliberate, coordinated actions
rather than some horrible confluence of ill fates. Hard
work and good timing might even allow them to realize
exactly whoisbehind these coordinated, deliberate acts.
They might not be able to stop the Reclamation in its
tracks, but they have time to reach out to Creation’s
other disparate defenders and begin to forge them into
a more coherent, unified whole.

In the third and final act of the Reclamation, all
hell tries to break loose. The secret of the Empress’s
disappearance is revealed, and the forces of Hell push
themselvesinto Creation. If the Yozis’ agents have acted
unopposed all this time, the lords of the demon realm
explode into Creation with their armies, turning vast

expanses of the world into twisted hellscapes attuned
to their natures. If Creation’s defenders have been
diligent and active, at least since the second act, the
Yozis’ initial gains are not nearly so expansive. The fate
of the world hangs in the balance, then, as the Yozis’
armies try to expand their territory ever outward and
Creation’s loyal heroes fight to push the infernal hosts
back into Hell where they belong.

How To Use THis Book

Return of the Scarlet Empress breaks the Reclama-
tion conflict down by region, as follows.

Chapter One: The Cursed Isle covers the effects
of the Scarlet Empress’s return on the Blessed Isle,
specifically during the events of the Realm Civil War.
It’s here that the hidden agendas of the Empress and
her husband, the Ebon Dragon, are first implemented.
Their actions lead to the land’s corruption into the
Cursed Isle, which remains the base of her power
throughout the series.

Chapter Two: The Scavenger Lands and the East-
ern Front deals with Reclamation efforts in the East,
guided by Malfeas, and the Empress’s attempts to at last
defeat the Confederation of Rivers. Creation’s heroes
must defeat an enemy made stronger by conflict.

Chapter Three: The Northern Front deals with
Reclamation efforts in the North, motivated by Adorjan.
Even if the infernal forces there are defeated, however,
the North’s people still face famine, unless Creation’s
champions manage to feed the starving masses.

Chapter Four: The Western Front deals with
Reclamation efforts in the West, fought at the behest
of She Who Lives in Her Name. Strange alliances must
be formed to defeat the Realm and its infernal allies,
alliances that might well offer heroes damnation of a
different sort.

Chapter Five: The Southern Front deals with
Reclamation efforts in the South, waged for Cecelyne.
With the South transformed into a wasteland and its
cities turned into desolate prison camps, Creation’s
heroes have their work cut out for them.

Chapter Six: Other Realms of Existence focuses on
the reaction of those outside of Creation to the Empress’s
return and the Reclamation. Yu-Shan, Malfeas, the
Wyld, the Underworld and Autochthonia all respond
in their own ways to these events, and this chapter
provides the lowdown on those responses.

Chapter Seven: End Game features the final show-
down pitting the forces of the Ebon Dragon and the
Scarlet Bride against those of Creation and Heaven,
with the fate of the world at stake.

INTRODUCTION

Ryvan Bailey (order £21442GG)
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I TOLD You

SOMETHING LIKE THIS
WOULD HAPPEN IF YOU
STAYED BY HIS SIDE.

NAGEZZER'S
COMMITTED NO
CRIME. NONE OF

THIS 1S SOME
HORRIBLE
M MISUNDERSTANDING.

NO, PORAMO.

SOMEONE OBVIOUSLY

THINKS THIS MAN'S A
DANGER TO THE

"
AND THE EMPRESS
APPARENTLY BELIEVES

IT. SO WHAT ARE WE
GOING TO DO?
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WE'LL STICK TO | ‘ ||
THE PLAN AND .
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IF ANYONE
CAN FIGURE ouT
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AND HOW TO FIX IT,
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AND HE WAS ONE
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How DID You
KNOW THE ALL-SEEING
EYE LOST CONTACT
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CHAPTER ONE

THE CURSED ISLE

The Scarlet Empress founded the modern Realm
as a bulwark against the enemies of Creation and to
consolidate her own power over the world. Her inten-
tions were largely noble, if dictatorial. She knew the
tumultuous history of the Shogunate and witnessed
firsthand how the Great Contagion and the Balorian
Crusade punished the selfish warlords who squandered
their magical treasures on endless petty civil wars. For
Creation to prosper and know peace, it must be firmly
controlled, and so, the world’s unlikely savior crowned
herself the Scarlet Empress and turned the Sword of
Creation on all challengers until none remained. The
Dynasty she built of her own lineage was no less cor-
rupt than the Gentes and military bureaucracy of the
Shogunate, but that corruption stabilized the Realm
by setting the impudent at each other’s throats and
making sure that the government depended upon her

leadership to survive. Her solution was elegant, almost
perfect. Then she disappeared...

PRELUDE: WAR OF SUCCESSION

It has been years since the Scarlet Empress entered
the Imperial Manse and never emerged. Since that time,
the Anathema of old have returned in great numbers,
the dead have dared to conquer the living with new
Anathema at their vanguard and—though it is heresy
to admit it—the Wyld Hunt can no longer contain
these demons. Meanwhile, the nations of the Threshold
have quietly and steadily slipped their leashes, almost
daring outright rebellion.

The Time of Tumultdoes notyet threaten the shores
of the Blessed Isle directly, but its chaos threatens its
prosperity. Yet, it is also a time of opportunity for the
heads of the Great Houses and other mighty Dynasts
to vie for the Scarlet Throne. The winner will restore

Ryvan Bailey (order 421442GG)
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PeACE INOUR TIME

Open warfare could ultimately lead toa clear
Dynastic succession from which the victor can
attempt to rebuild the Realm’s influence and
stabilize the rest of Creation. Yet, this strategy
ignores the fact that such chaos can only hurt
the world in the short term and possibly create
a window of opportunity for other world pow-
ers to enact their own schemes. Averting the
Realm Civil War is not a likely or easy prospect,
especially given that the Scarlet Empress struc-
tured Realm society precisely so that it would
self-destruct in her absence.

Exalted is a game of epic deeds, however,
and epic peace is certainly one such deed.
While preventing or quickly halting the Civil
War will not stop the Empress from returning
and likely reclaiming her throne, it will force
her to move slower and more carefully. In turn,
slowing her down buys more time to thwart the
Ebon Dragon’s schemes and save the world. In a
best-case scenario, a stable Realm might prove
unassailable to direct retaking by the Queen of
Hell, forcing her to wage a diabolic insurgency
to set the stage for her husband’s release.

peace, crush the Anathema and reassert the political
and economic preeminence of the Realm. At least,
that’s the plan.

CANDIDATES

As of now, none of the Great Houses’ legions have
engaged one another in open warfare, apart from a
few “training accidents” and skirmishes by “off duty”
personnel, but each contender for the throne is build-
ing up forces for the inevitability of true civil war. Of
these, only the candidates mentioned here are assumed
to have amassed enough political and military clout
to rally others to their banner. The Storyteller should
certainly feel free to add other characters to this list as
appropriate to hisseries, especially fora Dragon-Blooded
series where one or more of the players’ characters has
a decent shot of taking the throne.
MNEMON

The daughter of the Scarlet Empress and head of
her own Great House, Mnemon is arguably the mighti-
est sorcerer among the ranks of the Terrestrial Exalted,

and the only one to command Second Circle demons
(albeit only with the aid of the Emerald Thurible).
Her wealth and power matches that of any of the other
heads of the Great Houses, and she is likewise versed
in Dynasty Charms to keep her descendents in line.
She believes that the Scarlet Throne is her birthright
and will do anything it takes to claim this inheritance.
Moreover, she is the only person in the Dynasty with
certain knowledge as to her mother’s whereabouts
and current condition, secrets that terrify her beyond
mortal comprehension. Asimmoral and arrogant as she
is, Mnemon knows she is better for Creation than the
Queen of Hell is, so she cannot help but be somewhat
heroic for her efforts to stop the Ebon Dragon.

In addition to her “legitimate” political schemes,
Mnemon isnot remotely above conspiring with enemies
of the Realm or even enemies of Creation to attain her
self-appointed grand destiny. Most notably, she has
negotiated a secret alliance with the Deathlord Mask
of Winters. The two are nothing more than allies of
convenience who fully intend to betray each other at
the first reasonable opportunity, but both understand
the tenuousness of the arrangement and the benefits of
short-term cooperation. More information on Mnemon
can be found in Scroll of Exalts, pages 88-89.

THE ROSEBLACK

There are those who see echoes of the early Scarlet
Empress in the charismatic young military hero Tepet
Ejava, though only her most heretical admirers dare posit
her as a direct spiritual heir of the missing monarch.
Most agree that she embodies the best of the Dynasty
as a woman of culture, breeding, virtue and martial
prowess. Many Dynasts fear her because they know she
is better than them, but many more flock to her banner
for precisely this reason. It infuriates Mnemon that a
relative upstart such as the Roseblack already surpasses
her in popularity, and worse, that part of this growing
popularity stems from providing a viable alternative to
Mnemon’s own unpopularity.

Ultimately, Ejava is a symbol that the decay of
Realm society has not yet poisoned the great nation’s
heart. Therefore, her call to arms bring together many
factions that would otherwise have nothing in com-
mon, from the proudest officers of the most decorated
legions to the grizzled veterans of the Vermilion. If
Mnemon wins the throne, it will be by underhanded
trickery or occult puissance. The Roseblack needs only
to be herself to be a living banner of heroism. More
information on Tepet Ejava can be found in Scroll of
Exalts, pages 110-111.

Ryvan Bailey (order 421442GG)
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DARk HORSES

A handful of other names persist as possible con-
tenders, especially in the endless rumor mill of Dynastic
society. Ragara Bhagwei, master of the Heptagram and
son of Cynis and Ragara, is certainly mighty enough for
consideration, but he is also thoroughly uninterested in
politics. Cathak Cainan is more than capable of being
emperor and would be an effective ruler, apart from
the minor detail that he is fated to die soon, in which
case an even bloodier civil war would follow the brief
peace of his reign. His backing would help legitimize
either of the front-runners, but he is not convinced
that either of them deserve such help. Some young
Sidereals even admire Cainan enough to smuggle him
a peach of immortality or secretly tamper with his fate
to extend his life span, heedless of the consequences of
such actions to the destiny of the Realm or the Loom
of Fate as a whole.

Perhaps the least likely candidate for the throne is
young unknown V’Neef Bijar, whose bid for power has
been solely focused on unlocking the Imperial Manse’s
outer defenses. She thinks she’s very close to the solu-
tion. If she’s right, she could win the prize decisively.
More likely, her confidence is simply arrogance, or
else the reward for her success will be a quick death as
Mnemon seizes the manse for herself.

OTHER PLAYERS

Not all who play a major role in the succession war
seek to win it for themselves. Others play a role of king-
maker or a possible ace in the hole for whomever can
win their loyalties.

REGENT FOKUF

More dirty jokes have been spoken with the name
Fokuf as their punch line than any other political figure
in recorded history. For this ignominy, and this alone,
will he be remembered. Regent Fokuf is mortal and not
remotely a contender, but a figurehead whose harm-
less ineptitude allows the Dynasty to disintegrate less
quickly than it otherwise would. There is no question
that he will perish in any succession, and he’s almost
stupid enough not to realize that fact.

[t could be that Fokuf’s bumbling fool persona is
just a ruse masking an exceptionally ruthless mind, but
no mere mortal could keep up such a fagade for long.
Indeed, he would have to be a Celestial Exalt—and
a very cunning and powerful one at that—to fool ev-
eryone so thoroughly. His epic failure to do anything
meaningful with his position and his propensity for
vice makes him an ideal a candidate for Exaltation as
a Fiend, allowing him to sow discord and corruption as
the Ebon Dragon’s agent in preparation for the Queen
of Hell’s return.

Ryvan Bailey (order 421442GG)
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THE DELIBERATIVE

While the Scarlet Empress reigned, the Deliberative
served as a quaint nod to power-sharing rather than a
representative body capable of checking her authority
in any meaningful way. Its primary purpose was to keep
politically ambitious members of the Great Houses in
one place where it was easier to monitor their actions
and execute them en masse if needed. In the wake of the
Empress’s disappearance, that body has grown slightly
more powerful for lack of supervision, but it remains
fractious to the point of impotence with regard to ap-
plying that power.

In the buildup to civil war, impassioned speeches
on patriotism and calls for patience offer excellent op-
portunities for demagogues to rail against their rivals,
but the looming and grim reality of war is not discussed
in open session. Behind the scenes, however, members
frantically conspire and trade rumors and make bids
for power as factions woo the mighty to their banners.
As members resign to prepare for the war and accept
leadership positions in the factions, Regent Fokuf
appoints the first replacements suggested to him,
seemingly oblivious to the competence or allegiance
of these appointees.

Once actual war starts, the course of the conflict
determines how the Deliberative dissolves. In the best-
case scenario, the Deliberative goes into indefinite
recess as its members retreat to family strongholds or
take up arms on the front lines. No one admits that
the dissolution is anything other than temporary. A
worst-case scenario sees a massacre within the body’s
meeting chambers as enemies long constrained to
words turn blades and Essence on each other in an
epic bloodbath. One or both factions could establish
“the true Realm Deliberative” within the territories
they control, populated by the original Deliberative
members loyal to thatside. A culling might also involve
one faction’s members not showing up for a meeting
and sending legions in their stead to “purge endemic
corruption” with due prejudice.

THE IMMACULATE ORDER

Both Mnemon and the Roseblack tread very lightly
around the Immaculate Order and the Mouth of Peace,
since a religious condemnation of either candidate
could swing public opinion very dramatically and pro-
vide the other side with a large and highly mobile force
of supernatural martial artists and broad infrastructural
support. As the Realm’s official government crumbles
from lack of leadership and endemic corruption, the

Immaculate Order remains one of the only bastions
of stability and order in the lives of the Blessed Isle’s
citizens. Temples continue worship on schedule,
monks train and police rogue spirits, and the faith sees
a resurgence as citizens pray that war will not come.
Should the war result in the utter destruction of Realm
society without a clear victor, whatever is left of the
Immaculate Order will likely rebuild and restructure
the people into a highly regimented theocracy for
survival, even as monks weep for the sad necessity of
dirtying their souls with secular concerns.

True to her title, the Mouth of Peace works very
hard to remain neutral while giving the appearance
that she is prepared to take either side in retaliation
for the other’s hostility, faithfully upholding her spiri-
tual responsibilities despite Mnemon being her own
grandmother. Mnemon has considered using Dynasty
Charms to force the Mouth of Peace to a greater sense
of filial piety, but fear of Sidereal reprisal and the pos-
sibility that the Mouth of Peace might actually resist
using her immense will and start a holy war deters this
course of action. Ironically, more members of the Order
originally come from House Mnemon than from any
other Great House, but most of these members owe more
allegiance to the Order and ultimately the Mouth of
Peace than to their namesake progenitor. Meanwhile,
Ejava continues to grow more popular every day as a
living example of the Immaculate ideal.

Tre WyLp Hunt

Once the Civil War picks up in earnest, the Wyld
Hunt effectively shuts down as an organization, even
as its most zealous members such as Peleps Deled
continue in their duties as independent vigilantes or
sworn brotherhoods that fight against rogue gods and
other enemies of the faith looking to take advantage
of the chaos.

This is not to say that the war-wracked Blessed Isle
becomes a safe place for Anathema, but reprisals come
first and foremost from the military resources of the
various factions looking to maintain order in their own
territories rather than systematic theocratic policing. It
is the Threshold that feels the loss of the Wyld Hunt
more, since expeditions cease to journey forth to cull
the most brazen Anathema. Realm partisans in exile
to the Threshold provide some measure of security in
the territories they claim, but such islands are few and
far between. Elsewhere, Solar and Lunar empires rise,
the Fair Folk maraud at whim, the dead extort prayers
from the living, and demons stalk the lands.
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THE ALL-SEEING EYE

The last intact and functional agency of the gov-
ernment established by the Empress, the Blessed Isle’s
intelligence network controls what is left of the Realm’s
coffers and has a far more useful coin—dirt on everyone.
Presently, its neutrality and resources make it a prime
target for recruitment by all factions, both as a single
bloc and through subversion of individual agents via
bribes, blackmail or direct coercion. Neither faction
can afford to be spied on, but neither can either faction
afford to antagonize the All-Seeing Eye into joining
wholesale with its enemies. Asaresult, the organization
has a chance to keep gathering useful secrets even as
it keep its options open. The disgraced House Iselsi’s
desire to regain a position of honor certainly factors
into the agency’s ultimate loyalty. Members of that
House compose the bulk of the Eye’s senior leadership,
and they look carefully to the Civil War factions to see
which mightbetter afford an opportunity for legitimacy
and redemption.

Once the cold war goes hot, however, the All-Seeing
Eye’s neutrality means little since there isn’t even a
fiction of a central government to which to report.
Choosingaside means accepting this grim fact, though,
which is not something the uppermost leadership can
bring itself to do. These idealists remain deeply attached
to the hope that the Scarlet Empress will return and put
everything right. Unless this loyalty can be won by one
of the factions, the Eye waits patiently and weathers
the storm as best it can, faithfully turning over all its
secrets to the Empress upon her glorious return.

She is, of course, most grateful.

House RAGARA

While all the Great Houses are major power players
in their own right and certainly affect the outcome of
the Civil War through their allegiance, House Ragara
deserves special mention for being the wealthiest of
them, hands down. Money buys troops, weapons and
well-timed betrayals. Preparing for war is expensive;
waging it more so. While individual members of House
Ragara ally themselves with both factions, dividing the
family like all the Great Houses, the House coffers are
the true prize. Gaining control of those resources al-
lows the faction that does so to grow dramatically. Of
course, the House is not simply a prize to be won, and
application of that wealth to the right purses nudges the
direction of the war itself long before the elders of the
family consider full alliance with one of the factions.
The House knows it cannot field any candidate of its

own with a strong chance of winning, so influencing
and buying the winner is its next best hope.

THE MOUNTAIN FOLK

Beneath the Realm, the Jadeborn toil and make
war as they have always done, largely indifferent to who
sits on the throne to whom they send promised tribute.
None of the candidates have sought to win the Moun-
tain Folk to their side, mostly because they don’t fully
grasp how useful the prehumans could be in outfitting
or augmenting their legions. All that might change if
either side actually does something that directly affects
the subterranean world, such as Mnemon unleashing a
Second Circle demon whose dance brings earthquakes
or the Roseblack deploying an especially devastating
piece of First Age artillery. Roused by self-preservation,
the Mountain Folk will not hesitate to ally themselves
with whoever best assures their survival.

THE SIDEREALS

The Chosen of the Maidens remain curiously unified
on the matter of Realm stability. The Bronze Faction
wants a stable and strong Realm to maintain authority
over the rest of Creation through the usual channels
of politics, religion and economics. In contrast, the
Gold Faction wants a stable Dynasty so that the newly
returned Solar Exalted can focus their efforts against the
true enemies of Creation such as the Deathlords, the
Fair Folk and the growing numbers of Yozi cults rather
than distracting themselves in tedious conquest of a
broken Realm. To this end, members of the Fivescore
Fellowship who otherwise loathe each other work closely
together to keep simmering hostilities from boiling into
open warfare. Such efforts cannot continue to succeed
indefinitely, of course, and most Sidereals understand
this fact. Yet, every day that the conflict does not take
place is another day that the heroes of Creation can
focus on their true enemies, so the efforts go on.

If there must be war—and that day will come—a
short and decisive war will inflict far less damage to
Creation than a protracted conflict. Moreover, Chejop
Kejak has made it clear that Mnemon is his last choice
to become Empress, though it remains unclear whether
this dislike is personal disdain for the selfishness of her
ambition or has to do with futures he glimpsed in the
Loom of Fate. Taken together, these two doctrines
make sure that the likeliest course of action will be for
Sidereal operatives to provide devastating covert aid
to the Roseblack without her ever realizing they have
taken the field. Such aid may even extend to direct
assassination attempts on Mnemon'’s life.
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THE REALM DEFENSE GRID

The Grid is not a faction, obviously, but it is most
certainly the ultimate king-maker. Both sides fear and
covet the power of the Imperial Manse, though only
Mnemon has the slightest clue how to use it (and not
much more than the slightest clue, if truth be told).
Presently, the issue is moot. The walls remain sealed
and warded by defenses constructed by High First Age
Solarengineers and the Primordial Autochthon, before
which Mnemon’s occult might and superhuman genius
might as well be a child’s tantrum.

As stated previously, Storytellers who wish to
bring the Grid in play as more than a doomsday
nightmare can decide that V’neef Bijar (or some other
enterprising party) discovers a means to unlock the
outer seal and disarm its automated defense systems,
allowing a high-stakes race to see who can reach the
heart of the machinery and claim it first. Otherwise,
the weapon plays no role in deciding the outcome of
the Civil War.

THE THRESHOLD

“When the dragon gnaws her own tail, leave her
to her feast.” So the ancient Immaculate proverb goes,
and its wisdom guides most sensible nations outside
the Realm when it comes to interfering in the looming
war. The Realm is an increasingly fractious superpower,
but it is still a superpower, and the slightest hint of an
outside threat dangerous enough to threaten the Dy-
nasty in any meaningful way could rally all sides back
to devastating unity. The Deathlords know this. The
elders of the Silver Pact know this. Lookshy knows this,
and it keeps rasher members of the Confederation of
Rivers from doing anything too provocative.

Frankly, few other world powers matter enough
to pose a viable outside threat, leaving the rest of
Creation to fret that a Realm civil war will spill over
into tributaries and eventually broaden to a world war.
Nobody wants that, but since no one can really stop
it, the general consensus is for everyone to keep their
heads low and hope the storm blows over quickly. In
contrast, the handful of recklessly aggressive powers
such as Harborhead, Coral and the barbarian hordes
of the Bull of the North view the looming conflict as
a welcome opportunity to take their antagonism to the
next level. If this helps ignite the sparks of open war
so the Realm erupts in a blaze of fire and blood and
Dynasts killing Dynasts, so much the better.

CoLp WAR, HoT WAR

None of the major candidates for the throne wishes
to be seen as responsible for starting a civil war, since

doing so would almost certainly galvanize undecided
factions to ally against the perceived aggressor. As a
result, Mnemon and the Roseblack remain locked in
avery delicate détente with one another, goading each
other to make the first move while frantically amass-
ing allies and resources before that first move occurs.
The following broad possibilities provide a toolkit for
Storytellers to launch a war appropriate to each series,
rather than dictating what ultimately shifts the conflict
from cold to hot.

PREEMPTIVE STRIKE

If one side sees the other building up sufficient
forces to win the war before it even begins, the smaller
force might decide to strike first and hard to even the
playing field. Mnemon is far more likely to use this
strategy than the Roseblack, both because Ejava is ac-
cumulating forces and allies more quickly and because
an underhanded surprise attack is far more in keeping
with how Mnemon prefers to fight. It is not unthink-
able, however, that the Roseblack might attack first
if she believed that doing so was the only way to stop
Mnemon from doing something epic and horrible to
consolidate her power. A preemptive strike need not
be based on accurate intelligence, either. If one of the
factions believed the other was close to seizing the Im-
perial Manse or other apocalyptic assets, then striking
first would be the only hope of victory left. Outside
forces interfering in the course of the Civil War might
even plant such rumors to precipitate open violence,
especially if the Mask of Winters feels his ostensible
ally is taking too long to get the killing started.

TrE INsULT HEARD "ROUND THE WORLD

The gathering storm of Mnemon and the Roseblack’s
force buildup polarizes Realm society, introducing
schism at every level. The Great Houses, legions and
every other institution begin to fracture, sometimes
pitting siblings or even spouses against one another as
they back their preferred candidates. Disagreements
that start as cordial policy debates at parties and other
society events heat up as war appears imminent. At
some point in the escalating hostilities, peace becomes
more notional than reality, a fiction of courtesy that
keeps the Dynasty from imploding outright.

In such a climate, all it takes is one spark to set off
a cascade of violence—a personal insult that turns to a
duel and then widens to a brawl, a riot and, before long,
the Imperial City in flames. The sad fact of the matter is
that such fights happen all the time, especially in light
of the Great Curse nudging even the most disciplined
Dragon-Blooded toward bouts of explosive instability.
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But the looming war puts everyone on edge and lends
political implications to otherwise random acts of
violence. A flashpoint start to the war likely does not
serve either Mnemon’s or the Roseblack’s agenda, but
once the killing starts, there is no going back.

Outside of a petty personal squabble getting out of
hand, the most likely trigger for the war is the murder
of Regent Fokuf by fanatics loyal to either side. Indeed,
the killers might not even really hold the loyalties they
fight for and might be suicide commandos sent to frame
the opposition for breaking the peace and directly
insulting the Scarlet Throne by attacking the lawful
regent. Few mourn his loss, but many partisans make
a great show over the grievous injustice and how pious
and patriotic they are for pursuing a vendetta against
his killers and those they serve. In a game where Fokuf
is more competent than he appears, he might even
fake his own death to avoid being killed for real, with
the side effect of unintentionally (or intentionally)
setting off the war. For an even darker story combin-
ing elements of a first-strike trigger, Mnemon or the
Roseblack could be the victim of assassination, leaving
her faction to consolidate around a new leader and
seek retribution.

OuTSIDE MEDDLING

Forces external to the Realm can push a preemp-
tive strike or sudden flashpoint, but these means are
not the only ones in which meddling can start the
war. Dragon-Blooded are woefully unsuited to resisting
the powerful social Charms of the Celestial Exalted,
so any social saboteur with access to the right person
at the right time (or the wrong person at the wrong
time) can sow the seeds of hate with trivial ease. It
is fortunate that the Sidereal Exalted watch over the
Realm to prevent this sort of thing, but the Fivescore
Fellowship is too overworked and understaffed to be
everywhere at once, and Mnemon has already invited
Abyssal Exalted onto the island.

In addition, the Realm Civil War is merely the
backdrop of a larger conflict to follow. The Ebon
Dragon has ample reason to make sure that the Blessed
[sle suffers terribly and loses its most troublesome and
curious heroes in the chaos before he dares send his
herald betrothed to prepare for his release. Infernal
Exalted move as silent provocateurs throughout the
halls of Dynastic power, gleefully seeing to it that ev-
ery side loses. The Realm’s Sidereal protectors cannot
divine or predict the presence of the Infernals moving
among them as they are inherently outside fate, but the
problem of discovering their interference is made worse
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by the presence of active Abyssals on the island as an
“obvious” explanation for any weird atrocities.

THEATERS OF BATTLE

Once started, the Realm Civil War rages on many
fronts simultaneously. The two (or more) sides are not
equal in every front, obviously, and each faction tries
to focus the war on the type of conflict best suited to its
resources. Storytellers should consult Scroll of Kings
for more information on how nations fight wars in the
Second Age, especially the Realm military tactics that
all factions use.

CONVENTIONAL WARFARE

Atits most basic level, the implosion of the Realm
means legions fighting legions, with victory going to the
superior forces in most engagements. The Roseblack
has a decisive advantage in this type of conflict as a
seasoned veteran and skillful military commander, not
to mention that she almost certainly has more troops
by the time armies clash. In addition to force-on-force
engagements, legions lay siege and seek to defend cit-
ies, fortifications, ports and other strategic locations
with the aim of building their own supply lines and
disrupting the supply lines of the enemy. If the con-
flict starts with more than two factions, or if there are
powerful neutral parties remaining, these supply lines
get very tangled, very quickly, as forces must go around
non-aligned territories or risk pulling them into the
conflict as enemies.

The Realm is an island nation, so force deploy-
ments by ship allow for creative tactical repositioning
without crossing through highly fortified or politi-
cally sensitive territory. High seas engagements result,
involving naval forces drawn from all of the various
directional fleets as appropriate to their loyalties, with
the net result that the Inland Sea becomes a lot more
unpredictably dangerous and permeable to smugglers,
pirates and other outside forces. Any accretion of a
large enemy fleet risks unifying opposing Realm fleets
to wipe out the aggressor, even if only in temporary
truce, but Celestial Exalted or Lookshy rangers who
wish to sneak ashore and participate in the war in some
capacity will find ample opportunity to do so. What
will not happen is a blockade choking off one side or
another so thoroughly that the other gains absolute
military advantage. The Imperial Navy is too divided
for that tactic to work except in the short term as part
of besieging individual port cities.

SABOTAGE AND WETWORK

In any fair legion-on-legion war, the Roseblack

holds a considerable advantage over Mnemon (and

D1viDED LOYALTIES

Most soldiers are loyal to their unit ahead
of whomever that unit serves. This means that
legions and naval battle groups side as one with
aparticular faction rather than turning on each
other. Therefore, the faction leaders woo the
officers (especially the commanding officers)
rather than hope for mass desertions to their
cause that will not come. With this strategy, a
faction that wins a large chunk of the chain of
command can gain ablock of power that may be
game changing to the ultimate outcome of the
war. For instance, if most of House Peleps takes
one side and much of the Navy goes with them,
that faction gains undisputed mobility through
sea power and can initiate or break sieges of
coastal territories almost trivially or flank any
legions that lack this support. All factions in
the war understand this danger and target their
recruitment efforts accordingly.

most other candidates). Yet, fighting fair is hardly the
only way to win a war. All sides use assassins, targeting
command staff and other high-ranking officers as well
as “asset personnel” such as sorcerers, medics, engineers
and Dragon-Blooded elders whose high-Essence Charms
constitute weapons of mass destruction in their own
right. While the Roseblack is not particularly fond of
terrorism, neither is she so stupid as to deny herself use
of covert operatives entirely. Moreover, not all of her
alliesare so principled. Once the recalcitrant master spy
Sesus Rafara (see Scroll of Exalts, pp. 98-99) decides
to back Ejava directly, many of Mnemon’s top allies
start dying off under mysterious circumstances. Such
casualties only escalate exponentially once Sidereals
get actively involved, providing much opportunity
for upward mobility for junior officers and ambitious
players’ characters.

For her part, Mnemon suffers no particular pangs
of conscience for striking her enemies while they are
most vulnerable. Her mother taught her that was the
best time to attack, after all, and Mnemon has always
been a quick study. Poison, disease, manse sabotage—
these are simply tools like any other. Although she
doesn’t have Sidereals, Mnemon can borrow Abyssal
killers from the Mask of Winters, who is all too happy
to have an increasing number of operatives active on
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the Blessed Isle. Some battles are decided by epic duels
between Sidereals and Abyssals in the dead of night,
with the sleeping legions around none the wiser to
the outcome.

SCORCHED EARTH

The internecine strife of the Shogunate saw the
deployment of High First Age relic weapons of mass
destruction and all-out Essence warfare on a scale that
Creation has never witnessed since. So catastrophic
were these battles that the Scarlet Empress built the
modern Realm and ruled it with an iron fist so that the
world would never suffer such chaos again. Sadly, the
progression of the Realm Civil War sees a return to
such strategies, at first sporadically to turn the tide of
amajor loss or as psychological weapons of demoraliza-
tion. After all, both sides want to conquer the Blessed
Isle, not a pile of rubble that used to be the Blessed
Isle. These weapons and tactics see more use as the war
grinds on, however, especially if the other theaters of
conflict seem to be headed toward a decisive resolution
and the defeated side feels it has nothing to lose. This
goes double if the Roseblack appears to be winning,
since Mnemon would rather burn the Blessed Isle to
bedrock than yield her claim on it.

At the most basic level, the Civil War sees many
thousands of Dragon-Blooded deploying combat
Charms and spells in every battle, some of which cause
significant collateral damage. Once Cathak Cainan
and other warlike elders get involved, this trend only
escalates until one or more finally unleashes the
dread Charm As In the Beginning to obliterate entire
battlefields in holocausts of elemental Essence. Mne-
mon’s use of Second Circle demons and First Circle
demon armies further compounds civilian casualties,
especially if the Immaculate Order turns against her
and she no longer feels the need to restrain her sum-
moning to placate her granddaughter. Meanwhile, the
Realm’s modest stores of First Age weapons shake the
earth under the tread of warstriders and the scream of
thousand-forged dragons awakened from their silos.
Should the Mountain Folk turn their forges to the task
of arming one side (or both), the dwindling vestiges of
the bygone Age could see sufficient replenishment to
enable their use as basic tactics rather than weapons
of last resort.

Such weapons are hardly precise, of course, re-
sulting in the deaths of untold thousands of civilians
caught in the crossfire of warring demigods. Villages
lie burned and blasted by anima flux, and vast mobs
of refugees camp around Immaculate temples to beg

the Dragonsfordeliverance. The devastation is so vast
that Storytellers might wish to downplay the use of
weapons of mass destruction to keep the game fun for
all players. Even in a best case scenario, vast tracts of
land lie scorched and fallow in the aftermath of the war,
ruining farmlands and razing entire towns to slag and
dust. The most terrible atrocities stand memorialized
by shadowlands, Essence-irradiated blights and other
geomantic nightmares haunted by angry and hungry
ghosts. A worst-case scenario might fundamentally
damage the geomancy of the Blessed Isle itself, setting
off manse-cracking earthquakes and volcanic eruptions
as Gaia bleeds punishment on those responsible.

PLAYING THE WAR

The epic backdrop of the Realm Civil War provides
almost limitless potential for epic stories featuring any
type of Exalted, but the specific types of stories vary
with the nature of their protagonists.

DRAGON-BLOODED

The Realm is the Dynasty, and the Dynasty is the
Realm. Unsurprisingly, the Children of the Dragons
hold a greater stake and have greater opportunities
for participation in the Civil War than any other type
of Exalt. Most of the major leaders and aides to the
faction leaders are Dragon-Blooded, and any of them
could be controlled by players’ characters looking to
plan and guide wartime events. Of course, nothing stops
a Terrestrial protagonist from making his own bid for
the throne or taking over for one of the front-runners
if she dies before the war ends. Alternatively, players
may portray rank-and-file combatants who fight in the
war or labor valiantly (and likely futilely) to remain
neutral and protect their homes from being engulfed
by the destruction. Pious Immaculates make excellent
protagonists for such a game. On the other end, the
players’ characters might draw weapons and fight the
brawl that sets off the war itself.

Wartime Dynasty stories are tragic, glorious or
some combination of the two. Instances of sworn
brotherhoods and close kin facing one another in
battle over factional differences explore and challenge
notions of loyalty and priorities. The very core factions
themselves provide a philosophical contrast. On one
hand, Mnemon is not so different from her mother,
but for being slightly more corrupt and selfish. She is
not a nice person, but she is an effective leader. If she
wins, her reign is not likely to substantially change the
structure of Realm society, making her the status quo
option. On the other hand, the Roseblack certainly
will shake things up if she comes out on top, whether




for better or worse. To choose a side is to choose the
path of the future.

Given that the plot arc of the Realm Civil War
dovetails into the return of the Scarlet Empress, the
Storyteller can also use the philosophical divide between
the factions to contrast utilitarianism with idealism.
The Roseblack is a better and more just person than
Mnemon, but she is ill suited to lead a rebellion against
the occult might of the Queen of Hell. If Ejava wins,
she might well have handed the Blessed Isle to the

Ebon Dragon on a silver platter.

SIDEREAL EXALTED

While the Realm belongs to the Dragon-Blooded,
the Sidereals of the Bronze Faction are its secret
keepers. This is an exciting and terrifying job to have
when everything is falling apart. As war draws near,
Sidereal circles labor to preserve the fragile peace as
long as possible. After violence breaks out, efforts turn
to hastening the war to minimize its destruction on
the people and land of the Realm, hopefully with an
eye toward keeping Mnemon off the throne. Viziers
who agree with this plan but don’t much prefer the
Roseblack could play king-makers as they search for a
Plan C, perhaps coming into conflict with Gold Faction
rivals all too eager to set up their most promising pet
Solar as a Plan C of their own. Meanwhile, the war
draws in enemies of Creation, some known and others
not. Sidereals can clash with the Abyssals servants
of the Mask of Winters or investigate strange omens
that point to the secret machinations of the Infernals
behind the scenes. Discovering those plots could give
Creation a much-needed head start in preparing for
the return of the Empress.

Above all, Sidereals stay busy. They do not rest
because they can’t afford to rest. Every Vizier who falls
as a casualty of the war is irreplaceable and further
increases the workload of those who remain. It doesn’t
help that Kejak has already outlived the span of time
allotted to a Sidereal and could die at any moment.
Bronze Faction elders spend more time harping on who
will replace him than they do attending to the Civil
War, ironically aping the conflict in microcosm with
their own bids for succession.

SOLAR AND LUNAR EXALTED

The Chosen of neither the Sun nor the Moon
find a particularly hospitable welcome on the Blessed
Isle, which does not suddenly change just because the
Dynasty implodes. On the plus side, the Wyld Hunt
effectively shuts down as its members are drawn into
the fray, allowing Anathema greater freedom from

directed hunters. On the negative side, the Dynasty
at war remains a family and the adage “Me against my
brother; my brother and I against the world” still ap-
plies. The visible presence of recognizable Anathema
could quench the fires of war in sudden peace as both
factions unite in common hate of the interloper, though
this is probably scant consolation to those who bring
about such peace.

Subtle Lunars and Solars can start, take advantage
of or even change the course of the war if so inclined.
They also might just be the kinds of vigilante heroes
the Realm most assuredly does not want and yet
desperately needs to foil the schemes of the Infernals
and Abyssals. Immaculate doctrine holds sway over
the Blessed Isle and condemns the Anathema, but
most adherents have never met a Solar or Lunar in
person, let alone witnessed one save their friends and
family from the unjust cruelties of war. The sight of
such deeds tests the faith of the masses. Some fall back
on zealous certainty that it is all a dirty Anathema
trick, while others abandon their religion to follow
the shining champions. The majority live in between,
grateful but frightened and desperately hoping that
the Anathema move on before their presence brings
reprisal from the vestiges of the Wyld Hunt or factional
military forces.

ABYSSAL AND INFERNAL EXALTED

The Chosen of Creation’s enemies play an impor-
tant role in the Realm Civil War. Both groups have
reasons to foster and worsen the chaos of battle, to kill
those who would dare posit peace or guide the Dynasty
to rise from its own ashes. The Mask of Winters has at
least one circle of Abyssals active on the Blessed Isle,
though probably not many more deathknights than
that, since this deployment represents approximately
half his retinue. Playing this circle affords a chance to
indulge in all manner of wickedness under the fog of
war and blame the atrocities on whichever party is most
convenient or amusing. Mnemon has virtually no con-
trol over her Anathema allies and comes to realize that
fact with growing horror as the conflict worsens. Yet,
she also recognizes that their presence keeps Sidereal
assassins too busy to hunt her in the night. Therefore,
the best she can do is supply interesting targets and
hope for the best.

In contrast, the Infernal Exalted must play a more
careful game during the war, lest their presence give
away the next act too soon. They become the “anti-
Sidereals” of the conflict, secret enemies instead of
secret protectors. While some are frustrated by such
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constraints, most appreciate that a bit of patience
now leads to a lot more fun later. Of course, if no
survivors get away to speak of an Infernal rampage in
the meantime, that hardly threatens the master plan.
More than any other type of Exalt, Green Sun Princes
see the bigger picture and understand that the Civil
War is ultimately unimportant except as a setup to the
return of the Scarlet Empress.

ALCHEMICAL EXALTED AND JADEBORN

If the Seal of Eight Divinities has opened and
Autochthonians have established a strong foothold
in Creation prior to the Civil War, their involvement
in the conflict follows the same model as that of other
major Threshold powers. Of course, this isn’t an op-
tion if the gateway to the Great Maker opens on the
Blessed Isle itself. If given the opportunity, however,
the nations of Autochthonia wisely stay out of the
way and let the Dragon-Blooded duke it out, involv-
ing themselves only with a very compelling reason. If
the breaking of the Seal follows the start of the war,
however, there is a chance that the Realm will reunify
against the alien threat. Such fear might be groundless
xenophobia or pragmatic paranoia, depending on why
the Autochthonians arrive.

A brutally war-wracked Blessed Isle could prove
easy pickings for the Children of the Machine God
to loot and conquer, especially in alliance with the
Realm-oppressed Mountain Folk. By the time Mnemon
or the Roseblack suspects anything, the war machines
are already bursting from the ground to discharge mil-
lions of magitech-enhanced supersoldiers.

Even absent the return of Autochthon or his
Chosen, Mountain Folk characters can get involved in
the war as mercenaries or outright allies of any faction
that courts them. Pattern Knights could fight alongside
Dynasts with the promise of amore egalitarian arrange-
ment between the Realm and its neighbors below if the
faction supported by the Mountain Folk wins.

MORTALS

When the Exalted make war, the common people
suffer most. Heroic mortals can do little in the face
of apocalyptic battles other than flee or die or fight
valiantly in the face of impossible odds. Yet, widespread
war provides a milieu for all manner of gritty survival
stories and grim social commentary rooted in candid
glimpses of life in the trenches. What is glorious to
the Chosen is hellish to those less blessed. Such games
might even continue after death with the ghosts of
the slain avenging war crimes or guiding comrades
to victory.

AcT ONE:
PRAISE HER MAJESTY

The various factions of the Realm Civil War fight
to claim the Scarlet Throne on the assumption that the
Scarlet Empress is dead or gone. She is neither. The
woman who was once the Scarlet Empress is no more,
but from her soul and flesh has come the Queen of Hell,
bride-to-be of the Ebon Dragon. Of all the partisans
to the war, only Mnemon knows this horrid truth,
and she hides it from all who follow her. The Shadow
of All Things believes his betrothed will free him, for
she is the culmination of Ages of scheming. To do so,
she must first reclaim her throne, and the Civil War
provides a perfect opportunity.

DAMNATION IN PRELUDE

For all her tyranny and wicked acts, the Scarlet
Empress remained a hero throughout her reign. Her
victims might argue, but what she did, she did to save
the world—even from itself. She could have been a
kind ruler or a just ruler, but Creation is neither kind
nor just, so she forged herself into the ruler the world
needed and deserved. She became more than any mere
Dragon-Blood had any right to aspire to. She achieved
the impossible in winning the Sword of Creation and
did the unthinkable in turning its naked fury upon
the land to drive back the limitless hordes of chaos.
For her deeds, she earned the grudging respect and
support of the most powerful Celestial Exalt yet living
and proved his peer in ruthlessness and vision. And
then, as if this legend were not enough, she birthed
the greatest and most prosperous bloodline of Ter-
restrial Exalted the world has ever known and tasked
her descendants with upholding her vision of lasting
peace. She mastered sorcery beyond her station and
prolonged her life by every means at her disposal,
knowing her death would undo her works and deliver
Creation into darkness.

In the end, the Empress damned herself with her
fear of death, leading her to explore the prophecies and
power of The Broken-Winged Crane when she finally
understood that it is the fate of all things to end. She
had no intentions of giving herself in slavery to the
Yozis. She sought their prayer book only for its unique
relationship with time, that every copy is but a shadow
of the original yet to be written, each more accurate
than its predecessor as it approached the nexus of its
authorship. And so, in the heart of the Imperial Manse,
adorned in the raiment of the Mother of Sorcery, the
Scarlet Empress surpassed all previous hubris and wrote
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The Broken-Winged Crane, proclaiming herself Queen
of Titans forever beyond the reach of Saturn’s knife.

And so she was.

The Ebon Dragon welcomed the Queen of Hell
when the portal her authorship scribed into being
slammed closed behind her. His claws caressed the flesh
from her bones, and the winding kisses of his tongue
restored her whole. He learned the truths of pain from
the Celestial Incarnae and his imprisonment, and this
pain he gave to his Queen in fulfillment of her prayers.
What all Yozis had endured, she endured, and when
he finished with his lesson, he laughed at the feeble
naked thing he held. So small. So human. She begged
him for release, and he savored this most heartfelt and
useless of prayers. Then he twisted her into a parody
of herself and a shadow of his likeness, the instrument
of his release.

PEACEAT LAST

The Scarlet Empress can return to Creation at
any point in the Realm Civil War, but her timing and
the events leading up to that point affect the strategy
she employs.
TREADING CAREFULLY

If someone else now controls the Realm Defense
Grid, the Empress dares not step through the hell-rift

AKUMA OR NOT®

The question of whether the Scarlet Empress
has become an akuma of the Ebon Dragon or
merely carries his wedding ring and is therefore
bound to him as a herald-slave of his power is
left to Storytellers to decide. If she has become
an Infernal, then she is a pathetic shell of the
woman she once was and ultimately the puppet
of alarger villain, beyond redemption or saving.
She is simply an enemy—a dangerous one—but
nothing more. Her tragedy is that of object les-
son in how far the mighty may fall.

Yet, as the unfortunate and unwilling wife
of the Ebon Dragon, though possessed of her
own will beneath the chains of her bondage, the
Queen of Hell can be more—an epic figure who
can subtly fight her master and secretly aid the
heroes of Creation even as she is the intended
instrument of apocalypse. This isa very different
story of damnation, and the truth sets the tone
for the saga of her return. Storytellers should
choose carefully.
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that returns to the place where she left Creation. Doing
so would spoil the surprise of her true nature, so she
returns through a portal somewhere else on the Blessed
Isle and marches toward the Imperial City, gathering
a vast throng of followers behind her in parade. She
personally engages any armed forces in her path who
do not surrender and join her army. She uses only her
Dragon-Blooded Charms, but her power is sufficient to
overcome virtually any opposition that she encounters.
In her mercy, she gives a second chance to those she
defeats this way to join with her. As aresult, her follow-
ers number in the tens of millions by the time she lays
peaceful siege to her capital and demands her throne.

The Empress does not hesitate to slip away using
her Ebon Dragon Charmsif she is genuinely threatened,
such as by an attack using the Realm Defense Grid,
whereupon she sneaks into the Imperial Manse and
expresses her displeasure with all her Infernal glory
when night falls. Barring such an assault, however, she
maintains careful détente and reasserts her claim each
day, drawing on her Dynasty Charms to take back the
loyalty of her descendants. Eventually, she sways most
of the Realm to her cause, so the Imperial Manse’s new
owner must surrender or commit genocide upon the
Blessed Isle’s populace with the Sword of Creation. Of
course, this is exactly what Mnemon does if she holds
the manse and has an opportunity to open fire on her
mother. Yet, that scenario turns to a second and more
terrible civil war in which unrestricted deployment
of weapons of mass destruction utterly devastates the
Blessed Isle. Worse, it probably still ends with the Scar-
let Empress taking the manse—even if the manse and
the cratered peak of Mount Meru are all that remain
of the continent.

GRAND ENTRANCE

[tisfar more likely that the Imperial Manse remains
inviolate and unclaimed, allowing the Scarlet Empress
to enter Creation within its interior and make a very
dramatic homecoming. From within the control room
of the Imperial Manse, the Queen of Hell insets the
Heart of the Realm and sets the Sword of Creation to
warning mode. The sky over the Blessed Isle darkens
with heavy clouds seething with elemental energies of
every aspect. Red lightning arcs from these clouds and
converges into a colossal likeness of the Empress stand-
ing astride the pinnacle of the Imperial Mountain. The
iconic countenance that most of Creation sees stares
scornfully at those beneath and speaks in a thunderous
voice that half of Creation hears. In her address, she
identifies herself as the Scarlet Empress, rightful ruler

of the Blessed Isle. The rest of her message depends on
the state of the Realm at the time she speaks.

If war still rages, the Empress calls for the Dynasty
to lay down its arms. The vast majority complies imme-
diately. Some holdouts do not, but the Empress makes
an example of whatever fool attacks next with a spell
channeled through the Imperial Manse’s Metasorcerous
Resonator. As the aggressor’s ashes blow away in siz-
zling gusts, the war definitively ends. She then invites
the leaders of the factions to attend her in the Imperial
Manse to explain their actions and beg her forgiveness
for their temerity.

If the war has ended or was prevented from starting,
the Empress addresses the current ruler of the Realm.
If Fokuf is still regent, he is the target of her sorcerous
wrath and is seemingly annihilated. To a more compe-
tent Dragon-Blooded emperor or empress, she extends
praise and amnesty, inviting that person to attend her
in the Imperial Manse and receive a reward for showing
the strength of will and leadership to hold the Realm
together in her absence. She adjusts her speech to more
exotic power-sharing arrangements, addressing the most
powerful leaders equally as necessary. This is also the
case if the Realm has separated into independent na-

INCONVENIENT CASUALTIES

War tends tokill people, which can include
characters important to the plot of this story.
Storytellers can handle such deaths a variety
of ways. First, they can decide that some of
the deaths have been faked or misreported,
especially if there isn’t a body to verify the
demise or it turns out that the person who
died was abody double or lookalike bodyguard.
This narrative device can feel forced if used
repeatedly, though.

Alternatively, the Storyteller can reassign
the role the dead character was supposed to play
tosomeone else who is equally qualified, oreven
divide the role among several characters. For
example, Mnemon’s sorcerous contributions
to the resistance might be replaced by those of
Ragara Bhagwei. The lastand likely best option
is to go “off the map” and improvise a plot that
deals with the demise, allowing the narrative
to flow logically to its next point, stealing from
the “script” only as necessary.

Ryvan Bailey (order £21442G6)
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tions at peace with one another, though she has little
praise for rulers not mighty enough to win the entirety
of the Blessed Isle.

Refusing this invitation means going into hiding
or hasty exile from the Realm, since the invitation is
simply a courtesy. Spurning her generosity without
fleeing prompts military forces suddenly loyal to the
Scarlet Empress to arrest the usurper and take her
back to the Imperial Manse by any means necessary.
Should asuccessor enter the Imperial Manse—willingly
or otherwise—she emerges thoroughly loyal to her
“rightful” liege as the new Minister of Reconstruction.
This conversion could be the result of mind control
or replacing that person with a Black Mirror Shintai
doppelganger, but the end result is the same. The
Empress effectively subdues her challenger and gains
a mouthpiece to manage her bureaucracy while she
focuses on the more important business of freeing the
Ebon Dragon.

In the event that a player’s character has won
the throne, the Storyteller should make sure that
the successor has plenty of opportunity to oppose the
Empress or flee her grasp. It should be fairly obvious
that the better part of valor offers a far greater chance
to mount effective resistance later, given the perils of
assaulting the Imperial Manse, but the option remains
open for those brave, clever or foolish enough to make
the attempt anyway. Capturing or enslaving a player’s
character as a reward for his or her being epic enough
to win the throne is probably not going to sit well with
that player, unless this plot point leads to an escape
or rescue story from which the hero has a reasonable
chance to continue as a protagonist.

REBUILDING THE REALM

Even if a bid for peace averted the Civil War, the
Realm’s decay in the absence of its Empress means that
cleaning house is the first order of business. If Mnemon
lives, she casts the spell Blood Without Ties on herself
(see p. 36) and hides or flees to found the Righteous
Orphan Rebellion (see pp. 36-38) in opposition to her
mother. Thisisnotdone lightly, given that it forfeits her
power over her own descendents, but extreme dangers
call for extreme solutions. Mnemon does not willingly
meet with her mother under any circumstances. This
leaves the Roseblack as the likeliest candidate to as-
sume the position of Minister of Reconstruction, but
Ejava’s response depends heavily on how the war and
her bid for the throne has changed her loyalties. If she
decides to rebel against the Empress, the Roseblack
takes a First Age vehicle to Lookshy and accepts asylum

from the Seventh Legion. In this case, Bal Keraz, the
loyal head of the All-Seeing Eye, is the second pick
for appointment.

PUBLIC APPEARANCE

It would make sense for the Empress to hide within
the safety of the Imperial Manse and direct events
through the proxy of the Minister of Reconstruction.
She has many enemies, after all, and a secret identity
as the Queen of Hell that she cannot afford to have
anyone discern. Yet, she opts not to base herself within
the impregnable fortress. Instead, she resumes residence
within her palace in the Imperial City (or the largest
manse in the largest remaining population center if the
Civil War leveled the Imperial City).

The Empress chooses public vulnerability over
private safety for a simple reason. After so long of an
absence, the people of the Realm need to feel that she
isamong them once more as a flesh-and-blood ruler and
not merely an abstract presence broadcast through the
Defense Grid. Without such face time, rumors would
circulate that she never returned and that her broad-
casts are forgeries by someone who has seized control
of the Sword of Creation. Such rumors would corrode
her power, so the best way to quell them is by making
as many public appearances as possible, trusting in her
retinue of bodyguards and her own awesome might to
deter assassination attempts. Indeed, she uses social
Charms to plant suggestions in several high-profile
Dynasts compelling them to make attempts on her life,
allowing her to demonstrate the folly of such action
and deter future attempts.

THE GREAT PURGE

Asherfirst order of business, the Minister of Recon-
struction establishes military courts that investigate and
court martial senior Dynasts on corruption charges—
most legitimate, but some trumped-up as necessary to
dispose of troublemakers. The courts review all actions
taken since the Empress ostensibly sequestered herself
in the Imperial Manse when filing charges, meaning
that many senior government officials and elders of the
Great Houses have much to answer for. Those found
guilty of treason face execution unless they appeal to
the mercy of the Scarlet Empress, which most do. Only
those who still seem useful to her receive this mercy, for
which they come before her as the Minister of Recon-
struction did and likewise return from their audience
with newfound faith in the greatness and righteousness
of their lawful Empress.

Shortly after the investigations begin, the Empress
declares the All-Seeing Eye a subsidiary bureau of the
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courts of inquiry, reporting directly to the Minister
of Reconstruction. The secret police become more
secret, but publicly acknowledge increased recruiting
with a stern admonition to the populace that anyone
might be an agent of Eye. The rise in arrests of previ-
ously untouchable Dynasts and organized crime leaders
validates this warning, with the resulting paranoia
propagating good citizenship.

HEALING THE LAND

The aftermath of war leaves the Realm a fissured,
blasted mockery of its former grandeur, especially if any
of the sides unleashed weapons of mass destruction.
The first step to reclaiming the land is making sure
that it can feed the populace that remains. In places
where great battles have torn muddy fissures and craters
in farmland, the solution is as simple as public works
projects to flatten, plow and re-seed. Dragon-Blooded
Charms greatly speed such projects, so the Minister of
Reconstruction assigns those convicted of minor crimes
to guide and aid work details as punishment. The public
cheers the justice of this policy.

Public works cannot repair areas blasted with
advanced weapons or sorcery, so the Empress attends
to the efforts herself. If the season permits, she casts
an Infernal version of Benediction of Archgenesis to
make the land life-bearing once more. It is regrettable,
but the land cannot be healed back completely from
ruin so dire, as attested by the strange and ominous
shapes of the flora and the peculiar undulations of
the shadows they cast—or so the people are told.
The people accept this explanation and do not ques-
tion the miracle that they can resettle the places
they thought lost forever. On a more localized scale,
powerful Infernal Exalted loyal to the Reclamation
follow the instructions of the Ebon Dragon to aid
his betrothed’s efforts to consolidate her reign. Out
of sight of witnesses, these Infernals use the Charm
Constructive Convergence of Principles (see The
Manual of Exalted Power—The Infernals, p. 136) to
shape the land back to (tainted) wholeness. Heaven
is most alarmed, but response teams arrive too late
time and again to catch the perpetrators in action.
The Empress responds to inquiries from Chejop Kejak
with feigned puzzlement and angry questions of her
own, accusing his Sidereals of laxity in protecting the
Blessed Isle from these strange, hidden enemies.

Until the Realm restores sufficient farmland,
widespread food shortages persist. Once more, the
miraculous grace of the Empress (or rather, her hid-
den Infernal allies) save the day. Distribution centers
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open in every province for hungry citizens to come
and receive emergency rations of a rainbow-hued
gruel conjured with sorcery. The people are grateful
for this gift.

Only the wisest savants realize that this gruel is
actually a mixture of grain and mashed up locusts cre-
ated with the Infernal Charms Locust Mana Plague
and Spawning Pit Sanctification (see The Manual
of Exalted Power—The Infernals, pp. 126-128).
No one really believes the ravings of such savants,
especially after their “felonies” come to light and
the Black Helms drag the savants away to face the
Minister’s courts. By diluting the locusts with grain,
none of the telltale mutations appear in the populace
to betray what is going on. Yet, the meals reinforce
loyalty to the Empress for providing the food and
build faith in the laws of the strong over the weak
that neatly mesh with “everyone in their station”
doctrines of the Immaculate Order. Asaresult, society
grows more docile and more civil.

TERRORIST ACTS

If the Realm Civil War never happened or
did not do enough damage to the Blessed Isle
to justify the sorts of physical reconstruction
projects described in the “Healing the Land”
section, the Queen of Hell has a simple backup
plan: stage a terrorist attack on the Realm. Her
Infernal allies are more than up to the task and
relish the opportunity to cut loose with some
mayhem, especially not-so-subtle Slayers tired
of all the waiting and plotting. The goal is to
hit hard and fast, and if Sidereals die trying to
stop the mysterious Infernal threat, so much
the better.

In the wake of this national tragedy, the
Scarlet Empress declares a period of mourning
and a state of emergency, offering pardons to
Dynasts accused of crimes who aid in the relief
efforts. She also times the reinstatement of
the Wyld Hunt to follow the attack, in which
case the anger of her people brings even more
hunters to her recruiting stations. Given the
social benefits of this scheme, she may enact
it even if the Civil War brings sufficient dev-
astation that worsening the situation is not
strictly necessary.
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Tre WyLp HUNT REBORN

Soon into her reign, the Scarlet Empress instates
a new Wyld Hunt to police the land and keep the
populace safe from the growing threat of the Anathema
abroad. Ifhe lives, she appoints Peleps Deled (see Scroll
of Exalts, pp. 102-103) the Supreme Arbiter of this
organization and encourages recruits to follow his holy
example. Volunteers flock to her recruiting stations to
answer her call, so many that waiting lists for training
new shikari require the reassignment of several legions
to the task. Those descended directly from the Empress
receive priority on these lists. Within a month, the
academies of the righteous begin turning out new pa-
trols, with each graduating class honored by a personal
hologlyphic visitation from the Empress. She commands
them—using her Dynasty Charms—to uphold their
duties faithfully. The patrols ruthlessly attack suspected
Anathema footholds across the Blessed Isle.

THE IMPERIAL LEGIONS

As punishment for the Civil War, the Scarlet
Empress disbands the legions of the Great Houses
- and forbids them from amassing military forces. She
confiscates their arsenals, and any objections result
in inquiry by the Minister of Reconstruction’s courts
(at best) or the Wyld Hunt (at worst). The Empress

then drafts all former soldiers of the disbanded legions
as legionnaires of the Realm. She provides generously
for these soldiers, giving them their own supplies of
the rations offered to the civilian populace. Elite units
receive an even more powerful magic diet: undiluted
locust mash that gradually transforms these regiments
into tiger warrior-level supersoldiers.

The casualties of war leave the Realm with far
fewer legions than it had at its height, meaning that
the nation cannot afford to project force as broadly
into the Threshold. The force remaining, however,
is still more than sufficient to grind any rogue satrapy
to dust, creating a détente similar to an angry mob
circling warily around a soldier with a drawn sword.
Yes, the mob could rush him, but someone is going
to get skewered, and no one wants to be that person.
Therefore, it is still possible for the threat of force to
maintain order and control far exceeding the scope of
what actual military action can maintain.

Even without war, the Empress doesn’t need much
pretense to restructure the legions under her banner,
especially given the irresponsible behavior of Great
House scions during her absence. She takes a less
heavy-handed approach in such a situation, though,
co-opting most of the private troops while leaving
intact House legions whose leaders already serve her
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cause faithfully. Such judiciousness further expands her
popularity within the military.
THE IMMACULATE ORDER

Assumingshe lives, the Mouth of Peace isdelighted
to the point of rapture to see her Empress back in charge.
She feels the Dragons have smiled upon her, and strictly
speaking, thisis true. The Immaculate Order encourages
and vigorously supports the reinstatement of the Wyld
Hunt and approves of the social changes that bring a
greater sense of piety and humility to the masses. Little
about the Order itself changes, nor does the Empress ask
for change. Indeed, she thanks it publicly for helping
maintain hope and faith through the darkness and chaos
of her absence. Her gratitude is not limited simply to
words. To support the training of the new Wyld Hunt,
she donates vast fortunes to the coffers of the Order
and commissions the construction of hundreds of new
temples. Bells ring throughout the land to drive away
wicked spirits, and the prowling Infernal agents do their
best not to laugh constantly.

THE THOUSAND SCALES

The tangled, almost arbitrary bureaucracies of the
Thousand Scales already parody the complexities and
contradictions of demon society. Therefore, the Scarlet
Empress does very little to restructure the Thousand
Scales other than to direct the Minister of Recon-
struction to excise the most self-serving corruption
and randomly shuffle up departmental membership to
break up conspiracies and embedded organized crime.
Thus can the bureaucracy get back to strangling itself
more efficiently.

TrEe CosT OF REBUILDING

Rebuilding the Realm in the wake of its five-year
decay is an enormously expensive undertaking and
exponentially more so in the wake of the Civil War
that depleted coffers on all sides and functionally de-
stroyed the Realm economy. The Scarlet Empress can
always print more money, but this leads to rampant
and destabilizing inflation that cannot be sustained
for any duration. To back additional paper scrip with
jade, she needs to get more jade into circulation and
into treasuries.

The easiest way to recoup jade is by appealing to
the national pride of the Blessed Isle’s peasants in order
to have them turn in family baubles and talismans. As
part of this appeal, she provides social incentives to rat
out those who hoard wealth during the hard times (such
as their Dragon-Blooded betters). Demanding increased
tribute from the Mountain Folk is also an option, albeit
a risky one. With her legions augmented by Infernal
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training Charms and her obvious hold on the Defense
Grid, the Empress has enough muscle to ensure compli-
ance, but locking her forces into a suppression war ties
them up at a time when appearing strong is a necessary
deterrent to foreign aggression. Although the confisca-
tion of property from those found guilty of crimes by
the Minister of Reconstruction provides a steady influx
of cash, this method suffers from the relative poverty
of everyone in the wake of the Civil War.

One further consideration is that the Empress is first
and foremost the Queen of Hell. Although rebuilding
the Realm as a superpower gives her time to enact plans
for the Ebon Dragon’s release, she does not need the
Realm to survive beyond that. Still, she cannot be seen
tobe instituting obviously unstable governance policies,
lest those who follow her economy with supernatural
acumen catch on and pry into matters she cannot afford
to have studied too closely.

REACTIONS ABROAD

The citizens of the Threshold are not happy to see
the Scarlet Empress back, to put it mildly. Expansionist
aggressive powers suddenly pull back and rethink their
ambitions, not at all interested in testing the power
of the Realm Defense Grid for themselves. Even the
tributaries of the Realm feel a sense of horror that the
tyrant has returned to stomp her booted heel upon their
face once more, tempered by some relief in knowing
how she protects what is hers from being taken by other
WOTse powers.

THE SCAVENGER LANDS

The Confederation of Rivers has a long history of
negotiating a delicate détente with the Scarlet Em-
press, so her return is disheartening but not exactly
cataclysmic. If she shows up and nips the Civil War in
the bud or even stops it just before it spreads to engulf
Creation, the prevailing sentiment is actually relief.
Yes, this means the Realm is a prominent superpower
again rather than a crumbling superpower, but a unified
Dynasty can be negotiated with. Lookshy has the most
mixed feelings on the subject, since the long absence of
the Scarlet Empress put it in a position to establish itself
as a true superpower. Those ambitions end immediately
with her brazen use of the Defense Grid to address the
Realm. On the other hand, stability is good, and her
return means that the Seventh Legion no longer has
to police the world and can focus on matters at home,
such as checking the Mask of Winters.

THE DEATHLORDS
The dark lords of the Underworld feel anger and

terror at the return of the Empress, especially the two
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who have made themselves very visible expansionist
targets in recent years: the Mask of Winters and the
Silver Prince. The Defense Grid can wipe Thorns or
Skullstone off of Creation in a single shot, to say noth-
ing of their armies and fleets. Fortunately for the Silver
Prince, the farther away the Sword of Creation fires, the
more damage it does to the Blessed Isle. Therefore, he
gambles that as long as he does not overtly antagonize
the returned monarch, she will not dare risk the safety
of her nation to take him down.

The Mask of Winters, however, is a mere stone’s
throw away by comparison and a very viable target.
Since the Defense Grid cannot fire directly into the
Underworld, the Mask immediately pulls Juggernaut
and the bulk of his military forces back through the
shadowlands around Thorns to safety in the Under-
world. This development delights his neighbors and
warms diplomatic relations between the Realm and
Lookshy considerably.

The less visible Deathlords fume and fuss at hav-
ing to hold back on their grand schemes to murder the
world for now, but they are immortal and patient and
can afford to wait for an opportunity to present itself.
They look forward to the death toll the return of the
Empress will almost certainly precipitate. Furthermore,
if the Civil War resulted in shadowlands on the Blessed
[sle linking back to Stygia, they already have a foothold
from which to strike her.

SOLAR AND LUNAR EXALTED

While the cat’s away, the mice will play. So it
has been for the Celestial Exalted in the time since
the Empress disappeared, though they can hardly be
called mice. The Silver Pact stirred from the edges
of Creation to infiltrate and influence Threshold na-
tions. As for the Lawgivers, only 20 or so repeatedly
incarnated into the world throughout the reign of the
Empress, with the rest of their Exaltations trapped in
the Jade Prison. The Empress has never faced more than
a score of active Lawgivers at one time, and even her
bolstered Wyld Hunt can only hope to keep most Solar
activity off the Blessed Isle. As the Bull of the North
demonstrates, Solar Exalted are quite adept at building
empires very quickly, and the trouble with his is that
there isn’ta central base of operations to obliterate with
the Defense Grid. More importantly, such empires are
popping up all over Creation, and shooting them all
down is simply not feasible.

The Celestial Exalted certainly fear the Scarlet
Empress, inasmuch as they fear anything, but whereas
much of the world lets fear cow them, the typical

response from the Lawgivers and the Stewards is to
leap happily into the fray. The Empress cannot stop
them from challenging her reign at every turn, testing
her borders and poking their noses into her affairs. Of
course, what they and the rest of the world don’t realize
is that the Queen of Hell has no intention of stopping
these Anathema. They make excellentscapegoats, after
all. More to the point, she doesn’t have to stop them,
just slow them down enough to complete her mission
and free the Ebon Dragon. Punishing his most hated
enemies will be his first order of business.

SIDEREAL EXALTED

If the Scarlet Empress is the mother of the Realm,
Chejop Kejak is its father. He and the Bronze Faction
shepherded the Immaculate Order and the Wyld Hunt
from behind the scenes, while Kejak himself provided
the Empress with invaluable counsel on metaphysical
and geopolitical matters to help her maintain her grip
on power—and thus the stability of Creation. The
disappearance of the Empress meant that the Bronze
Faction no longer had to delicately work around her to
accomplish their objectives, but it also meant that they
had afar more unstable Realm demanding far more time
and resources to keep intact. If civil war has happened
anyway, it means that the Bronze Faction has failed and
shifted toward ending the conflict quickly with a clear
transition of power—Ilikely to the Roseblack.

The return of the Empress throws the Bronze Fac-
tion into panicked confusion and dashes its hopes of
putting a controllable successor on the throne. The
Fivescore Fellowship did not foresee this turn of events
in the Loom, meaning her homecoming was somehow
outside fate and therefore likely involved the Yozis or
the Neverborn in some way. Neither prospect bodes
well for Creation. What is more confusing is that the
fate of the Empress suddenly reappears on the Loom
as abruptly as the strands terminated five years ago.
The Sidereals have no way to realize this fate is a lie
woven by her Ebon Dragon Charms. Needless to say,
Kejak is among the first visitors to meet the Empress.
She states she spent her departure within the Imperial
Manse and refuses to elaborate further, but assures him
before dismissing him that she is fixing the Realm and
has matters well in hand. Such explanations do not sit
well with Kejak, but he detects no falsehood in her or
anything peculiar about her Essence (again, courtesy
of her Ebon Dragon Charms).

Kejak continues to monitor the situation and confer
with the Empress as the reconstruction progresses. He
has a bad feeling about everything, especially as the
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presence of so many Infernals laboring on behalf of the
Queen of Hell introduce escalating prognostication er-
rors. The use of Blasphemy Charms only heightens his
disquiet, proving the active involvement of the Yozis
without any clarity as to how or why. The Empress
plays cat-and-mouse with every successive visit, cagey
but never outright hostile. It serves her ends to have
Sidereals running every which way, giving a chance for
Infernal covens to pick off a few Viziers they can catch
alone. She wants the Green Sun Princes practiced in
hunting and killing Sidereals for the next phase of her
betrothed’s plan.

On the Gold Faction side, the reinstatement of
the Wyld Hunt flushes more panicked Solars into the
nurturing arms of the Cult of the Illuminated than
ever before. This eventuality is a thin silver lining to
a very dark cloud, of course, as even the Lawgivers
under the tutelage of their Sidereal handlers have
much to fear from the remobilization and unity of the
Scarlet Dynasty.

THE RiGHTEOUS ORPHAN REBELLION
Not every member of the Dynasty accepts the
Scarlet Empress back with open arms, however. Mne-
mon knows where her mother has been and what has
happened to her. While she is not at all eager to share
this information during her bid for the throne, matters
change after the Empress returns and reclaims power. If
Mnemon perished during that conflict, then Storytell-
ers will need to explain an alternative origin for the
insurgency, perhaps attributing it to another hero who
discovers a secret journal authored by Mnemon and
learns the terrible truth. By default, however, Mnemon

L “
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lives and goes into hiding the moment the Empress
makes her presence known, either heading out to the
Threshold or lying low at one of her hidden redoubts in
the countryside of the Blessed Isle. Having immunized
herself against her mother’s Dynasty Charms by means
of the spell Blood Without Ties that she invented
expressly for that purpose, Mnemon begins gathering
her rebellion.

RECRUITMENT

Building an insurgency against the Scarlet Empress
requires very delicate maneuvering, and Mnemon
has closely studied the failures of those who have
attempted such in the past. Infallible Messenger is a
dangerous way of communicating, since there isno way
to know if the target will be alone upon receiving the
message. Therefore, Mnemon summons a First Circle
demon, binds it to the task of delivering a particular
message to a particular person, and then erases all the
demon’s memories that could betray her location or
other secrets via the spell Theft of Memory (see The
Books of Sorcery, Vol. [I—The White Treatise, pp.
65-66). Such demon couriers carefully seek out their
quarries, particularly the secret network of sorcerers
already loyal to her cause and fearful that the social
reforms the Empress has put in place will sharply
curtail their power.

The sorcerers Mnemon sways to her side she ar-
ranges to meet privately and casts Blood Without Ties
upon them, knowing that if nothing happens, their
intentions are not sincere. She does not hesitate to
slay those who fail this test. By teaching Blood With-
out Ties and letting these sorcerers coordinate and

Broop WitHouT Ties (EMERALD CIRCLE)
Cost: 10m

Target: One willing individual

mental influence. The sorcerer can target herself.

In casting this spell, the sorcerer recites the maternal lineage of her target’s ancestry back five
generations by full name and cuts the palm of the target’s hand with a knife of tarnished brass. The
target then drips a circle of blood around himself and spits out of it. As the spittle strikes the ground,
the Shaping alchemy of the spell turns the target’s blood to glowing vitriol that illuminates and sears
his entire circulatory system, inflicting one level of aggravated damage. The acid turns back to blood
in a moment, breaking all Intimacies to individuals known to be blood kin and permanently severing
all arcane links based on blood ties. Magically, he is a true orphan and no longer related to his former
relatives. He can forge new familial bonds by bearing or siring offspring, but the spell cannot be undone
once its transformation has been wrought. Only someone who truly wishes to sever connection with
his family is a valid target for the spell, and this decision cannot be compelled or coerced by unnatural
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recruit for the cells of her resistance, Mnemon
further insulates herself from counterinsurgency
investigations by the All-Seeing Eye. The viral
spread of the Righteous Orphan Rebellion is
slow at first, but quickens with time. Lost Eggs
also provide many recruits for the organization as
they are already immune to the Dynasty Charms
of the Empress and therefore more likely to have
a hunch that something is wrong rather than
placidly accepting the Charm-boosted assurances -
of their monarch.

Mnemon also looks beyond the Blessed Isle
to bolster her forces, using proxies to quietly
negotiate with Seventh Legion officers and
the rogue legion of Saloy Hin, as well as
numerous prominent outcastes and even the
Forest Witches. Her contact with mighty
Anathemaremains limited to tentative “off-
the-record” alliances focused on mutual
enemies, as she fears the prejudices of less
utilitarian Terrestrials. Although she does
notreveal the extent towhich her mother
has been compromised, Mnemon has no
qualms about insinuating the Empress has
meddled with unholy powers and capital-
izes on worldwide fear of the Defense Grid
in her bids for alliance.

ACTIVITIES
Unable to mount any credible direct
offensive against the Scarlet Empress,
the Righteous Orphan Rebellion
instead focuses on infiltrating and
sabotaging her regime. Doing so
involves everything from poisoning
locust-mash silos to kill off her elite
legions to explosive manse sabotage
to well-coordinated simultane-
ous assassinations. Of course, the
trouble with such warfare is that
the terrorism that is most effective at
denying the Empress key assets also
leads to significant collateral damage
that turns public opinion against the
resistance. In contrast, resources spent
winning the hearts and minds of the
populace allow loyalists to further entrench
their hold. Neither proposition is a winning
strategy, but doing nothing assures the un-
assailability of the Empress, so Mnemon
wages war the best she can.

CHAPTER ONE ® THE CURSED ISLE
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COUNTERINSURGENCY

The Scarlet Empress does not crack down on the
Righteous Orphan Rebellion nearly ashard as she could.
Raids occur and public trials are held in the courts of
the Minister of Reconstruction, of course, but these
are for the benefit of the public, to provide a face to
the enemies of peace. The Empress wants the rebellion
to continue. Mnemon’s temper tantrum amuses her,
but more than that, it provides an ongoing terrorist
threat to justify policies at which the public might
otherwise balk. This, in turn, frees her Infernal allies
from the “tedium” of orchestrated atrocity so that they
can prepare themselves for the next step of the Ebon
Dragon’s master plan.

PLAYING THE RECONSTRUCTION

Opportunities abound for players to aid or thwart
the Scarlet Empress in her master plan to rebuild and
ultimately corrupt her Realm.

DRAGON-BLOODED

The myriad ways Dynasts can involve themselves
in the reconstruction are largely self-evident, as it is the
Terrestrial Exalted who do most of the work and who
are most immediately affected by the return of their
progenitor monarch. There is tragedy in such stories,
as some of the best heroes of the Dynasty unwittingly
labor on behalf of Creation’s most vile enemy to undo
everything for which the Realm stands. Fortunately,
enough clues remain to guide canny players into real-
izing something is wrong, perhaps even to the point of
their characters joining the Righteous Orphan Rebel-
lion. Other Terrestrials might not need such evidence
to believe that the Empress is up to no good and could
help establish and take key leadership roles in the
Rebellion from the onset.

SIDEREAL EXALTED

Players of Bronze Faction characters shepherd
the Realm’s recovery even as they are unnerved by it,
playing the role of paranoid investigators made more
paranoid by the mysterious murders of their colleagues
by forces unknown. Gold Faction protagonists can take
the initiative in scouting out and saving inexperienced
Solarsfrom the Wyld Hunt, while those in the Threshold
forge alliances with and between established Lawgivers
to create an anti-Realm coalition.

SOLAR AND LUNAR EXALTED

Solars and Lunars active on the Blessed Isle
must go to ground or flee the reborn Wyld Hunt,
so protagonists who built bases of power during the
Civil War must choose whether to imperil them-
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selves guarding their followers or leading them into
exodus, or else to abandon them to the merciless
Immaculate inquisitors for punishment or reeduca-
tion. Celestial protagonists in the Threshold can
band together in mutual opposition to the Realm,
perhaps planning a joint military strike while the
Empress hasn’t rebuilt her military infrastructure or
making a daring raid to the heart of the Realm to
sabotage the Imperial Manse.

ABYSSAL EXALTED

Deathknights still on the Blessed Isle when the
Empress returns face similar challenges as Solars or
Lunars, though they likely don’t have any cultists or
followers to protect. Yet, the Deathlords are panicking,
making it a particularly unpleasant time to be their
minions. Abyssals can investigate and perhaps even
discover the sinister agenda of the Empress, sabotage
her reconstruction or assemble vast hordes in the Un-
derworld ahead of invading the Blessed Isle in glorious
slaughter from Stygia through any shadowlands left
over from the Civil War.

ALCHEMICAL EXALTED AND JADEBORN

The Immaculate Order has no established doc-
trine condemning the Alchemical Exalted, so an
alliance between the resurgent Realm and the Eight
Nations is certainly possible and provides the Empress
with resources and technology to hasten her restora-
tion. At the same time, the Ebon Dragon certainly
doesn’t want hisbrother meddling in the master plan,
so it is vital that Champions not look too closely.
Players of Alchemical ambassadors to the Realm can
get drawn into the intrigues of the Dynasty and do a
little of that unwelcome prying, or have late-night
backroom meetings with operatives of the Righteous
Orphan Rebellion. Alternatively, in ascenario where
the Empress drives back an Autochthonian invasion
of her Realm, Alchemical characters can take a more
directly adversarial approach, supplying sufficient
weaponry to liberate Realm satrapies from the threat
of being crushed by the Imperial Army.

Absentanyalliance with Alchemicals, the Jadeborn
feel initially reassured by the return of the Empress and
send delegates to her court. These Artisans offer a play
experience similar to that of the Alchemical diplomats
described before. As partial outsiders, the Mountain
Folk have a greater sense of objectivity about the state
of the Realm and may note the signs of its poisoning
sooner than its citizens. If they realize the darkness
above exceeds the darkness around them, the Conclave
quietly mobilizes for (more) war and sends its greatest
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heroes to the Exalted of the Threshold to bargain for
protection and mutual assistance.

INFERNAL EXALTED

Much as with Sidereals, the reconstruction
affords Infernal protagonists a chance to shepherd
and study events on the Blessed Isle. Obviously, the
Infernals want their Queen to get a firm grip on power
so that she can do what the Ebon Dragon needs of
her. Yet, the Green Sun Princes also chafe at taking
orders from an akuma (or worse, a magically bound
Dragon-Blood) and creatively interpret instructions
for their own amusement as long as they don’t rouse
the ire of the Yozis. Playing the secret secret police
of the corrupted Realm while stalking the Sidereals
attempting to be the same offers much high-stakes
drama, as does the political arena in which the
mighty and noble may be turned into pawns of the
regime or harvested as akuma. In the opposite vein,
Infernals may assume the role of state-sponsored
terrorists whose job it is to do everything in the
“Grand Theft Yeddim” play style and then some,
just as long as they aren’t there when the Celestial
authorities show up.

BeroLD HER POWER

As the Empress consolidates her hold on the
Blessed Isle, she looks outward to the threats and
rivals on the horizon. She does not fear them
exactly—the Ebon Dragon does not allow her that
prudence—but she does understand how precarious
her position is, especially at first. Her opening display
using the Defense Grid in warning mode indicates to
the world that she once more controls that ultimate
weapon, but drawing a sword does not make the same
impression as running someone through. Selecting
an example to remove from the map requires careful
deliberation, as the Ebon Dragon is very clear that
he does not wish for her to win a battle and lose
the war by rallying all her enemies against her in
retaliation. Thus, the only logical course of action is
attacking a target that much of the world hates and
fears, a place whose destruction would only deepen
her support and make pariahs of anyone who dared
assault such a hero.

Naturally, her eye first turns to Thorns, then
wavers to the present encampment of the Bull of
the North, even as Malfeas strongly lobbies with
her husband to prioritize Halta. The Bull makes for
an especially tempting target. Militarily, he is one
of the strongest of the newly returned Solars, and
politically, his destruction of the Tepet legions is still

fresh in the memory of the Realm’s legions. Wiping
him from the face of Creation with a casual gesture
will do much to restore morale among the people of
the Blessed Isle and the soldiers of the Imperial Army
especially. A raking strike across his encampment
would also set Halta ablaze, pacifying the impatient
Demon City. Storytellers should, of course, include
other targets as appropriate to their series; Creation is
full of tactically viable targets, and at least one of the
Empress’s acts with the Realm Defense Grid should
strike close to home, wherever “home” happens to
be for the players’ characters. Whatever target the
Empress decides upon, her wrath is the stuff of legend.
A typhoon of envenomed lightning and sun-bright
lava descends upon the land from crimson clouds,
drowning out the shrieks of thousands or even mil-
lions of voices crying out in horror before they fall
away to ash and dust. Buildings disintegrate, and
even structures that endured from the First Age leave
cairns of shattered rubble to mark their once-proud
towers. Only those with perfect defenses remain in
the miles-wide valley too big to recognize as a crater.
They cough in the smoke, stunned by the totality
of devastation.

The Empress smiles.

Her cruel mirth does not last, however. Autoch-
thon and the Solar engineers who expanded upon his
work built the Sword of Creation as a weapon against
the enemies of Creation, and they were wise enough
to include extensive safeguards against the doomsday
device falling into enemy hands. The Queen of Hell
bypasses most of these defenses with her enduring at-
tunement to the Heart of the Realm, but the Defense
Grid recognizes the Yozi Essence within her in the
moment she fires it and deactivates. Even asshe proves
her power to obliterate her enemies and the Blessed
[sle rumbles with earthquakes from the feedback of
its cosmic might, this power becomes a bluff.

The Ebon Dragon is furious at this turn of events
and orders his betrothed to begin extensive retrofits
to the superstructure of the Imperial Manse using
vitriolic technology. Bound demons dig a deep moat
around the structure, exposing its foundations, and
ever-increasing hordes labor in this pit to install the
modifications. The process is slow going, and perfectly
loyal legions deter curious onlookers from getting
close enough to inspect the strange construction or
recognize its abhorrent nature. Only the Mountain
Folk sense the unholy poison spreading through the
subterranean geomancy of the Blessed Isle, and it
troubles them greatly.
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AcTt Two:
THE LOTUS MASSACRE

In addition to cowing foreign powers, the unleash-
ing of the Defense Grid finally frightens Mnemon into
swallowing her pride and realizing she can’t fight her
mother alone. This goes doubly so if Thorns is gone,
and with it, Mnemon’s most powerful “ally” against the
Empress. The Queen of Hell must be stopped before
she uses the Sword of Creation again, and so, Mnemon
reaches out to the only power bloc she knows of with
the guile and direct access to the Scarlet Empress to
successfully assassinate her: the Sidereal Exalted.

The trouble is that Mnemon doesn’t actually know
any Sidereal Exalted. She knows of them and wounded
oneasachildduringamartial arts training exercise. She
knows her mother met with them frequently throughout
her reign and suspects that this practice has resumed
since her return. Yet, the Imperial City is the last place
Mnemon wants to be. Fortunately, she knows another
place where these secretive Anathema lurk, far enough
from her mother that she dares make the journey herself.
So she returns at last to the Isle of Voices to meet the
hidden faculty of the Heptagram.

THE NiGHT OF TEN-THOUSAND FLAMES

Mnemon suspects a trap and, for this reason, co-
ordinates her visit with the most epic and destructive
acts of terrorism the Righteous Orphan Rebellion
has managed since its inception. Legions on patrol
die in sorcerous ambushes, palaces topple, and slaves
secretly trained in killing arts and conditioned by vile
spells strangle their masters in the night and set fire
to everything that will burn. The Realm names this
tragedy the Night of Ten-Thousand Flames as tens of
thousands die across the Blessed Isle.

Mnemon is pleased for the distraction, but her
mother is happier and prouder still of her daughter’s
budding ruthlessness. The All-Seeing Eye knew that
the “Riotous Orphan Rebellion” (as the Dynasty has
officially dubbed the movement) had something big
planned, butitdid notanticipate anything on this scale.
Declaration of total martial law follows immediately,
of course, and public support for the resistance dries
up by morning.

That is time enough.

Mnemon bursts into the Heptagram with a strike
force of hundreds of bound demon bodyguards, tearing
open the academy’s front gate by the hands of Octavian
and Iyutha (or other suitably martial demons selected
by the Storyteller). The students and teachers make
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ready to defend their school, but she calls for peace
and has her Second Circle demon slaves identify the
Sidereals hidden among the staff via their innate im-
munity to resplendent destiny disguises. She addresses
them simply and directly, in words more plain than any
she has ever spoken in her life. She reveals what she
knows of her mother’s true identity and her certainty
that the return to power merely heralds something
infinitely worse. The Viziers are stunned and horrified.
They call down the Calibration Gate before the even
more stunned Terrestrials and rush through it to report
the news to their superiors.

The lone akuma hidden among the Heptagram’s
Terrestrial instructors likewise departs to bring word to
his Queen that Mnemon has played her part in the plan.
The death of the Fivescore Fellowship is at hand.

PLAYING THE MASSACRE (OR NOT)

Dragon-Blooded: The stakes are least for
the Children of the Dragons but hardly small.
Realm-based Terrestrials may participate in or
stem the violence throughout the Blessed Isle
or become involved in the Rebellion mission to
the Isle of Voices.

Sidereal Exalted: Given what happens to the
Fivescore Fellowship, Storytellers might wish to
arrange events so that Sidereal protagonists do
not attend the conclave. That being said, the
events make excellent story material, providing
players’ characters a chance to bear witness to
the slaughter and presumably escape it to warn
the rest of Yu-Shan and Creation.

Infernal Exalted: Any Infernals, but espe-
cially Sidereal akuma, can undertake deep-cover
missions, planting weapons and undertaking
other cloak-and-dagger acts throughout the Most
Perfect Lotus of Heavenly Design to prepare for
the massacre.

PREPARATIONS

The Yozis have claimed precious few Sidereal
Exalted as akuma slaves since the dawn of the First
Age, likely no more than three, and perhaps only one.
One is enough. Since turning to the side of the fallen
Primordials, corrupted Viziers have betrayed the secrets
of destiny to those who would knot its strands about
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their claws. In more recent years, these moles have
smuggled various weapons of mass destruction and
hell-forged wonders into Yu-Shan and hidden these
vile treasures in caches and secret armories throughout
the Celestial City, even within the Most Perfect Lotus
of Heavenly Design itself.

In the wake of Mnemon’s warning, the Heptagram'’s
Sidereals rush back to the Most Perfect Lotus to report
directly to Chejop Kejak. They do not bother with
usual forms or formalities, bursting upon their eldest
in the midst of meditation. Horror quickly replaces his
initial irritation as he considers and finally accepts the
explanation. Such news must be handled delicately lest
the spies of the Ebon Dragon warn the Yozi before the
Empress can be neutralized. Kejak rightly fears that the
Shadow of All Things would not hesitate to order his
betrothed to turn the full power of the Defense Grid
upon Creation in a final act of spite. Therefore, the
ancient Sidereal resolves to convene a grand conclave
of the entire Fivescore Fellowship at which to decide
how best to cut the cancer from the Realm’s heart.

Word goes out, conveyed through astrological
communication rites, Infallible Messengers and other
communication magic. Sidereals across Creation and
beyond hear and obey, making their way to the near-
est gateways or summoning the Calibration Gate out
of sight of witnesses. They do not know why their su-
periors have summoned them, only that the summons
supersedes all current assignments.

As the Sidereals gather, their enemies also gather.
Smuggled in by traitorous gods, Sidereal akuma and
Black Mirror Shintai doppelgangers posing as citizens of
Heaven, the Infernal Exalted gather their weapons and
wait for the moment their Queen has commanded.

THERE'S ALWAYS AN ENDING

The Sidereals meet with most of their number in
attendance. A handful of Viziers do not come, but the
Fellowship cannot afford to delay action any longer to
wait for them. Kejak explains what he knows, revealing
the underlying truth behind the mysterious murders of
lone Sidereals on the Blessed Isle by unknown parties
and the sinister agendas underlying the reform and
reconstruction of the Realm. Arguments rage, fueled
by arrogance and fanned by the Great Curse. The Gold
Faction gloats that the designs of the Bronze have come
to demonstrable ruin, though this isn’t how those Si-
dereals wanted to be proved right. Some in the Gold
Faction suggest deploying the Cult of the Illuminated’s
Solars against the Empress, but the leaders of the Bronze
Faction soundly reject this notion.

How MANY SURVIVE®

The Lotus Massacre results in the end of
the Fivescore Fellowship as it has existed since
its inception, wiping out the generation of elder
Viziers who guide the organization and much
of their traditions along with them. The exact
number of survivors depends on the needs of
the story. On one end, a series could feature
the last circle of Sidereals as protagonists or key
supporting characters, especially young Viziers
ill-suited to bear such a heavy burden of destiny.
On the other, the massacre might be more of a
harsh pruning, culling away the mightiest elders
to open opportunities for low-ranking Sidereal
protagonists to advance and take a more active
role in the story. The default assumption is much
closer to the first extreme, with precisely enough
Sidereals remaining to do what the Storyteller
needs of them and not any more.

In the end, the bickering culminates in Kejak’s
stern command decision. He will face the Empress (and
the Infernal bodyguards she must have) with a team of
handpicked Sidereals he trusts beyond all reproach. It
comes as some surprise to all that he points to members
of the Gold Faction as much as Bronze.

The light of the Greater Sign of Mercury fades from
the meeting chambers as Kejak’s team vanishes into fate.
In that moment, the Infernals make their move, with an
akuma sorcerer casting Undisturbed Convocation Veil
(see sidebar) from outside the meeting area to keep the
Sidereals from escaping. With this ward in place, the
Yozis seize control of all elder Sidereals who mastered
Infernal Monster Style through the backdoor embed-
ded in the Charm One Hand Fury (see The Manual
of Exalted Power—The Infernals, p. 161), against
which no existing Sidereal Charm provides adequate
defense. These unfortunate puppets join with the Si-
dereal akuma to launch devastating surprise attacks on
the rest of the Fellowship using maximum lethal force.
Battle is joined, and when attempts to magically flee
or call for help fail, some Viziers attempt to escape the
chamber on foot, only to find Infernals waiting to cut
them down.

As the possessed elders fall to their peers, the next
step in the massacre begins. Infernal relic weapons of
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UNDISTURBED CONVOCATION VEIL (ADAMANT CIRCLE)
Cost: 50m
Target: Area

The sorcerer speaks three profound silences memorializing the souls She Who Lives in Her Name
shattered in the Three Spheres Cataclysm. From the stillness of this loss and the stasis of the Pyrian
flames, a magical Shaping calm expands to fill a space with a radius equal to the sorcerer’s Essence rating
in miles and lasts for a span of three hours and three heartbeats. The center of this radius can be positioned
anywhere, as long as the sorcerer remains within the sphere. Although the spell emits a distinctive white
bonfire of crystallized fire around the sorcerer for the duration of its casting, the resultant radiance of its
power can’t be detected by mundane senses or Essence-based perception save by the ways that the laws
of reality change within it.

Inside the convergence of space and time bounded by the spell, it is not possible to teleport, scry or
send information/communication through any form of magic, regardless of that magic’s power. In the
moment such an effect would take place, it does not, and no costs are paid (though actions spent on the
futile attempt still occur). The ward blocks effects entering from outside the radius as readily as effects
generated within it. Thus, it is no more possible to leave the area with a Sidereal’s Avoidance Kata than
it is to send an Infallible Messenger to someone within it. Casting Adamant Countermagic within the
radius terminates Undisturbed Convocation Veil with no scattering of Essence. Other magic that can

terminate an Adamant Circle spell must target the exact center of the radius to succeed.

mass destruction planted by Sidereal akuma activate,
bathing the meeting chamber in a holocaust of burn-
ing green light, soul-shredding winds and worse. The
onslaught doesn’t fell many elders, but it kills swaths
of younger Exalted. As the unholy energies dim, the
Infernals charge into the fray to assault the survivors.
The raid is quick, brutal and bloody, and when the
smoke clears, a sizeable number of Infernals and much
of the Fivescore Fellowship lie dead. The surviving
Chosen of the Yozis flee and disperse into Yu-Shan
before the Maidens notice the ward over the Lotus of
Fate and before Lytek charges into the Jade Pleasure
Dome after the flood of Sidereal Exaltations nearly
rattles his cabinet to pieces.

As the Fellowship wars in Heaven and the Night
of Ten-Thousand Flames draws to a finish, Kejak and
his team appear in the bedchambers of the Scarlet
Empress. From the balcony, the Imperial City burns
and black smoke veils the stars. The battle that follows
is among the most epic of the age, pitting the Queen
of Hell in all her terrible glory and her full retinue of
demons, Infernal bodyguards and all their blasphemous
wonders against the eldest Exalt and all his heroes can
muster. Some Sidereals might escape this battle, but
Kejak does not. The Empress laughs as barbed shadows
pluck out the eyes that failed to see so much. An old
blind man dies at her feet.

The Second Age turns to the Third, the strands of
destiny dyed with the blood of its keepers. The Loom
itself dutifully records the transition. No one sees.

AcT THREE: LAST DAYS

The events that follow presage the Ebon Dragon’s
release into Creation. In accordance with the spite the
Ultimate Darkness embodies, not all these preparations
are directly necessary as part of freeing him, but they
do hurt those he hates and make him stronger. That is
reason enough for him.

CLOSING THE GATES

Once the disguised Infernal assassins return to
Creation from Yu-Shan, the Empress initiates the next
step of her husband’s plan. She originally intended
to cast the spell Stone is the Gate (see sidebar),
drawing upon the Imperial Manse’s Metasorcerous
Resonator to simultaneously target each of the 12
Yu-Shan gateways on the Blessed Isle. The Grid’s
incapacitation mandates a different approach. She
dispatches Infernal sorcerers and supporting covens
to each gateway to seal it. Deadly guardians stand
watch over most of these portals and some gateways
are extremely remote, accessible only by hazardous
and lengthy travel. Although itislikely that the Yozis
know the locations of each gate from spies in Heaven,
the Storyteller may determine otherwise, adding an

-
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additional obstacle to the assignment. Protagonists
can complete or thwart this mission, as appropriate
to their allegiance, though it is unlikely that anyone
will realize what is happening until several portals
have already closed.

Once the Infernals seal all 12 gateways, divine spies
and agents lose easy access to the Blessed Isle. Even if
the Aerial Legion mobilizes, it must enter Creation
on the other side of the Inland Sea and make an open
crossing to attack the Blessed Isle. Unless the forces of
Heaven learn that the Defense Grid is inactive, they
will not dare such a crossing for fear that the Empress
could obliterate the entire Legion en route. Infernals
may seal additional heavenly gateways in the Threshold
to further cripple Heaven’s response.

BLESSED NO MORE

Retrofitting the Imperial Manse with Infernal tech-
nology is not an easy or quick task, much as the Queen
of Hell and her betrothed might wish otherwise. Thou-
sands of demons swarm and labor in the foundations of
the structure, forging their betters into colossal friezes
of monstrous faces and clawed appendages grafted into
the manse’s walls. By design, this unholy architecture

VA (W T

pollutes and poisons the geomancy of the Blessed Isle,
infecting it with the Essence of the Demon Realm.

A high security wall built around the manse ob-
scures these modifications from observation, leaving
curious citizens to marvel at the strange sounds and
scents wafting up from the deep fissure moat where
the demons work. Elite units of Dynasts equipped with
Air Dragon armor patrol the skies above the manse,
bound by Dynasty Charms to serve their Empress with
unquestioning loyalty.

PACE AND TONE

Thebackwash of Infernal Essence across the Realm’s
dragon lines steadily poisons the geomancy of the entire
Blessed Isle. Although each stage of taint receives ex-
planation and rules later in this section, the interval at
which the taint worsens depends on the pace of action
the Storyteller wants for her series.

Fast Spread: The taint explodes upon the island’s
geomancy in a drowning caustic tide, worsening one
stage every three days. Creation’s defenders must take
immediate action with very little preparation time.
Only the aid of powerful travel magic allows distant
Threshold forces to reach the Realm in time to stop
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STONE 1S THE GATE (ADAMANT CIRCLE)
Cost: 40m
Target: Sanctum Entrance

Twining his fingers together in a fashion impossible for those with lesser understanding of spatial
relations, the sorcerer invokes the mantra of Nirupadhika Denied. By displacing the shinma of space
and location, the spell conjures an incorporeal stone seal over a targeted entrance to a spirit’s sanctum.
Only attacks capable of striking dematerialized objects can harm the stone, and it has Soak 65B/65L,
but a single level of damage or Adamant Countermagic cast upon it shatters the seal and ends the spell.
The stone exists only on the outside of the sanctum, so imprisoned occupants cannot free themselves
by damaging it, though countermagic still works. While the seal remains intact, the entrance can’t be
used in either direction. The only way in or out of the sanctum is by means of powerful teleportation
magic that bypasses the entrance entirely.

When cast upon a heavenly gateway from Creation, this spell entombs the entire gate in a jagged
materialized stone monolith with the same durability as the basic seal. Casting the spell inside a sanctum
renders the target entrance inert, but the seal exists on the inside and must be broken there (barring
Adamant Countermagic from outside). Although the Solar Deliberative outlawed this spell under pres-

sure from Yu-Shan, illegal use continued throughout the High First Age.

the taint before it consumes the whole continent. As
a result, the only hope for the island might come from
within, as the heroes of the Dynasty valiantly fight to
save their home.

Gradual Spread: In this model, the Blessed Isle dete-
riorates by one stage every month, giving Creation’s
defenders a chance to mount a conventional military
invasion against the Realm before the process com-
pletes. Even with this generous timetable, however,
the world’s heroes must learn of the plot and begin
preparing a response immediately, or their armies will
arrive too late.

Slow Spread: For a doomsday scenario played out over
a span of years (not unlike the Primordial War), the
Blessed Isle decays by one stage every season, or even
slower. Creation’s defenders can and certainly will
intervene, so the burden falls on the Queen of Hell
to hold her besieged nation long enough to complete
the process.

TAINT

The transformation of the Blessed Isle into the
Cursed Isle progresses through stages at whatever pace
the Storyteller sets. This particular plan does not require
much work on the part of Infernal protagonists to carry
out, as the labor itself is being done by the demons
gathered around the Imperial Manse. Yet, Reclamation
agents must guard this resource against intruders and
would-be heroes, who in turn face the challenges of

stopping the geomantic disaster before all hell literally
breaks loose.

Power Drain: Terrestrial aspect demesnes on the
island do not suffer decay until a number of stages have
passed equal to their rating. Once this grace period
elapses, each stage cumulatively decreases, by one, the
total number of motes that beings can respire from the
poisoned demesnes. Manses double their rating for the
purposes of their grace period, but mote decay also af-
fects their hearthstones. Demesnes and manses with a
Celestial aspect do not suffer this drain.

Once places of power no longer provide any motes,
they become hollow conduits of the Ebon Dragon’s
lies and seem to return to normal, providing Essence
as normal. The aspect of each site secretly changes,
however, to that of the Ebon Dragon while pretending
tobe elemental Essence, requiring a successful difficulty
10 (Wits + Occult) roll from anyone who draws motes
from it to realize that something feels wrong about it.

Asuccessful (Intelligence + Lore) roll at adifficulty
of (10 — current stage) determines that the diverted
Essence flows back toward the Imperial Mountain
and the Sword of Creation. Only players of characters
who can perceive geomantic Essence directly or spend
an hour studying a manse or demesne suffering actual
power loss can make this roll, however.

Corruption: The choking miasma of the Ebon
Dragon’s glory encourages wickedness. Characters who

b
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spend a month on the island once the taint begins to
spread become infected after desecration advances to
a stage exceeding their Willpower rating. This infec-
tion applies the third-purchase curse imposed by the
Charm Selfishness Is Power (see The Manual of Exalted
Power—The Infernals, pp. 151-152), including vul-
nerability to countermagic, but the miasma re-infects
those freed of it after another month of exposure.
The Essence of this corruption is subtle and can be
glimpsed via Essence sight only with a successful dif-
ficulty 6 (Perception + Occult) roll. Recognizing that
Realm society is crumbling under a subtle corruptive
influence requires a successful (Perception + Socialize)
roll at a difficulty of (10 — current stage). Although the
full effects of rampant moral decay on the Blessed Isle
are too extensive to explain, the short form is that life
gets worse for everyone as the wicked flourish and the
virtuous falter.

STOPPING THE SPREAD

Barring the use of geomantic weaponry approach-
ing the power of the Eye of Autochthon, no single act
can stop or reverse the poisoning of the Realm’s geo-
mancy. Of course, this just increases the importance of
locating such epic relics. The most certain way to stop
the spread is by halting the refitting of the Imperial
Manse and destroying the blasphemies wrought upon
its architecture. Once this happens, the taint fades at
the same rate it advanced.

Placing icons venerating the Unconquered Sun
near the geomantic center of a place of power stops
that site from further deteriorating, but only if the
icon is carefully placed (represented with a difficulty
5 [Intelligence + Occult] roll) to ensure auspicious

a successful prayer to the Unconquered Sun asking
for his protection receives immunity from ambient
corruption for a month, after which the protection
must be renewed. The fact that the Immaculate Order
considers such icons and prayers gross heresy only
complicates matters.

DARKNESS ASCENDANT

Upon the 30th stage of taint, all level-5 manses
on the island darken beneath the shadow of the Ebon
Dragon, and the Blessed Isle no longer falls under the
auspices of Heaven. On top of other effects, all gods
on the island suffer the effects of the Charm Damning
Petulance Technique (see The Manual of Exalted
Power—The Infernals, p. 151) contesting every action
they make. All mortal astrology predictions pertaining
to the island’s future reveal the Scripture of the One-
Handed Maiden and nothing more (see The Manual
of Exalted Power—The Infernals, p. 161).

More importantly, this is the point at which the
Ultimate Darkness reveals his presence. Every Ebon
Dragon aspect manse on the island physically trans-
forms its architecture over the course of an hour to
match the twisted black spires and obscene designs
that resonate with the Shadow of All Things. Those
who do not flee such structures suffer 30B (piercing)
from crushing walls at a bare minimum, but there
is no reason anyone has to suffer damage given the
pace of change. The new design re-spends the avail-
able creation points for every manse in accordance
with the Ebon Dragon’s wishes (see The Books of
Sorcery, Vol. III—QOadenol’s Codex). Most level-5
manses convert to house Otherworld Gates leading
to Malfeas so that the Reclamation can begin moving
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CHA TER TWO

THE SCAVENGER LANDS

Bitter, enraged Malfeas is in charge of Reclama-
tion efforts in the East. It’s his desire to spread carnage
and destruction across this, Creation’s most populous
direction. To that end, his agents work tirelessly to
sow the seeds of violent chaos wherever humans
dwell. Their aim is not initially to rampage against
civilization themselves—there’ll be plenty of time
for that later—but to stir up the denizens of the East
to run wild against each other. When blood flows in
the riverbeds and the strong exist only to terrorize the
weak, then will the land be sufficiently similar to the
demon realm for Malfeas’s tastes.

THE GOALS OF THE
EASTERN CONFLICT

The following section examines the broad, major
goals to which Malfeas and his agents pay special atten-

How 1o Use THis CHAPTER

This chapter is not a strictly scripted story
or series that leads a single group of characters
from Point Alpha to Point Omega. It focuses on
only this one geographical direction, highlight-
ing key areas of strategic importance in the war
for Creation. The information here gives a sense
of what the architects of the Reclamation want
to accomplish in the East and how they deploy
their agents to get it.

Storytellers who want to run a series show-
casing the ruin or salvation of Creation can use
this chapter as a toolkit of what the East has to
offer their players’ heroes.
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tion in the three acts of the Reclamation. The demons’
plans are geographically modular, so as to absorb po-
tential failures at the local level without endangering
the greater mission. Malfeas doesn’t want early efforts
in, for instance, Lookshy to rely on success in faraway
Halta or Greyfalls. Total success is not required in every
theater for the greater Reclamation efforts to proceed.
The main idea is to start ugly quagmire wars throughout
the region and weaken the participants, not to destroy
Eastern military powerhouses remotely by proxy. There
will be time enough, Malfeas reasons, to subjugate the
East’s powerhouses directly with his own demon troops
at the culmination of the Reclamation.

GOALS OF VARIOUS INTERESTED PARTIES

Storytellers can create stories or series set in the
Reclamation Era for all types of characters. Such tales
can be as broadly epic or as intensely personal as the
playersenjoy. The overarching goals of characters active
in the East are sure to vary in response to the players’
needs or the circumstances of the local settings, but
some generalizations can be made based on characters’
general affiliation.

INFERNAL EXALTED AND YOZ1 CULTISTS

Characters operating under the banner of the Yozis
toward the Reclamation of Creation have the best de-
fined and most active goals, no matter what direction
they call their own. They have specific orders (and
broader Urges) to take certain steps to make the regions
of Creation more suitable to their Yozi masters. In the
East, the main idea is to inflame its disparate peoples’
mistrust, enmity and blind hatred for one another in
hopes of plunging the direction into ceaseless, bitter
war. This goal is twofold in that it not only makes the
region suitable for Malfeas, butit also weakens Creation’s
powerful potential defenders in advance of the eventual
onslaught of the demon armies to come.

SOLAR EXALTED

As the Threshold’s most populous direction, the
East enjoys a statistically higher concentration of Solar
Exalted. Those Exalted have enjoyed a relatively weak
Realm and withered Wyld Hunt presence in recent
years thanks to the Empress’s long absence. In the first
and second acts, then, most Solars are likely to resist
the Realm’s resurgent aggression. In the early stages of
the Reclamation, however, they are likely to play into
the Yozis’ hands if their beloved nations are driven to
war and their Celestial might is needed to defend their
people. Yet, rare would be the Lawgiver who would
side with the Realm or the armies of Hell once demons

= 5

BUILDING YOUR OWN SERIES

This modular format is also intended to
make you individual Storytellers’ jobs (i.e., lives)
easier. Nomatter how powerful or well equipped
your players’ characters are, they simply can’t be
everywhere at once. Therefore, while they can
have enormous effects at the local and national
level, there’s always more work to be done in the
next nation over. Yet, you don’t want to have
to drag your characters from nation to nation
to nation starting (or putting out) brushfires as
the Reclamation Era drags on and on with no
end in sight.

Instead, you can structure your series around
one or two popular locales and have your char-
acters work to put those places’ mortals and
resources securely in the hands of either the
Yozis or the defenders of Creation. You can
then decide, off stage, who controls the other
theaters of conflict and have your characters act
at the regional level to pit their larger resources
against those of their foes.

You might worry that these modular treat-
ments give the complexity of Exalted’s many
rich settings short shrift, but all a supplement
such as this one can do is build a sturdy frame
on the groundwork that previous supplements
have lain. Creation is so vast, and its manifold
Exalted are capable of effecting such sweeping
change across it, that attempting to lay down a
more rigid, structured series detailing the end of
this Age would be an exercise in futility.

Finally, most of the text affects an assump-
tion that you'll be running a series of Green
Sun Princes or other Yozi-loyal agents of the
Reclamation. (Hence the focus on the Yozis’
goals and the steps they take to achieve them.)
That said, you need only read between the
lines to structure series for Creation’s defend-
ers. Simply think of what obstacles the assumed
Yozi loyalists would face in pursuing these listed
goals and cast your defender characters in the
role of said obstacles. Or, if your characters are
ruthless conquerors, cast them directly in the
roles set out for the Yozis’ agents and pit them
against rival conquerors.
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begin to mass on the earth and make war on Creation.
Be they philosophers, conquerors, engineers, assassins,
peacemakers or what have you, just about every Solar
can find a reason to oppose the Reclamation and fight
the forces of Malfeas.

LUNAR EXALTED

As with the Solars, the Lunar Exalted enjoy a rela-
tively high concentration in the East. They have more
accessible species of animals with which to tinker and
countless human populations upon which to perform
their social engineering experiments. Stewards have
much at stake in the East, so they have much there
for which to fight. Those of the Silver Pact still stand
against the Realm, and that isn’t likely to change once
it’s revealed that the Realm’s forces are working the
will of the Yozis.

The only Lunars who might potentially diverge

| from the general goals of their brethren are those

whose Exaltations are bound to those of the Green
Sun Princes and any Solar akuma currently operating
in Creation. Wicked, twisted heroes of Hell might be
able to convince their bonded Lunars that the best way
tosteward humanity is to help the Reclamation proceed
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assmoothly and quickly as possible so the fewest number
of people suffer in the transition.

SIDEREAL EXALTED

Whichever Sidereals aren’t running themselves
ragged keeping up with the growing turmoil on the
Blessed Isle will need to keep wary eyes on the East. A
high density of mortals means a higher thread count in
the Tapestry of Creation. Once the Reclamation efforts
are underway, that high thread count means a higher
percentage of snarls, dropped stitches and outright tears
in the fabric of reality.

That said, factional partisanship is likely to deter-
mine a Sidereal’s goals initially. Those who support
the Gold Faction will probably fall quickly in line with
Creation’s defenders. The burdens of coordination and
information gathering will more than likely fall on them
since they have better access to divine resources (such
as the Loom of Fate) and a support structure of gods
who don’t want to see the Yozis take over Creation any
more than mortals do.

Sidereals of the Bronze Faction are harder to predict.
Onone hand, they are Celestial Exalted and are devoted
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to the well-being of Creation. On the other hand, they

~ believe that uplifting the Terrestrial Exalted is the best

means of serving that devotion. Many Bronze Faction
Sidereals unwittingly serve the Yozis in the early days
of the Reclamation by supporting the resurgent Scarlet
Empire. They’ll simply be incapable of anticipating the
Empress’s manipulation and betrayal or detecting her
infernal allies’ activities. Many Sidereals won’t realize
what havoc they’re helping to wreak until it’s obvious
toeven the lowliest mortals by the third act. Those who
don’t flee or kill themselves in despair will then have
to make a difficult decision: try to wring control of the
Terrestrials from the Empress’s grasp or give up on the
Terrestrials and take up with a different faction.

DRAGON-BLOODED

The higher percentage of Dragon-Bloods in the East
are outcastes, members of Lookshy’s Gentes or former
Dynasts who have broken off ties with the Realm. As
such, they are not in immediate danger of falling under
the Empress’s evil sway and are more likely to stand up
against the machinations of the Yozis. Whether they
coordinate with Creation’s Celestial Exalted defend-
ers or try to go their own way is up to their individual
upbringing and judgment. It’s not out of the question
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THE LOTUS MASSACRE

[t is the intention of the Empress to ma-
nipulate her daughter Mnemon into luring the
majority of the Fivescore Fellowship to its doom.
(See pp. 40-42 in Chapter One.) Employing a
refinement of the Sidereal’s own Usurpation
strategy against them, the Empress’s loyal killers
will surprise and slaughter the Chosen of the
Maidens en masse in Heaven itself, then harry
and hunt down the stragglers whithersoever
they flee.

Should this plan succeed, the longstanding
factional dynamic breaks down, and the surviving
Sidereals’ goals are personal and based on the
‘individuals’ Motivation. Some might join with
Creation’s defenders. Others might withdraw
into self-pitying seclusion. Still others might
work to locate the next generation of Sidereal
Exalted, gather them in secret and do whatever
they can to protect and instruct them in the
unraveling times to come.
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that some former Dynasts might come back into the
fold once the Realm seems to be getting its act together,
of course. Even some outcastes might ally with the
Realm if it looks like the Scarlet Empire is the best
stabilizing force in the Time of Tumult. Most Eastern
Dragon-Bloods are too comfortable with the power
and free reign they enjoy out from under the Realm’s
thumb, however, to want to give that up—especially
to the Yozis.

As for the Realm-loyal Terrestrial Exalted in
Greyfalls and the East’s scattered satrapies, their
general goals in the East will prove similar to those of
Bronze Faction Sidereals. Many will likely spend time
unwittingly abetting the Yozis until they realize what's
actually happening. After that, they have to make
the decision whether to break away and then how to
escape the Yozis’ notice long enough to make contact
with Creation’s defenders. As for those Dragon-Bloods
who never attempt to break away—such as those too
closely linked by blood to the Scarlet Empress to save
themselves—they will likely remain on the side of the
Reclamation until the bitter end.

ABYSSAL EXALTED

The Neverborn and their Exalted are not exactly
in on the Yozis’ escape plan, but the Yozis still must ac-
count for those Exalts’ presence in the East. The threat
of the Empress lashing out with the fury of the Realm
Defense Grid deters large-scale Deathlord aggression for
awhile, but it doesn’t keep the Deathlords from deploy-
ing circles of their most puissant agents. Nevertheless,
the region’s deathknights probably see no reason to
oppose the Yozis’ agents’ activities in the first act of
the Reclamation or early in the second. Taking steps to
start ruinous wars and spread outbreaks of uncontrolled
violence swells the ranks of the Deathlords’ armies and
weakens fortified nations against those Deathlords
seeking temporal gains.

The active Eastern Deathlords have their own
goals, though, which do not include seeing Creation
turned into a newer, larger demon realm. It might not
be possible, after all, to plunge such a realm into the
Abyss and end the mistake of life as the Neverborn
demand. Once they realize how incompatible their
ultimate goals are with those of the Yozis—or once
those who already realize it have turned the Yozis’
agents’ hard work to their advantage—the servants
of the Neverborn could strike an uneasy temporary
alliance with the defenders of Creation. The Mask
of Winters, for instance, already has a burgeoning
understanding with Mnemon...

EVERYONE ELSE

Pretty much no one else drawn into Eastern Reclama-
tion conflicts is likely to side with the Yozis’ minions on
purpose. The gods and elementals have a vested interest
in doing all they can to keep Creation out of Yozi hands.
The shaped raksha active in the East are likely to defend
their mortal prey against the minions of their Primordial
enemies on principle, though some might perversely aid
Reclamation efforts for a while just to be contrary. If
the Alchemical Exalted are active in the region as the
Reclamation Era begins, they have every reason to op-
pose the Yozis—the least of which is that a transformed
Creation probably wouldn’t offer them the material they
need to nourish and repair their ailing world-god. Also,
the Yozis despise their ailing world-god.

Finally, mortals will largely follow their supernatu-
ral betters’ lead. Yet, even those with the capacity to
consider the situation objectively and make their own
decisions will find themselves best served opposing the
Yozis’ efforts. Of course, it’s true that the Yozis have no
intention of wiping human life off the face of Creation.
Doing that would irrevocably damage the Games of Di-
vinity and rob the Yozis of a vital source of empowering
prayers. Nonetheless, life in a realm ruled by demons
would be no kind of life for humanity at all. Existence
would be much worse with the Yozis in charge than it
ever could have been in the times before the Primordial
War. No promise or coercion by the Yozis will ever
change that fact, and so, it behooves Creation’s defend-
ers to make sure that humanity at large understands that.
Likewise, it behooves the agents of the Reclamation
to either keep humanity ignorant of what awaits it or
so thoroughly conquer humanity that people have no
choice but to accept Yozi domination.

DIRECTED INSURGENCY

AT THE CORE

If they aren’t stopped, the Legions of Hell march
across Creation by the third act of the Reclamation
saga, subjugating it in their Yozi master’s name. Yet,
the East being so populous, there are countless peoples
and Exalts standing in the way of total victory. And
as the Scavenger Lands’ several victories against the
Realm in the early days of the Scarlet Empire show,
allowing those various peoples to unite into a coherent
fighting force could prove extremely taxing in the long
run. Therefore, Malfeas’s general plans for the region
seek to distract and isolate these fractious nations so
they never cohere.

And then to crush them.
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THE CONFEDERATION OF RIVERS

There isn’t exactly a unified plan to overcome the
countless petty nations of the Scavenger Lands in one
fell swoop. The general idea is to have small cells of
available akuma and Yozi cultists commit acts of ter-
rorism and guerilla insurgency at the petty local level
and fabricate evidence that a recognized local enemy
of each victimized nation is responsible. Alternatively,
they are tosee that long-standing national enemies carry
out such acts with Yozi-sponsored help. The more hate,
paranoia and war these agents can stir up, the better.
Temporary alliances of convenience between small
nations are permissible as long as working coalitions
don’t get big enough or powerful enough to rally more
nations against the Yozis’ armies in Act Three. While
lesser agents carry out these local operations, Green Sun
Princes coordinate the effortsataremove. They’re to get
involved at the local level only if Celestial Exalted or
powerful gods pop up in prominent leadership roles.

More important than setting the various Scaven-
ger Lands’ nations against one another, though, is to
undermine the idea of the Confederation of Rivers. As
local agents spread chaos and sabotage relationships,
other Yozi cultists travel abroad spreading bad news
(or outright lies if necessary) to the disparate regions
of the Confederation. They could be Guild merchants,
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cultists secreted among traveling mercenary armies,
pilgrims on sham journeys, wanderers or even refugees
from blighted lands later on in the Reclamation. These
operatives’ job is to demoralize people and make them
think thatassociating with the Confederation of Rivers
does them no good. In more worldly and cosmopolitan
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regions, they’re to spread the idea that the Confed- += = =+

eration Council is a weak, ineffective and ultimately
pointless organization. They can do so with grass-roots
protest efforts, civil demonstrations, riots or whatever
else it takes to shake the Scavenger Lands’ faith in the
Council of the Concordat.

These efforts are to be ongoing throughout the
first and second acts of the Reclamation, dovetailing
with local efforts to actively pit neighbors against one
another with covert acts of insurgency and geomantic
sabotage detailed elsewhere in this chapter. In the sec-
ondact, however, the Yozis’ agentsstrike amore telling
blow against the Confederation. Currently, there exists
a baffling phenomenon in which the Confederation
Council seems like every bit the fractious, ineffective
body the Yozis’ agents want to portray it as, except in
times of widespread war. Whenever some external
force threatens the Scavenger Lands as a whole, some
nigh-supernatural internal force energizes the Council
and turns it into a well-oiled machine.
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Therefore, in Act Two, while Reclamation agents
are working hard to keep the nations apart, a coven
of Slayers is deployed to the city of Marita in the
heart of Scavenger Lands territory. Marita is where
the Council of the Concordat meets, and it seems to
exist for no other reason, having no trade to speak
of and lacking geographical strategic significance.
These Slayers are to wait until the Council is in
session then get in, lock the doors behind them and
kill everyone inside. If there aren’t enough Slayers
available to do the job, a coven of Scourges could
work just as well. A Defiler with a particularly nasty
chemical helltech weapon (ora hellstrider) would do
in a pinch. The important thing is to see that every
member of the Confederation Council—possibly
excepting Thorns’ delegate if he’s willing to help
out—dies horribly. More important is to carry this
massacre out before the rest of the Scavenger Lands
nations get wind of the fact that their Confedera-
tion is in jeopardy. Then, when the Confederation
is threatened, it won’t have its Council to help it
organize and coordinate.

LOOKSHY

Lookshy is the heart of the Scavenger Lands’
military might and the linchpin of its defenses. That
this rogue state has consistently and successfully held
off Realm subjugation for centuries is an affront to the
Empress’s pride. That its people are so arrogant about
it is simply inexcusable. For those reasons, if for none
other, Lookshy must be destroyed.

Act ONE: DIPLOMATIC INCIDENCE

The first act of the Reclamation sees surprisingly
little overt action against Lookshy from Realm forces
or other agents of the Reclamation. In fact, the
Scarlet Empress takes pains to turn a cold shoulder
to the errant Seventh Legion. Its ambassadors are
summarily evicted from the Blessed Isle and from any
Realm-controlled satrapy in the Threshold. Every
member of the Realm’s tiny diplomatic presence
in Lookshy is recalled and reassigned. All official
communication from the Realm ceases, and any
attempts from Lookshy to send envoys or reopen
communication are summarily rejected. Spies caught
operating in Realm territory are executed, and their
bodiesnever returned home. The Imperial Navy turns
Seventh Legion boats away from Realm-controlled
waters. The Imperial Post reads and destroys all mail
from Lookshy senders. Government-employed and
military recipients of Infallible Messengers from

Lookshy senders are instructed to ignore them. No
explanation is given for this behavior.

Yet, for all that the Realm suddenly pretends
that Lookshy isn’t there, agents of the Reclama-
tion abroad don’t ignore it. They don’t engage in
campaigns against Lookshy directly, but work to
damage the esteem in which other Confederation of
Rivers nations hold Lookshy. Lookshy has few true
allies in the Scavenger Lands, so this work won’t
prove too difficult. Many nations see Lookshy’s
people as arrogant would-be conquerors waiting
for some trumped-up emergency to give them the
excuse to quarter foreign troops in people’s homes
and start bossing everyone around. In the guise of
rabble-rousing malcontents, educated foreign-policy
specialists, worldly traveling merchants and slick
pundits, agents of the Reclamation will help reinforce
and spread these notions.

[t’s also during this act that unwitting and whole-
hearted agents of the Reclamation perform covert
reconnaissance against Lookshy and its non-secret
redoubts in the Scavenger Lands. It is the job of
whatever spies can insinuate themselves into the
redoubts and Lookshy proper to gather the most up-
to-date information on Lookshy’s troop strengths, its
currentdeployments around the Scavenger Lands, the
state of its magitech materiel and even the private
lives of important military and civic personnel. All
weaknesses, no matter how insignificant, are noted
and explored. Efforts of this nature have been going on
for years already, of course, but to existing operations
are added the abilities of peerless akuma and Green
Sun Prince master spies. The intelligence they collect
goes to analysts in the Realm and to the architects of
the Reclamation. Two sets of plans for two different
courses of action result.

Meanwhile, other Reclamation agendas go for-
ward that affect Lookshy indirectly. Widespread acts
of geomantic sabotage (see pp. 59-60) add to the
growing confusion and chaos on the fringes of the
Scavenger Lands. Provocative diplomatic tampering
abroad also weakens the region’s stability, pitting un-
easy neighbors against one another in pointless wars.
Asthisinstability spreads, Confederation nations call
for Lookshy’s help increasingly often. Every unit of
troops Lookshy is able to send to help out is one less
unit at Lookshy’s immediate disposal. Every polite-
but-firm denial it has to issue is one more hammer
tap driving the wedge in between Lookshy and the
other Confederation nations.
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~ AcT Two: LosT OPPORTUNITY

Early in Act Two of the Reclamation, a lone emis-
sary comes to Lookshy’s General Staff from the Realm
with a diplomatic pouch bearing a scroll sealed with
the Empress’s personal insignia. The scroll bears an
enchantment that allows only its intended recipients
to read it and alerts its sender when the scroll has
been read. The message, in the Empress’s own hand,
reads simply, “I gave you every opportunity.” When
this message has been received and read, one of two
things happens, conforming to one or the other of the
two aforementioned sets of plans derived from current
intelligence-gathering operations.

Thefirstset of plans is more direct and would change
the face of the Scavenger Lands in an instant. Provided
events on the Blessed Isle have not conspired to remove
this capability from her (per Chapter One), the Scarlet
Empressactivates the Sword of Creation and obliterates
Lookshy as quickly and brutally efficiently as possible.
The destruction targets the Old City first and spreads
out ring by ring until nothing remains alive from the
coast to the Lookshy Wall. The next day, a flurry of
surrender demands is sent out to Lookshy’s non-secret
redoubts. Shortly thereafter, a grand, magnificent fleet
launches from the Blessed Isle headed for the Lookshy
promontory. With the Confederation momentarily
cowed to quiescence by Lookshy’s defeat, the Empress’s
legions deploy into the empty city. They populate it
and re-fortify it quickly, claiming it in the name of the
Empress—not as a satrapy or a protectorate, but as an
extension of the Blessed Isle. It is renamed Reclama-
tion Prefecture.

The alternative set of plans is a contingency
drawn up in the event that the might of the Sword
of Creation is unavailable (or in the event that the
Storyteller would rather not have the Seventh Legion
summarily wiped out). In this case, the receipt of the
Empress’s sealed message coincides with the launch
of the largest imperial war fleet the Scavenger Lands
has ever seen. Top-of-the-line triremes surround the
Lookshy promontory from the Inland Sea while even
more seek harbor to the north, up and down Calin’s
coast. The forces that arrive at Calin overwhelm the
Calinti either militarily or with such threats of conquest
and occupation that they regret ever turning their
backs on the Scarlet Empire. Before Calin’s Confed-
eration allies can mobilize, the legions force a lopsided
treaty on the Calinti and occupy the bewildered na-
tion. Establishing a military presence at Goodharbor
and points east, the legions fight to keep the mouth

of the Yanaze River open to its vessels. Meanwhile,
more ships deploy soldiers to the south of Lookshy,
littering the field behind them with magitech mines
and simpler fortifications to stymie the advance of
Lookshy’s horselord allies.

What follows isabitter and protracted siege against
Lookshy, the likes of which the Scavenger Lands hasn’t
seen in centuries. The Realm’s superior naval forces
cut Lookshy off from sea and river access and pound it
with naval artillery. Imperial land forces surround the
Lookshy Wall and hammer at it with every piece of
Essence-powered and mechanical siege weaponry they
have. Wall-eaters are deployed. Sorcerers unleash hell.
Warstrider teams wield enormous battering rams.

Unlike the efforts being carried out elsewhere by
agents of the Reclamation, this siege is not an exercise
in warfare and bloodshed for its own sake. The Empress
means to cow and conquer Lookshy for good this time,
and she’s willing to throw unbelievable forces at the
recalcitrant city until she gets what she wants.

The Empress has every hope of victory this time
around. She isn’t intimidated by Lookshy’s magitech
arsenal, for one thing. She’s got one of her own. She
isn’t as concerned about Lookshy’s allies interfering as
she had been in wars past. If Reclamation efforts abroad
are going as planned, many of Lookshy’s allies are either
dealing with their own problems or they’re holdingback
because of successful anti-Lookshy smear campaigns.
What’s more, the Empress knows she’s cheating. While
her forces lay siege, subtler and more powerful Green
Sun Princes, Exalted akuma and duped Bronze Faction
Sidereals are working covertly to undermine Lookshy’s
defenses. That might mean blackmailing a traitor into
opening the gates at a crucial moment. It might mean
sneaking into the Caverns of Lookshy and poisoning
emergency food supplies. [t might mean smuggling into
the city helltech weaponry that makes a soulbreaker orb
look as harmless as a folding servant. (The specifics are
best left up to the Storyteller or the players.) The siege
will not be a short one by any means, and it will cost
the Empress the lives of many soldiers, but she believes
the deck is stacked in her favor and that Lookshy will
eventually be hers.

If she becomes convinced she can’t win, however,
her forces change tactics to achieve and maintain a
stalemate. She won’t waste soldiers on an obvious lost
cause, but neither will she allow her legions to be thrown
back into the Inland Sea and forced to retreat. If the
tide of battle turns such that her forces are the ones that
have to turtle down and weather a siege themselves,
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she can accept that. After all, she need only hold out
until her husband’s forces join the fray.

AcT THREE: AFTER THE FIRE

Act Three of the Reclamation in the East begins
once Lookshy’sfate is decided. If the Empress’s forces are
victorious, the demon armies begin to break through into
Creation just as the Scavenger Lands’ spirit is crushed
from every quarter. The demons spread out eastward
into the Scavenger Lands, gobbling up broken citiesand
nations and trampling down those who get in their way.
They pause only when they get to Greyfalls—whereupon
they regroup, refresh and fortify their holdings before
spreading out to expand their conquests.

Should the Empress’s forces be stuck holding Look-
shy to a draw, the arrival of Hell’s armies definitely
shifts the balance of power. The Empress believes that
that shift can’t but be in her favor and that victory over

Lookshy will be swift. Thereupon, it’s “Legions, east!”
and onward to total conquest.

NExus

Nexus is the Scavenger Lands in microcosm: a frac-
tious lot of disparate peoples constantly trying to get
one over on each other but rallying together in times
of crisis because the alternative is ruin and disintegra-
tion. Lookshy might be the Scavenger Lands’ strong
back and good right arm, but Nexus is the region’s
heart and soul.

Nexus, therefore, must know the chaos and terror
that awaits the rest of the Scavenger Lands.

AcTt ONE: SINS OF THE FATHERS

The return of the Scarlet Empress has no effect
whatsoever on the average citizen of Nexus. It’s apoliti-
cal curiosity across the sea, one expected to reestablish

THE EMISSARY

longer than one dramatic scene, if at all.

Employing the Emissary in a story set in Nexus is always a tricky proposition—not least because
there’s no “official” version of who or what the Emissary is. That being could be anything from a char-
latan thaumaturge living it up to a lost Primordial lying low. It might be not an individual but a host of
entities with a wide range of powers. The description is entirely up to the Storyteller.

That said, one important thing has been set down about the Emissary, referenced in The Books of
Sorcery, Vol. V—The Roll of Glorious Divinity II. At some point in the years between the Scarlet
Empress’s disappearance and her reemergence, the Emissary had a confrontation with the demon Jacint in
the sky above Nexus. The confrontation ended with the Emissary removing its silver mask, Jacint being
thrown back into Hell and Jacint’s nature changing such that he can no longer appear simultaneously
in Creation and Malfeas. Afterward, the Emissary withdrew to a place of solitude to recuperate. Since
then, it’s appeared regularly in the Big Market and at the Council Tower to announce the Council of
Entities’ decrees and mediate disputes, but no one knows of any reliable reports of it using any of its
fearsome powers to enforce the city’s harsh Dogma.

What hasn’t been stated thus far is that as a result of the confrontation, Jacint figured out the secret
of the Emissary’s true nature and reported that information back to the architects of the Reclamation.
Soon thereafter, the Yozis sent a coven of Green Sun Princes into Nexus covertly to the Emissary’s
secret sanctuary. They informed the entity that its secret was known to them and to their masters. Cer-
tain threats were levied. Certain promises were made. Certain oaths were offered (though none were
accepted). The Emissary made no response throughout, and the coven eventually left it alone.

This scene is a prologue to Nexus’s tribulations, either off stage or with players’ characters as the
coven in question. How you use the Emissary after that is up to you. The base assumption is that it
remains in seclusion—either hiding or building up its depleted power—until well into Act Three, bar-
ring the persuasive influence of Creation’s impassioned defenders. By the time the demon armies are
on the loose and Creation itself is in jeopardy, the Emissary has nothing to lose and takes part in the
battle against the Yozis. The outcome of its involvement is up to the Storyteller, who should make sure
not to let it invalidate the players’ characters’ hard work or render the characters passive spectators for
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the status quo of a few years ago and nothing more.
The citizens of Nexus have more important things
to worry about, like where their next meal is coming
from or who's fighting in the Pit tomorrow or who’s
~ casting a lean and hungry look at their coin purses.
Yet, agents of the Reclamation are already at work in
Nexus. One of their early efforts is a rash of kidnappings
throughout the city. The children and other loved ones
they take are not the prizes of upper-class families or
civil employees, however, but those of the city’s most
notorious rival criminal figures. Incidents of violent
crime increase as desperate gangsters scour the streets
and shadows looking for their family members and
other precious ones. The kidnappers make no contact
= with their victims’ friends and families, working hard
el instead to plant evidence that implicates their rivals
: in the taking. They egg the crime lords on, escalating
= the tension as best they can.
The most vicious of these crime lords is the Night
Caste snakeman boss of the Tang-Zen syndicate, Ophilis
Ses. He cracks down on his enemies more brutally than
.~ most, in an apparent fury over the taking of his son,
X of Macxillas Ses. Yet, his rage is all a sham, as Ophilis Ses
- isactually a Fiend posing as a Solar Exalt. Organizing
the kidnappings and pushing Nexus’s criminals toward
gang warfare is his responsibility.

Meanwhile, other agents of the Reclamation com-
mit subtler acts of economic sabotage in more legitimate
business circles. They insinuate themselves into the
Guild or work to bend pliable Guildsmen to their will.
These agents, dupes, converts and blackmail victims
. manipulate the supply of goods, artificially inflate prices
and line their pockets in the short term at the expense of
long-term security. Other agents manipulate currency-
exchange rates, undermine investors’ faith in banks

~ through rumor-mongering and make out irresponsible
.~ loans to countless untrustworthy applicants. None of
the activities the Yozis’ agents engage in are baldly
restrictive to trade (in fact, many of them seem to have
positive short-term effects on the economy), but they
-~ lay the groundwork for future economic strife.

And as with Lookshy, Reclamation efforts else-
where in the Scavenger Lands have an indirect effect
on Nexus, primarily in its mercenary market. As more
petty kingdoms outside the city’s walls are driven to
-t' ~ saber-rattling and eventual armed conflict, more and
more mercenary companies receive job offers abroad—
especially from nations to whom Lookshy refuses tosend
*+ soldiers from its field forces. Most Nexus mercenaries
aren’t cheap, but they’re in ready supply and don’t ask
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troublesome questions. Reclamation efforts aren’t able to

strip the city bare of defenders—the Council of Entities

always has peacekeepers on contract—but the number
is reduced measurably as Act One plays out.

Act Two: HELL AND DAMMED NATIONS

In the second act, the bubbling cauldron that is
Nexus boils over into violence in the streets as disas-
ter strikes the city from without. Ophilis Ses and the
agents working with him finally escalate the squabbling
between crime syndicates into a gang war that rages
throughout Nexus’s Undercity, where many of the
crime bosses base their operations. When the fighting
spills out onto the surface streets, the residents and the
Council of Entities take notice. They also notice that
the Emissary seems bizarrely unwilling to put a stop
to the violence. The Council mobilizes several of its
mercenary companies to pacify the Undercity and break
up the criminal gangs. This move only intensifies the
violence, setting Nexus’s citizens on edge and causing
the first ripples in the economy.

While these effects build up, Reclamation agents
feed the flames of locals’ discontent. (“Why isn’t the
Emissary putting a stop to this? Why isn’t the Council
of Entities doing more to get things under control?
Should the Council of the Concordat be taking steps
here if the Council of Entities can’t? We don’t have to
answer to mercenary peacekeepers, do we?”) They also
spread the idea among malcontents across the city that
if the Emissary and the Council of Entities aren’t being
terrifically effective, maybe now’s the time to see what
one can really get away with.

Mounting tensions and escalating violence come
to a head fairly quickly in Act Two. Acting the part
of the distraught father, Ophilis Ses breaks into the
control room that operates the Yellow River Dam, gets
the controls working (with the help of his coven) and
closes the dam. As the imperishable walls force upward
against the power of the river, Ses sends a list of demands _
to the Council of Entities—among them that his son ==&~
be returned to him—and seems to barricade himself
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Maxillas and the other kidnap victims are due to be
sacrificed to the Yozis even as the dam is closing. Many
of Ses’s other demands are impossible or contradictory,
meant more to keep the city’s would-be saviors busy
and distracted. In fact, Ses himself doesn’t remain in i = .
the dam control room after issuing his demands. He and \ f 1
his Infernal coven sabotage the dam’s controlsand slip = r'}
away in secret to watch the chaos ensue.
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The effects of Ses’s dreadful act are immedi-
ate and catastrophic—the single largest stroke of
geomantic sabotage and ecological devastation
thus far in the Reclamation. Water-flow around
the northern edge of the city ceases at once, shut-
ting down water-powered mills and sewage-disposal
systems. The water level on the Yanaze River drops
considerably and the Gray River running northwest
along Nexus’s southern border backfills partway up
the empty Yellow River’s bed. The levels of the ca-
nals that crisscross Nexus, especially on its western
side, all drop precipitously, and travel across them
either bogs down or is cut off. Needless to say, river
travel due east out of Nexus via the Yellow River
ceases entirely.

On the eastern side of the dam, the effects are
calamitous. Rising water rushes backward, flooding
the land out to the outer ring of Emissary statues al-
most immediately and steadily pouring back in three
directions toward Great Forks, Melevhil and Walker’s
Realm. The paddies of “swamp rice” on which the city’s
poor depend are obliterated. Those who live in flooded
areas flee their homes and seek refuge wherever in the
Scavenger Lands they can find it. (In many nearby
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cities, Reclamation agents are waiting to stir up anti-
refugee sentiments.)

This catastrophe is more than Nexus can bear,
not least because the Emissary and the Council prove
completely unable to prevent it or deal with it. The
bubble of its artificially inflated economy bursts. Des-
perate people take to the streets, where they clash with
warring gangs, overworked mercenary peacekeepers
and unruly mobs who can’t take the strain that’s un-
raveling their way of life. The Council of Entities does
everything it can to restore order, but Yozi agents keep
stoked the fires of mob hatred and do everything they
can to direct that hatred toward the Council itself.
Guild factors and merchant princes evacuate the city
like rats from a floundering ship, which sends shock
waves throughout the economy of the Confederation
of Rivers and ugly ripples farther out in the Threshold.
Carefully cultivated chaos blooms in the heart of the
Scavenger Lands.

This madness reigns for as long as agents of the
Reclamation can keep it going. They hold out until
the forces of the Scarlet Empress besieging or occupying
Lookshy downstream are freed up to move east toward
Nexus, as determined by the success of Reclamation
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efforts in Lookshy and on the Blessed Isle. If the Yozi
- loyalistshave been doing theirjobs, the desperate people
- of Nexus should be so strung out and trodden down
5 " by their local catastrophe that they might welcome
~  even the Realm’s stabilizing influence. (This should be
especially true if the Empress managed to make short
~ ~ work of Lookshy’s field forces.) Act Two ends either
~_ with the people of Nexus crying out for help from the
~ Realm or with the Empress’s legions swarming east to

~ conquer the city in its darkest hour.

- Act Trree: Tre Center CannoT HoLp
A Regardless of Nexus’s wishes, its Emissary and
. Council of Entities won’t stand for Realm domination.
" They rally their loyal mercenaries and call in favors
g from allied nations, hoping to push back the Empress’s
~ advance. Nexus is more than likely a wreck by this
point, however, so the best it can do is duck down
under cover and force the Realm to lay siege. It’s in no
condition to mount a counter-offensive. It also suffers
from an infestation of saboteurs loyal to the architects
of the Reclamation.

Yet, should Nexus hold its own and keep the legions
out, the demon armies are on their way to incorporate
the Empress’s legions and conquer Creation once and
for all. The Emissary might make an appearance if the
armies of Hell are literally at the gates, but only if it
feels it has nothing to lose here at the end of days.

And even it alone might not be enough to save
. the city from demonic conquest.

-~ PerPETUAL CHAOS
~%— AT THE FRINGES

'lqi;.' The second major initiative of the Reclamation,
running concurrently with the first, is to maintain a
state of chaos at the fringes of the Scavenger Lands and
" elsewhere throughout the East. The goals of this wide-
- a spread campaign are to distract, isolate and eventually

~ = subjugate the region’s disparate nations. Much of the

*_ -~ workoccurs in the first and second acts of the Reclama-
- tion, ideally without Creation’s prospective defenders
.?,_‘.fi realizing that agents of the Yozis are involved. After

) _ all, the nations can’t rally against a common enemy
Y ’#ﬁ if they don’t recognize one working against them. In
5 *?‘ fact, if each nation thinks all the others are its enemies,
% . Malfeas’sdemon troops can pick the scattered forces off
- one by one, when the armies of Hell arrive.

GEOGRAPHIC/ GEOMANTIC SABOTAGE
While spreading warfare, bloodshed and hatred

- throughout the region is key to Malfeas’s being able
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to emerge into Creation, it’s not enough. The region’s
very Essence flows have to be altered sufficiently so
that Creation doesn’t simply reject Malfeas on the
strength of his supernatural surrender oath. Warping
Creation’s natural Essence, and the dragon lines that

sustain it, is not easy to do within Creation itself, but |

it is possible with concerted manipulation of terrain
and demesnes.

To thatend, Malfeas has many corps of minor agents
(including cultists and handfuls of akuma) at work
throughout the wilderness committing acts of geomantic
sabotage. Such acts include setting off major landslides
in remote areas to dam tributaries at key choke points
toflood low-lying areas and redirect the course of rivers.
Saboteurs might also spark unscheduled forest fires or
even seed storm clouds with helltech concoctions to
make them rain poison onto fertile fields. Yozi-loyal
geomancers (many of them Exalted) take great pains to
calculate where the smallest actions in the ecosystem
can lead to the largest-scale deleterious effects.

Most such activities are carried out far from civiliza-
tion, but this isn’t to say they go unnoticed by mortals.
Poisoninguninhabited land changes the travel patterns
of migratory animals or free-grazing herds, which shifts
them away from the nomadic barbarian tribes who rely
on them. Lacking their customary prey, the barbarians
stray out of their territory into that of other tribes oreven
into civilized lands. If these nomads aren’t welcome and
the natives try to force them out, the nomads turn in
desperation to raiding. And thus begins in microcosm
the cycle of warfare, bloodshed and hatred on which
Malfeas thrives.

Cells of Yozi worshipers monitor the progress of
such chains of events, nudging them back on track when
it seems they won’t play out correctly. Their akuma
sergeants major coordinate the actions of individual
cells to wreak havoc on the city and city-state scale.
They oversee projects such as polluting or changing the
course of certain rivers that define the borders between
fractious kingdoms, and making sure that mortals on
one side of said rivers blame those on the opposite side.
Many cells are at work on similar projects all over the
Hundred Kingdoms, for instance, twisting minor dragon
lines out of true and whipping the petty kingdoms into
hornet nests of paranoid, xenophobic hysteria.

Corollary to these efforts are those of Exalted co-
vens specializing in the occupation and renovation of
demesnes and manses. Locations that are lost in the
wilderness or unoccupied for other reasons are easy
enough to claim and make their own. Those that have
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Exalts, gods or mortal refugees in them take more work.
Once the areas are in the Yozi loyalists’ possession, the
covens withdraw and turn them over to specialists in
infernal geomancy. These savants then work to convert
existing demesnes from whatever their current aspect
is to an infernal aspect and to build or alter manses to
properly cap them. Failing that, they’ll settle for creat-
ing hidden Essence-sinks or building ugly manses based
on intentionally flawed geomantic principles, so as to
exert disharmonious influences on the local dragon
lines. (This corruption proceeds much as it does on the
Blessed Isle, as described on pp. 43—45, unless Creation’s
defenders intervene. Without the focusing tool of the
repurposed Sword of Creation, however, the process
occurs at the Slow Spread described there.)

These efforts are ongoing throughout the East in
Acts One and Two of the Reclamation. Interference is
most likely to come from local gods in the wilderness,
but a small coven of Exalts can certainly deal with
backwater gods in the hinterlands. To keep from stirring
up interference from local mortals and their occasional
Stewards, the Yozis’ agents take great pains either to
make their sabotage look like natural occurrences or
to cast the blame on rival mortals or mad local gods.
Eventually, their work will have broad enough effects
to pique the attention of those watching the Tapestry
of Creation, but that will hopefully not occur until it’s
too late to reverse them—especially with all the other
chaos and warfare going on at the same time. Even still,
if the Bronze Faction Sidereals have it in mind to try
to fix the region’s geomancy anyway, the best option
in their eyes would be to have units from the nearest
Imperial legion’s corps of engineers deployed to change
the landscape back by force. Should they try that, the
Empress can always see to it that her agents delay the
necessary men and equipment indefinitely—or at least
until the Lotus Massacre, after which point Sidereal
oversight will be a non-issue anyway.

By Act Three, those agents of the Reclamation
assigned to geographic and geomantic sabotage will be
absorbed into the greater Malfean army.

GREAT FORKS

Great Forks has no real strategic significance to the
agents of the Reclamation and no real military might
to speak of. Nevertheless, the existence of a city that
exists only to venerate the usurper gods annoys Malfeas
to no end, so he can’t just let it alone. He’s devoted
some precious resources to making the residents of
Great Forks miserable before his armies finally march
on the city and raze it.

Most of what the agents of the Reclamation are up
to in Great Forks occurs during the first and second acts.
Early on, subtle Yozi worshipers set up shop in some
of the more sparsely populated neighborhoods of the
city. There, they hide from the Enforcers and reach
out in secret to desperate, jaded and warped mortals
for whom the gods in the Temple District just won’t
cut it. Throughout Act One, the cultists spread their
twisted faith and insinuate themselves into important
low-key positions in the city.

In Act Two, these sleeper Yozi cultists wake up and
start needling the city in various ways while the rest of
the Scavenger Lands is preoccupied. For instance, Yozi
agents in the North Quarter sneak into the municipal
slave dormitories and taint the supplies of mete (which
is doled out to the slaves daily to keep them pleasant
and pacified). Some might spread poison that sickens
or kills slaves in large numbers. Some might introduce
hallucinogens that render the slaves unable to work
effectively. Others might introduce modified Chayan
fire tree pollen (see p. 66) to nullify the mete and
make the slaves uncontrollable. Whatever will cause
the most trouble.

As thatsituation plays itself out, other Yozi cultists
in the North Quarter (possibly a cell of akuma if one is
available) get to work pouring poisoned words in the
ears of the local thugs and back-stabbers who make that
quarter their home. The goal there is to inspire either
a concerted crime wave that keeps the Enforcers busy
or wild riots that not only tie up the Enforcers but put
the citizens more on edge.

Elsewhere, saboteurs take such steps as to set fires in
the city’ssouthern warehouse district, torelease helltech
pathogens during popular festivals in the Temple Dis-
trict, to interrupt communications with Confederation
allies, to snipe volunteers leaving military recruitment
centersand to steal products from West Quarter process-
ing plants. The idea is not so much to bring Great Forks
to its knees through terrorism, but to keep everyone
preoccupied with terrorism. The only objective of any
real military value in Great Forks is to get spies close
enough to the Palace of the Three to notice if the trio
of gods starts working on a spell similar to the one that
brought low the Princess Magnificent with Lips of Coral
and Robes of Black Feathers. Should such preparations
appear to be underway, a coven of Green Sun Princes
can be cobbled together to interrupt them.

During Act Three, Malfeas is in no hurry to destroy
Great Forks. The only real threat it poses is in the lo-
gistical, financial and medical support it can offer its
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" r GREYFALLS endemic to the Blessed Isle’s fore.ign policy. Its S(?ldigrs
- . : _ spread west into the Hundred Kingdoms annexing its
‘“_A_*— Reclamation events in Greyfalls represent a M- oaker eastern constituents or demanding lopsided
= crocosm of events on the Blessed Is,le,‘]ust a3 those in treaties from the petty nations who seem to have their |
<k Nexusrepresent the Scavenger Lands’ tribulations. They .o < mewhat more to e NS taotee (0

g z } : 2 == Meanwhile, cells of agents of the Reclamation work in
- mgkmg their way upriver. The ships bear bu11d‘1ng SUP~  secret to destabilize the various Hundred Kingdoms na-
p e plies and countless workers, all of hetter qualieyithan ¥ JE8e0 they can’t effectively unite against Greyfalls.
el what can be rounded up locally. Soon thereafter, more N T VR e P R T i
X ships arrive full of Dynastic Dragon-Bloods bearing the . ‘¢ [ AL e thing s topit-With
Empress’s new orders for Greyfalls. each quick conquest, the army conscripts more soldiers
Satrap Nellens Rombulac is recalled to the Blessed and grows more formidable. The rhetoric (which actu-
Isle, e G,e“e“i‘l Ca}thak K1t9no and many (,)f the Ter— ally averts a few wars of resistance) is that the Realm
restrial officers in his pet legion. Construction begins o, i R o s A e B e Th s, 1 gt
IR O 21 €noTMous fortified compound intended tohouse 1 1ry0us time. The truth, however, is that the steady
% the numerous influx of soldiers and Immaculate monks

allies. The plan, then, is to choke off the city’s major and
minor trade routes so that support cannot get out.

are set in motion shortly after the Scarlet Empress makes

- herannouncement towering over the Elemental Pole of

Earth. One day later, the Empress transmits a message
via hologlyphic telepresence directly to her Greyfalls
estate, the Scintillating River Palace, confirming the
authenticity of the earlier more spectacular message.
Weeks later, countless Realm ships are spotted

who have been reassigned to Greyfalls. Yet, as the lo-
cals quickly learn, this structure is no mere temple or
garrison, it’s a brand new chapter house of the Wyld
Hunt. An imperious Earth Aspect, Imminent Thunder,
is transferred to this chapter house to act as its exarch.
Shortly after the exarch’s arrival, replacements for Nel-
lens Rombulac and Cathak Kitono arrive with yet more
Dragon-Blooded soldiers and patrician bureaucrats.
Their arrival sets off a wave of transformation that
leaves Greyfalls’ nearest neighbors stunned.

have settled and the localshave come to accept theirnew
status. Yet, Greyfalls takes the same aggressive posture

those treaties are effectively annexed anyway. Those
that refuse feel the might of a reinvigorated and highly

organized Imperial military and are quickly pressured ;

to surrender. In this way do the forces of the Scarlet
Empress intend to spread Realm influence throughout
as many of the Hundred Kingdoms as they can manage.

conquest and buildup of forces is a long taunt to Ma-
Ha-Suchi, whose nameless lair is southeast of Greyfalls.
If the campaign goes on long enough, the mad Lunar
will eventually snap and lead his army of beastmen,
Lunars and barbarians onto the field at last. Whether
the Greyfalls forces can actually defeat Ma-Ha-Suchi’s
army (even with infernal agents aiding them against the
Lunar in secret) is immaterial. The goal is not to beat
Ma-Ha-Suchi, but to convince him to spread savage
warfare and bloodshed. If they can keep leading him

Ni-.;. Th R li , around long enough—especially without allowing him
- - el A gl R trst goal 1S to unequivo- v, 411y with other Eastern fighting forces—the demon
) ca}ly crush the Greyfallers’ burgeoning nat10na'hst1c e YRl o b o T i ATy CEE
e o pride. Anyone who wants the Realm out or believes N N TG,
~ thatGreyfalls should govern itself locally is rounded up
"J',;‘; ?' and executed. Those who evade the initial roundup are LINOWAN
ﬁ ~ made the targets of assassins working for the All-Seeing Linowan and Haltahave been ateach others’ throats
~~ Eye. This crackdown sparks off an abortive rebellion, forso long that agents of the Reclamation were initially
gy . butthelegionnaires crush it. When all is said and done,  tempted to simply let them carry on as-is. With the two
YT the satrap’s replacement informs the populace that of them engaged in endless war, the Yozis’ agents would
f“ﬁ Greyfalls is no longer a satrapy with Realm backing, it need only commence geomantic-sabotage operations to
“« ' isnow awholly owned Realm prefecture. It's renamed make the region covered by the two nations suitable for
e “ the Greyfalls Prefecture, whereupon it evicts all Guild  Malfeas. The Bull of the North changed things, however.
merchants, adopts a strictly orthodox interpretation  His activities present potential benefits and obstacles
""' g! of the Immaculate Philosophy (practice of which is to Reclamation efforts in the East. On the plus side,
. compulsory) and closes its borders. he’s got a vast army and isn’t afraid to engage it. On the
'_..h'! "t d Greyfalls Prefecture’s borders reopen in Act Two, negativeside, however, the more powerful hisarmy gets,
t' a but only after the social upheavals ongoing in Act One  the harder it will be for the demon armies to crush him.
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Dealing with the Bull is primarily the responsibility
of Adorjan’s operatives in the North, but Malfeas has
ways in mind for the Linowan to contribute.
Atpresent, Linowan isan ally of the Realm, though
that association did little to save the nation from the
ravages of the Bull of the North. Linowan’s queen and
its Realm ambassador have been pleading with the
Blessed Isle for more aid and a tighter alliance, but they
have had little expectation of receiving either since
the Empress’s disappearance. The Empress’s return
heralds a new era of hope for the Linowan, though. As
the Empress cleans house on the Isle, she renews ties
with Linowan and establishes firm ties with Linowan’s
southern neighbors (themselves devastated by the Bull’s
icewalker armies). She also has loyal agents from the
Immaculate Order renew ties with Golden-Eyed Jorst,
Linowan’s patron god.
Yet, for all the favor the Scarlet Empire shows

: t Linowan, the Empress elects not to send her armies to

occupy, fortify and defend Linowan against its enemies.
She deploys some units to reinforce and man Linowan’s
scattered border fortresses on a more permanent basis,
but feels that a mass deployment of field forces into
Linowan would be imprudent. Instead, she assigns
legionnaires with specialized commando training to

long tours of duty in Linowan country. [t becomes these
commandos’ mission to train the Linowan not how
to integrate themselves as auxiliaries to larger Realm
legions (as was the military model in the past), but how
to improve their own native tactics exponentially. The
Linowan are best at mobilizing quickly in smaller units
and striking out in wild, lightning-fast raids, so the Im-
perial commandos are to capitalize on those skills. They
also bring with them higher-quality equipment such as
armor, weaponry and fast-moving magitech river craft.
As ActOne of the Reclamation unfolds, the legionnaires
teach the Linowan how to choose high-value raiding
targets, how to act as effective sappers against fortified
positions, how to coordinate widespread small groups
and how to disappear into one’s home terrain where
an unwieldy foreign force can’t follow.

This training comes partly from The Thousand Cor-
rect Actions, but mostly from the legionnaires’ frustrating
experiences dealing with weaker, nimbler enemies on
foreign soil. It takes hard work up front to tamp down
the raiders’ lack of subtlety in pursuit of personal glory,
but the Linowan eventually learn what’s expected of
them. The local leadership is concerned at first that
the nation will be defenseless if the Bull of the North
comes back, as it still has no visible army to hold the




icewalkers back. The Empress’s goal for Linowan, how-
ever, is not to turn the Linowan into a force that can
hold off the Bull, but one that can harry and frustrate
his forces with a multitude of smaller wounds. If there’s
no large force of opponents for the Solar’s icewalker
army to pound on, all the Bull can do is run roughshod
over the land while his enemies disperse and vanish
into the forests. Such fighting might not be enough

- to defeat the Bull’s Eastern fighters outright, but it

can certainly wear them down and soften them up in
advance of Act Three.

While this training and the subsequent raiding
that derives from it goes on throughout Acts One
and Two, other agents of the Reclamation steadily
maintain geomantic-sabotage operations along much
of the Linowan-Halta border. That region—so long
embroiled in constant warfare and hatred—is to be
a key breakthrough front for Malfeas’s forces as Act
Three begins.

HALTA
Of course, the Empress is under no illusion that
the Linowan will ignore their war with Halta while

~ they’re learning how to counter the Bull of the North’s

strength with their mobility. Fortunately, the tactics the
Realm’s commandos bring with them work just as well
against the Haltans as against anyone else. The Realm
troops are also able to supply more and better-quality
iron weapons to help the Linowan defend against the
Fair Folk that stand between them and prize Haltan
targets. Plus, the influx of legionnaires sent to help man
the Linowan fortifications along the border goes a long
way toward keeping raiding Haltans out. It also frees
up more Linowan to go raiding themselves.
Meanwhile, non-Realm agents of the Reclamation
are at work in Halta, doing their best to undermine its
stability. Akuma and even Green Sun Prince sappers
work tosupport Linowan raiding activities. For instance,
they round up Vatal cannibals from Linowan, smuggle
them into Haltan territory and set them loose to prey

- on unsuspecting Haltans. They burn trees deeper in
- Haltan land than regular Linowan raiders can penetrate

and use helltech chemical weapons (or simply summon

- vicious demons) to spread death and terror in Haltan

communities. They also work to undermine the so-
called “alliance” between the Haltans and the Bull of
the North. The ideal result of their efforts would be to
eventually turn the Bull of the North against the Haltans
so that the two nations and the icewalkers spend all of
Act Two fighting each other and wearing each other
down. Then, when the demon armies come, the Bull’s
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army is overextended and open on too many fronts to
fight effectively against them all.

PROMINENT DEATHLORD
Hovpings

The Yozis don’t exactly want to declare war on
their Neverborn brethren. Their primary concern is
with the living defenders of Creation. All the same,
though, it wouldn’t do to allow the Deathlords and
the legions of the dead to capitalize on the chaos of the
Reclamation and have the Abyss swallow up the world
before the Yozis have a chance to take it back. The
following are some of the means Malfeas will employ
to contain the threats the Eastern Deathlords pose to
the Reclamation.

THORNS

Shortly after the Scarlet Empress’s return, Thorns’
foreign policy undergoes a change that allows its Scav-
enger Lands neighbors to breathe a sigh of relief. As

the Empress’s commanding visage appears in the sky

astride the faraway Imperial Mountain, the Mask of
Winters realizes that the Realm Defense Grid is once
more fully armed and operational. He also recognizes
signs of a burning zeal for conquest in the Empress’s
body language and decides that discretion might be
prudent for a while. As mighty as Juggernaut and his
armies of the dead are, the Deathlord’s well aware that
the Sword of Creation could wipe them all from the
map. Knowing a sudden thrill of fear for the first time
since the Usurpation, he withdraws his corpse-fortress
through a shadowland and into the Underworld. His
military warily backs its way home and closes off its
borders, waiting to see what the newly reinvigorated
Realm is about to do.

For its part, the Realm’s main idea for dealing with
Thorns involves deterrence, distraction and contain-
mentrather than outright obliteration. Without letting
on that a major offensive is in the works for Act Three,
agents of the Reclamation (primarily Fiends) seek out
contact with the Mask of Winters in Act One. They
warily propose joint operations between Yozi forces and
deathknights in pursuit of Malfeas’s other major and
minor goals. Underneath this tentative proposition
is the unspoken threat that interference in Malfeas’s
activities from the Mask of Winters’ agents will not
be tolerated.

These overtures are unlikely to pay off, however,
as Mnemon already has a tenuous agreement with

the Mask of Winters. Yet, should the Deathlord be
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unwilling to try to play both sides against each other,
all is not lost. Diplomacy notwithstanding, agents of
the Yozis also use Act One to insinuate spies into
the various layers of Thorns’ living society. Then, in
Act Two, they use those spies’ information to foment
rebellion between the city’s living and dead residents.
A rebellion is already brewing in Thorns at the hands
of Realm loyalists, and there’s no shortage of living
men and women in the current administration who are
predisposed to treachery. (That’s how they achieved
their positions when the Mask of Winters first came
calling.) Act Two, then, is a time of Yozi worship-
ers making contact with, and insidious promises to,
those traitors, while agents of the Scarlet Empress
make contact with the Realm-loyal insurgents to
offer them support and contraband and help them
ferret out the Mask of Winters’ spies in their midst.
Truly clever agents of the Reclamation can even
convince influential leaders in Thorns’ living army
to lead a coup against the Deathlord’s intimidating
Thornguard.

Between the second and third acts, a full-on rebel-
lion should be going on in the bleak city. Yet, as with
so many conflicts in this period, this one’s goal is not
to overthrow the Mask of Winters directly. (At least
Malfeas doesn’t want his Exalted and akuma resources
tied up trying to do this. If the locals can do it on their
own, good on them.) What'’s more important is to di-
rect the Deathlord’s focus inward. Then, as Act Three
progresses, Malfeas’s armies can deploy to either close
Thorns off or lay siege to it, depending on how well the
rest of the war is going by that point. It is only during
Act Three, when his armies come into the world, that
he will consider laying siege to the city. Even then, he
might not, though, if some means could be employed
to close up the Deathlord’s shadowlands behind the
withdrawn undead behemoth. Malfeas has at least that
much respect for his fallen Neverborn cousins. Should
the Mask of Winters deploy Juggernaut against Malfeas’s
armies, however, the Yozi has no compunctions about
obliterating the horrid behemoth with whatever means
are at his disposal.

THe Noss Fens

The architects of the Reclamation have no plans
to undermine or otherwise sabotage the rule of the
Dowager of the Irreverent Vulgate in Unrent Veils in
her own realm during the earlier acts of the Reclama-
tion. The Noss Fens represent undesirable, strategically
unimportant territory that lies uncomfortably close

i 5 g to the domain of the raksha. Better, then, to leave

"

Then, once Act Three is underway and the armies of
Hell march, diplomatic agents of the Reclamation can
approach the Dowager and magnanimously offer her
the opportunity to withdraw into the Underworld and
trouble Creation no more.

Should the diplomatic approach fail—or should
the Dowager pull something truly awful out of the Well
of Udr—Malfeas is not afraid to maneuver a sizeable
contingent of his demon army to overrun the Fens and
put her down.

LIKEWISE, S1JAN

As with the Noss Fens, Malfeas has no im-
mediate plans to involve Sijan in his war. He’s
willing to allow Sijan to remain neutral in the
conflict. All the same, he still wants spies in
Sijan just in case agents of the Deathlords try to
use it as a neutral meeting ground to conspire.
Otherwise, he’s potentially willing to leave the
cityalone even after the Reclamation as long as
its only purpose is to take care of the dead and
not to forward the agendas of the Deathlords
or the Neverborn.

WALKER’S REALM

The Walker in Darkness is a warmonger with a
powerful army. Fortunately, he doesn’t work well with
his fellow Deathlords and doesn’t have an enormous,
unstoppable behemoth smearing shadowlands across

Creation behind it. Therefore, Malfeas believes that v

containment and distraction should work as well on
the Walker as it will on the Mask of Winters. Alter-
natively (or additionally), stirring up tension between
the Walker and Creation’s living defenders could keep
both forces at each others’ throats.

And as with Thorns and the Noss Fens, Malfeas

is confident that he can maneuver his emergent

demon armies around the Walker in Darkness well
enough to convince the Deathlord that withdrawal ~
into the Underworld would be wiser than a head-to-
head confrontation. Of course, he doesn’t expect the
Walker to take that wise option, and he’s confident
that he’ll enjoy crushing the haughty ghost’s dead
forces underfoot.
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STANDALONE GOALS
- INTHE EAST
As stated earlier, Malfeas does not expect total vic-
- toryall across the East before he arrives. He just needs

* enough of his primary goals sewn up so he’ll have the
~ power to overwhelm those regions where his agents

. failed. That being the case, he’s willing to let some of
~ these following initiatives fall by the wayside if more
time or energy is required to accomplish his primary
— goals. He won’t be happy about it, but he’ll probably

3 r ~ get over it once the Reclamation is complete.

_>.. CHAYA

g Chaya plays a minor role in the Reclamation,
"~ thoughanotinsignificant one. The groundwork is laid
~ before the Scarlet Empress returns, with clever akuma
-~ infiltrating the nation’s Rabinal secret police force.

The akuma involved need not even be Chayans, as the
Rabinal employs outsiders to operate abroad and to keep
an objective eye on native Chayans. The infiltrators
study the phenomenon of the fire trees and the Chayans’
yearly madness for many years. They periodically arrange
- the disappearance of small numbers of Chayans, who
are then smuggled back to Malfeas. The fire tree mys-
tery has a low priority in Hell, but demons and akuma
savants study it when time permits. Yet, none are able
~ to puzzle out the fire trees’ secret until the advent of
the Green Sun Princes. It turns out that one of the mad
Defiler geniuses holds within him the twisted Exaltation
of the Twilight Caste who originally created the radi-
olari—the microscopic synthetic organisms behind the
secret of Chaya’s fire trees. (See pp. 92, 94 and 96 of
The Compass of Terrestrial Directions, Vol. IIl—The
East.) This Defiler takes over the project, recognizing
a hideous new potential for his Solar predecessor’s
defective, unfinished invention.

AcT ONE: THE CHAYAN CONNECTION

In the early days after the Scarlet Empress’s return,
life goes on as normal in Chaya. The natives hear of
~ events on the Blessed Isle from gossiping Guildsmen,
but the news has no effect on them. Some of their
- nearest forward-thinking neighbors build up their
- local militias or work extra hard to make nice with
Lookshy, but they leave the Chayans alone. Even the
slag tribes that haunt the First Age ruins around Chaya
are blissfully quiescent. This last circumstance has
more sinister applications, however, for these twisted
mutants are being rounded up and subjected to awful
experiments. The Defiler working on the radiolari sets

up a secret laboratory on the ruins of a broken manse
near Chaya, which once sheltered one of the smaller
slag tribes. The team converts the underlying demesne
into an infernally aspected one and carefully conceals
it from prying eyes—relying on the original place’s
unsavory reputation to keep those who are aware of
it from getting too close. Coordinating between that
research outpost and his larger laboratory in the Demon
City, the Defiler extracts living radiolari samples from
kidnapped Chayans and studies them to fill in the gaps
of his First Age memories.

Once he’s done that, he experiments with repro-
gramming and refining the extracted radiolari. In each
testing phase, he infects captured mutants from the slag
tribes, often with gruesome and fatal results. It takes
time to get it right, but he finally manages to change
the nature of the radiolari at his disposal in three crucial
ways. First, he imbeds in them the capacity to overwhelm

and rewrite the defective programming in otherradiolari 4

organisms. Second, he refines the psychological effects

that his new radiolari impose on affected humans’

psyches. He damps down the consuming urge to breed
that comes on when the fire trees bloom, for instance,
while leaving intact and intensifying the fearless, manic
wildness for which Chayans are already feared. He also
includes programming to make infected persons highly
susceptible to supernatural powers of suggestion. Third,
he keys the effects of his reprogrammed radiolari to
remote control technology so he can turn them on and
off as needed. Unfortunately, he can’t work out how
to improve the range of transmissibility, so he can’t
cause the super radiolari to spread much farther than
the original radiolari already do.

By the end of the first act of the Reclamation,
the Defiler’s work is finished, and he infects the most
recently kidnapped Chayan citizens with his new super
radiolari. The akuma agents in the Rabinal cause that
organization to look the other way as those infected
citizens are secreted back into the general population,
often before anyone notices they were gone.

Act Two: Wisps OF Fury
During this phase of the Reclamation, Chaya
changes rapidly, although its neighbors hardly notice.
The Defiler’s super radiolari spread quickly between
the walled cities of Chaya. The akuma Rabinal agents
monitor the spread and silence those rare Chayans who
somehow resist the super radiolari or who have unex-
pectedly violent immune-system reactions to them.
As the radiolari change in the Chayan ecosystem,
so toodo the radiolari gods. Their personalities change
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in fits and unpredictable mood swings as the epidemic
spreads throughout Chaya. Only too late does Chaya’s
personal god, Xochichem, realize just how serious
the other radiolari gods’ condition is. By that point,
however, he’s isolated and held hostage by not only
the radiolari gods, but the priesthood and citizenry of
Chaya—all of whom believe that Xochichem is the
one who's changing and must be protected until he
gets better.

The spread of the Defiler’s super radiolari takes
time to noticeably affect the landscape, but the effects
become more prominent as Act Two progresses. The
biggest change is visible in the fire trees. As more super
radiolari replace the outmoded radiolari, the trees’ sap
takes on a silvery sheen that stains the trunks of the
trees as the sap runs. New fire trees grow taller and
more lush than their forebears, designed to eventually
tower over the older trees when they’re fully grown.
Most importantly, however, the pollen of the fire
trees changes. The Defiler and his akuma research
assistants collect it and learn how to refine it into an
ugly chemical warfare agent that can be preserved
almost indefinitely. They combine it with an aerosol
to form an airborne poison with the following traits

(5*/1 hour, 5, —/—, -0). This poison does not cause
physical damage exactly. Instead, it infects affected
victims with the uncontrolled abandon that Chayans
naturally suffer during Resplendent Fire, minus the
urge to procreate and minus the sense of community
that Chayan xenophobes typically exhibit. That is,
the refined poison turns large groups of people into
bloodthirsty maniacs who want nothing more than
to tear apart everything and everyone around them,
including each other.

By the end of Act Two, Chaya has become an even

more insular and xenophobic culture devoted to the 5 =

production of this chemical agent. It withdraws from
any association with other nations, including Lookshy.
Yozi-worshiping merchants in the Guild help the locals
distribute their chemical weapon to wealthier nations,
which provides the Chayans enough capital to better
fortify themselves against the outside world. And yet,
even up to this point, the Chayans do not wholly real-
ize that they are working the will of the Yozis. All they
know is that their local gods have somehow changed
the nature of their beloved fire trees and given them
this means of keeping the world at bay so that they can
live their lives in peace.
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SwiTcHING Up
As with the Yozis’ larger goals in the East,
S agents of the Reclamation need not proceed in
— Rathess from point to point as those points are
_\‘: - | outlinedhere. They mightdecide, instead, to try
L to conquer the Dragon Kings first and use their
e a might to crush Han-Tha. They might reach out
R to the leech gods in the city’s dank underways
for help against the raksha. They might simply
!\ - summon a Third Circle demon into the ruins

and work together to kill everybody who doesn’t
run. Alternatively, they could try to loot the
o city on the sly with none the wiser that they
4

o were ever there.
: It’s all a question of player and Storyteller
— choice. The Yozis only know where Rathess is

and that it was once at the heart of Dragon King
and First Age Solar society. They only want in
the beginning to know if it has any value rela-
tive to their goals. Any benefit they derive from
Rathess is gravy.

AcT THREE: RETURN OF THE Y0171

By this point, Chaya has become a heavily forti-
fied chemical-weapons manufacturer for the Yozi cause
without even really knowing it. Its 12 cities surround
themselves with high stone walls, and their streets are
lined with tall, silvery trees that whisper uncomfortable
truths whenever the wind blows. The Defiler in charge
of local operations quietly suborns the local religious
establishment and takes over the Shrine of the Fire Tree
from pitiful, overwhelmed Xochichem. He converts it
into his primary headquarters and research facility in
Creation and has its defender monks converted bit by
bit to worship of the Yozis.

Otherwise, Chaya plays no further active role in
the Reclamation. Should the Reclamation completely
succeed, Chaya could be one potential place Malfeas
- would allow Szoreny to break through into the world.
Should the Reclamation fail, it is likely that the devices
the Defiler uses to moderate the effects of the fire tree
pollen on the Chayans infected with super radiolari will
é."'; g be lost or destroyed. Should that happen—assuming

Chaya has not been razed or overrun already—the
Chayans will finally succumb to the intensified madness
LT and destroy themselves when the fire trees next bloom.

The same fate is possible if the Defiler and his crew are
discovered and defeated earlier in the Reclamation,
provided the victors don’t figure out and use his sup- |
pression technology.

DENANDSOR

At least one of the 10 Green Sun Princes of the
Defiler Caste has memories of working in Denandsor in
the First Age. Likewise, some Second and Third Circle
demons have uncomfortable memories of having been
summoned there long ago to do the bidding of Solar
savants. Weaker demons have also reported back in
the intervening years about outcaste Scavenger Lords’
failed attempts to breach the city’s many vaults. The
architects of the Reclamation, therefore, are interested
in investigating Denandsor to see what remains of its
former glory. After a few harrowing reconnaissance
expeditions into the quiescent City of Makers, however,
they realize that they must first find some way to deal -
with the miasma that permeates the city. If they cando
that, they stand to gain a sizeable stockpile of elegant
and powerful First Age magitech devices. 1

The first order of business is to find the source of
the miasma that causes victims to go mad with fear.
Doing so, they must then develop helltech means of
resisting the miasma or uncover its source and deacti-
vate it. Should they accomplish either, the next step
is to deal with the city’s automaton guardians. The
agents of the Reclamation have a slight edge over
Creation’s treasure hunters or defenders, in that they
know that the automatons can all be reprogrammed at
the cognition device at the heart of the central mind
unit deep inside the former daimyo’s manse. Managing
to reprogram the guardians will be no mean feat for
an Infernal savant, however, even without the added
challenge of eluding and/or fighting off the guardians
between himself and the cognition device. And that’s
saying nothing about the city’s other magitech traps
and sorcerous defenses.

Gaining free, unfettered access to Denandsor is
work enough for the entire first act of the Reclama-
tion. During the second act, the Yozis have the city
repopulated with their own sorcerer-engineers and
thaumaturges, as well as abundant slave labor to do
the savants’ grunt work. They loot the city of its useful
materiel then set to work altering the native geomancy
to change the aspect of its central manse. Finally, they
adapt the various factory-cathedrals and municipal
workshops to run on infernal Essence so they can step
up production of helltech wonders for their forces in
Creation. They spend the rest of the act ramping up for

LR i

3 EA'&ERN F’RONT »

\3"'



mass production. The first wonders come off the line in
Act Three, and Denandsor remains a heavily guarded
(though not densely populated) infernal industrial
facility until the Reclamation is settled.

Should the agents of the Reclamation fail to deac-
tivate the miasma or reprogram the guardians, however,
they don’t throw good resources after bad. In Acts One
and Two, they’re content to establish covert lookout
stations near the city to watch over it. If interlopers
come near, the watchers get word back up the chain
of command. If those interlopers are as successful as
all those before them, the Yozi agents eliminate the
escaping survivors (if there are any) and continue to
wait. If the interlopers manage to succeed where the
Yozis’ agents failed, the watchers send for a coven of
Exalted to deal with them. If that coven is successful,
the Yozis’ forces proceed as described previously.

If the Yozis’ people still can’t get in safely by
the time Act Three rolls around and Creation’s
defenders are equally unsuccessful (or just ignorant
of Denandsor’s presence), the Yozis take one last
precautionary step. They break off a wing of the
nearest demon legion and order it to set up a forti-
fied installation nearby to keep out everyone who’s

- g not working toward the Reclamation.
& MAHALANKA
2 With a handful of cursory intelligence-gathering

missions in the ruins of what once was Sperimin, agents
of the Yozis determine Mahalanka to be a low-priority
and low-value target in the Eastern wilderness. Sure,

it might be nice to have The Book of Three Circles or

access to the materials in its great library, but none
of the Yozis’ other objectives actively require those
materials. The architects of the Reclamation consider
it more important to keep Creation’s defenders away
from those rare and informative texts instead.

To thatend, akuma and some disposable First Circle
demons are dispatched to the area to keep watch on
the jungles surrounding the city. Should interlopers
come, the watchers are to report back. More often
than not, Raksi, her barbarians or her beastmen will
deal with the intruders. Should the intruders get away
(or should they make arrangements with the Queen
of Fangs and be allowed to leave), the watchers are
to track them and eliminate them if at all possible.
Should initial attempts of this nature fail, the Exalted
akuma in charge of the operation mobilize to deal

with the escapees personally—hopefully before word
spreads about what wonders are available in the City

" fj of a Thousand Golden Delights.

By the late second or early third act of the Rec-
lamation, the Yozis change tacks slightly and send
diplomatic envoys tospeak to the Queen of Fangs. Their &
goal is toarrange anon-aggression agreement with Raksi -
in which she’ll stay out of the way of their armies and -

keep her treasure trove of First Age knowledge out of —""';*
the hands of her enemies. In return, they’ll leave her ==

in peace to enjoy her sybaritic indulgences. Perhaps
in time, they offer, they’ll even introduce her to new
ones. In the Yozis’ agents can convince her thus to stay
out of the way—and possibly even start her down the
road to becoming akuma—all the better. If not, the
armies of Malfeas will be more than content to have
their Fiends release them from their obligations and
stomp Mahalanka’s people flat. Yes, Raksi is a power-
ful sorceress and an ancient Lunar, but she’s just one ¥
Exalt with a city full of savages and talking monkeys.
She might hold out for a while against a demon army,
but not forever.

RATHESS

The Yozis’ plans for Rathess start out with simple
reconnaissance but evolve quickly as the agents of the
Reclamation learn the facts on the ground.

AcTt ONE: RUINS OF RATHESS

ActOne of the Reclamation in Rathess begins with
clever akuma and Yozi cultists stealing into the city and
exploring. Their masters expect them to find out not
only how much of the city’s magitech infrastructure is
still intact but how much of its horde of imperishable
treasures hasbeen looted. (Although the Yozis are aware
of Rathess’s existence and location, they have not been
keeping careful tabs on it throughout the centuries since
the Terrestrial Usurpation.) With care and cunning,
these stealthy explorers should be able to find out about
the city’s current inhabitants and the state of the city
in the modern Age. As their preliminary reports come
back, an Infernal coven consisting of at least one Scourge
and appropriately skilled Exalted akuma is dispatched
to the city for further information. Between them, they
should be able to piece together all the information
about Rathess available in The Compass of Terrestrial
Directions, Vol. III—The East. i

Once the command structure in Hell is filled in = %

on this information, the original plans for Rathess are = f‘
put on hold. The exploratory coven is recalled and re- e
deployed, and a new one is dispatched to the region. .
: =" : i Sy
This coven’s assignment is to make contact with Han- | .--f Wy
Tha, the corpse-eater forbidden god hiding in Rathess, 1“*

and Filial Wisdom, the deluded Solar Exalt who follows
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him. Doing so, the characters are to convince Han-Tha
by any means necessary to grant Filial Wisdom to them

5o they can bring him to Hell and have him invested

as an akuma. In return, the forces of the Yozis will
help Han-Tha spread his philosophy (and the practice

~ thereof) in the coming years of the Reclamation and

thereafter. As long as he restricts his appetites to the
fallen, the armies of Malfeas will provide him and his
worshipers with plenty to eat.

Should the coven fail to convince Han-Tha, the
characters are to attempt to convert Filial Wisdom
secretly (perhaps by helping him finish his masterwork
of poetry in such a way that he realizes the righteous-
ness of their actions). Failing that, they are to secretly
subdue him, kidnap him and spirit him away to Malfeas.
There, either he’ll be broken and become akuma, or
he’ll remain imprisoned until his demon jailers tire of
having their twisted way with him.

Act Two: CuLT OF THE DEGENERATED

Assuming things work out well enough in the
previous act, Act Two of the Reclamation sees the
conquest of Rathess by the forces of Hell. Ideally, the
Yozis’ agents will have the full cooperation of Han-Tha
and access to his loyal followers, not least of whom is
an akuma Filial Wisdom. The first order of business is
to defeat and incorporate into the army those savage
barbarian tribes that make their crude homes in jungles

~ around the city. Failing that, they could simply kill all

the savages—which would make Han-Tha happy—or
drive them off so they won’t be a nuisance.

Next is the stalking and extermination of the linger-
ing raksha presence in Rathess’s ruins. The ideal force
of an Infernal coven, Han-Tha’s followers and co-opted
barbarian savages should be more than enough to clear
out the raksha by force. Smaller forces will have to be
subtler and cleverer. They might even have to play the
raksha against one another. Regardless, a competent
force can do the job easily enough.

The final stage of Act Two is the corruption of the

. stalker Dragon Kings. At present, Rathess is home to

hundreds of feral Dragon Kings who have the potential
toawaken their refined intelligence and shared species-

- memory but have not had the chance to do so. It’s

essential to the forces of Hell that these stalkers not get
that chance. Instead, the Yozis’ agents are to intimidate
and train the stalkers to accept the Reclamation’s agents
as their superiors and masters. Doing so is certainly
within the realm of possibility for Exalted akuma and
Green Sun Princes, though they’ll assuredly draw the
ire of Rathess’s caretaker gods when they get started.

They might have to put the gods down in brutal com-
bat, but especially slick Fiends or other supernaturally
smooth talkers might be able to convince the gods that |
the Yozis fully intend to elevate these Dragon Kings to
a new and different regal station.

AcT THRree: Houses OF THE GHOUL GOD

Act Three of the Reclamation sees Rathess be-
coming a Yozi-loyal stronghold in the East (assuming
all has gone well in the previous two acts, of course).
It is the center of Han-Tha’s cult, and it becomes
a training center for a new breed of soldier in the
demon army: stalker handler. As more Yozi-loyal
soldiers learn how to use the stalkers effectively, the
reptiles are farmed out to battle groups as terrifying
shock troops. With them go priests of the burgeoning
religion of Han-Tha to help spread the word and keep
the corpse-eater god content.

Meanwhile, Yozi-loyal savants study the city tosee
what it has to offer. Once they work out its geomancy,
then beginsalong process of tearing down infrastructure

and rebuilding it wrong. In addition, sacrifices to the

Yozis are carried out on a staggering scale to properly
taint the local demesnes’ Essence to better suit the
Yozis’ agents. While that’s going on, troops will have
to be garrisoned at what is currently the Pyramid of the
Rising Sun to cordon off the gateway to Yu-Shan built

KINGS IN STASIS

Considering how little the Yozis know about
Rathess at first, it is no surprise that they are
unaware that a handful of intelligent, cultured
Dragon Kings wait in suspended animation be-
neath the city. Considering the state of Rathess
when the Yozis’ agents arrive, it’s possible they
might not find the sleepers’ stasis pods for quite
some time. The decision to include the sleepers
at all is entirely up to the Storyteller. Bear in
mind, though, that if the sleepers are awakened,
they are not inclined to support the aims of the
Yozis, Han-Tha’s minions, the leech gods or the
raksha. To them, all four of those factions are
inimical to the Dragon Kings’ way of life. More
than likely, they’ll either fight or run when they
realize what’s happening.

Of course, if the defenders of Creation are
the ones who explore Rathess and make it their
own, that’s a different story altogether.
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at the top of it. The Yozis certainly don’t want heavenly
forces deploying through it, and they might need to use
it as a back door into Heaven themselves later.
Finally, if it hasn’t been done already, the savants
on staff labor around the clock to repair and adapt
Rathess’s most useful N/A-level artifact, the Orrery of
Arainthu, towork in the current celestial situation. If,
for instance, Ligier has taken a place in Creation’s sky
or the wasteland of Cecelyne has displaced significant
portions of the South (thus replacing the starry sky
above with her own black non-sky), the Orrery must
be updated to reflect those changes. In fact, the speed
and facility with which these adaptations can be made
as Act Three of the Reclamation proceeds makes the
Orrery of Arainthu nimbler and more focused than
the Loom of Fate. Using it can grant the agents of the
Reclamation a significant advantage over any surviv-
ing Sidereal Exalted or Maidens working the Loom.

MOUNT METAGALAPA

On a surface examination, the floating Mount
Metagalapaseems like it would make an ideal stronghold
for either agents of the Reclamation or the defenders
of Creation. Yozi loyalists have a high-priority plan to
~ make it so in the early days after the Scarlet Empress
= ~_ returns. Yet, Mount Metagalapa hides asecret that could
easily turn the war around in the East for whichever
side figures it out first.

Act ONE: WHERE HAWKS DARE

The first step in this plan involves dealing with the
biggest impediment to taking the mountain: its inhabit-
ants. The mountain’s remoteness and isolation makes
a direct assault problematic, so the key is to first upset
its delicate social balance and distract its people with
internecine turmoil. The biggest fault lines of social
tension in Metagalapa exist between its isolationists
and adventurers, its nouveau-riche hawkrider aristoc-
racy and grounded working class, and its contentious
prominent families. Considerable enmity remains
between its hawkman slave class and the Metagalapan
humans who enslaved them long ago.

As the Reclamation begins, agents of the Yozis
must spend most of their time simply making inroads
with the insular Metagalapans. Akuma and Green Sun
Princes can smooth the way and speed the process with
Social-keyword Charms, but even mortal cultists can
be of use if they're persistent and persuasive enough.
Once they establish contact and relationships with the
Metagalapans, the Yozis’ agents offer whatever they
can to interested Metagalapans, from riches to power

o

to freedom. They do this not only to bait the hook for
future converts, but to deepen the social tensions that
already exist. =

Meanwhile, other agents take less subtle measures -

: i 45
to suborn the hawkmen on the surrounding peaks of =~ =

the Ravanashi mountain range. These agents tell the =
wild hawkmen about the horrid treatment their cousins =+

receive on the mountain and that the Metagalapans’
hawkriders will be after them and their eggs next unless
they do something about it. As for what that some-
thing might be, the agents offer specialized training
to forge them into an effective fighting force against
the hawkriders. Should these agents fail to make any
headway with lies and manipulation, the more power-
ful ones receive the go-ahead to simply conquer the
recalcitrant beastmen and forge them into a fighting
force that way.

If the Yozis’ agents get their way in Act One,
the denizens of Mount Metagalapa will soon be too
content with their growing wealth, too paranoid
about the ambitions of their neighbors or too ter-
rified that the hawkmen are on the verge of mass
revolution to notice what’s going on around them.
While the Metagalapans are distracted, agata-borne
akuma and mortal cultists (possibly even a coven of
Green Sun Princes) sneak onto the mountain and set
up secret camps in played-out iron mines low on the
mountain’s surface.

Act Two: FLiGHT WiTHOUT END

The second act of the Reclamation sees the end
of Metagalapan civilization. Yozi-worshiping agents
provocateurs work to simultaneously whip the Meta-
galapan humans into a paranoid frenzy, cut them off
from contact with the outside world, convert as many
of them as possible to Yozi worship and foment rebel-
lion among their hawkman slaves. When the fervor
of the latter is at its utmost, the agents of the Recla-
mation working on nearby peaks lead the barbarian
hawkmen in a vicious preemptive strike against their
would-be enslavers. As hawkmen tangle in the skies
with hawkriders, a Yozi-loyalist strikes a match on the
powder keg in Metagalapa itself, igniting a full-blown
slave rebellion. After that, it’s just a matter of making

-
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sure both sides of the conflict suffer sufficient casualties £ o¢ .8
to render the eventual victor too weak to defend itself. Fﬁ"'r-‘#
It would alsodo to have acoven of Exaltedakumaand/
or Green Sun Princes on hand to deal with Onibalaor . . e “
Rage of the Birdmen if either Metagalapan god should  * % "2
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they’ve won over thus far spread out and mop up the

} remnants of the victors.

~ AcT THREE: THE GUNS OF METAGALAPA

The Yozis’ plan going forward calls for a steady
buildup of forces on the mountain, followed by rapid
construction of fortifications against aerial attackers
and ritual preparations to make the mountain suitable
for habitation for all sorts of flying demons and airborne
Hellspawn. If some way can be found to maneuver the
flying mountain as well, all the better.

Late in Act Two and onward, however, the con-
querors make certain discoveries beneath the surface
of the mountain. The first sign that something is amiss
comes from the Yozi cultists who hole up in supposedly
played-out mines the Metagalapans have long since
abandoned. They find the mines not only rich with
usable minerals, but much shallower than historical
oral tradition suggests they should be. The second
and more significant sign comes from the savants
and geomancers who study the mountain and nearby
landscape to try to figure out what keeps the mountain
aloft and whether it’s possible to make it move. They
manage to work out that all the manses and demesnes
within a 25-mile radius are significantly less powerful
than the local arrangements of dragon lines and the
prevailing Essence currents indicate they should be.
Stranger still, the very mountain itself seems to be
somehow respiring enough ambient Essence to cause
that widespread draining effect. Exalted savants with

~ particularly vivid memories from the First Age might

realize just from that minimal evidence the secret that
Mount Metagalapa hides. Others might not realize it
until many years later when their constant mining
efforts strike what appears to be an enormous vein
of jade except that it’s perfectly smooth and far too
straight to have accreted naturally. It might not even
become clear unless an Exalted savant can extrapolate
the size and shape of the jade vein enough to realize
that it is part of a manmade support frame.

However they put the pieces together, those who
conquer Mount Metagalapa have the chance torealize
that what they’ve got in their possession is not some

- flying fluke left over from the Balorian Crusade (which

the localsbelieve itis). It'sactually Scattered Petals of the
Thousand-Toothed Blossom—the First Age Titan-class
aerial citadel of the Eastern direction. Thought lost
in the Wyld millennia ago, this dormant, mountain-
sized superweapon had actually powered down and
crashed among the Ravanashi Peaks during the strife
that ended the Solars’ reign. There it lay, dormant and

forgotten, untll the end of the Balorian Crusade. The
woman who would be Empress broke that crusade with
the power of the Sword of Creation, scouring much
of overrun Creation with purifying energy. Yet, what
she still doesn’t know about the Sword is that when it
is active, it opens an encrypted communication chan-
nel to all Titans in range. That channel is reserved for
emergency communiqués between Meru and a Titan’s
commander in times of catastrophe. At the end of the
raksha invasion, then, when the Sword of Creation
drove the raksha back, a signal went out to Scattered
Petals of the Thousand-Toothed Blossom. The Titan
received this signal, automatically powered back up
after so many years and hauled itself aloft. Yet, with
no commander and no crew—and, indeed, no message
carried on the signal it received—all it could do was
float there awaiting further instructions.

If agents of the Reclamation are the ones who -

wind up in possession of this directional Titan, their '

Yozi masters change tactics immediately. All available

hands in the region (be they akuma, cultists, Green

Sun Princes or even Realm troops on the march in
the region) are re-deployed to the mountain to begin
the arduous process of digging down through its outer
shell to find some way into its superstructure. The next
step is to send as many savants and magitech crafts-
men as possible into the bowels of the Titan to repair
it and get its full complement of armaments running
again. Should they succeed in this (at some time in
Act Three, definitely), the mountain shudders and
emits a long, hellish groan as the Titan sloughs off its
excess rock carapace in a storm of falling stone. Then,
to the wondering horror of any living witnesses, the
flying city begins to move across the sky. At long
last, Scattered Petals of the Thousand-Toothed Blossom
is active once more.

SCATTERED PETALS OF THE THOUSAND-
TooTHED BLossSOM (ARTIFACT N/A)

Larger than many mountains, the four directional
Titans embodied the gratuitous pinnacle of the Old
Realm’s aerial fleet, replacing the earlier directional
mobile platforms built during the Primordial War as
the predominant military bastions of the First Age
Threshold. In standard flight mode, the pentagonal
ziggurat hull of Scattered Petals of the Thousand-Toothed
Blossom stretches more than five miles at its widest
point and a mile from base to peak, allowing it to
shade an entire city beneath it. The fortress can also
expand into a siege configuration eight miles across,
separating the outer hull into five equal triangular
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segments connected to a circular inner hull so the
Eye of Judgment weapon system within it can fire.
Most of the superstructure is built from living stone
monoliths cultured in genesis labs from behemoth
organ templates and symbiotically grafted together
onto a magitech skeleton of jade alloy. This synthesis
of living and non-living technology allows the hull
to regenerate from damage and perform limited auto-
nomic upkeep without the metabolic complications
of afully organic vessel. For conventional armament,
the citadels mount 500 Essence beam cannons set
in turret emplacements over the entire hull, allow-
ing roughly 100 cannons to converge fire on any
point within range as coordinated by the onboard
Al If these barrages prove insufficient, the Eye of
Judgment superweapon is a one-mile-wide circular
. crystallized orichalcum lens that aggressively absorbs
ambient sunlight from the area and converts it into
a coruscating pulse that could ignite an entire First
Age metropolis with a jade-melting holocaust of
solar fire. As a command base, the Titan also has 50
thousand-forged dragon launch silos for continent-
spanning infrastructural assaults, as well as hangars for
- hundreds of skyships of varying sizes. (See The Books
of Sorcery, Vol. —Wonders of the Lost Age, pp.
113-115, for more info on thousand-forged dragons.)
Besides its nearly indestructible Shaping-resistant
hull, the vessel can project an extremely powerful
Essence shield, though the shield is deployed against
- only those enemy forces deemed a direct threat to the
security of the ship—which is to say almost never.
The Titans existed for two purposes. First, they
were among the most visible and awesome displays
of Exalted power ever conceived. One’s mere pres-
- ence on the horizon was sufficient to cow enemies
into submission and bolster allies without ever firing
a shot. In this capacity, each citadel drifted over its
~ direction in semi-regular patrols or in response to
significant domestic unrest. Second, the fortresses
provided a central stronghold against the slim pos-
sibility of the Yozis” escape or theoretical incursion
by shinma aspects or alien Primordials dwelling
in outermost chaos who had yet to stumble upon
Creation. To prepare for such invasions, the Titans
and their support fleets engaged in war games every
few decades against armies of bound Third Circle
demons and other similar force-level combatants
such as the Kukla in order to keep their crews ready
and to develop new Armageddon strategies. To sup-
port these two missions, each Titan contained a full

factory-cathedral-equivalent workshop with archival
templates of every artifact deemed important enough
to preserve in the extreme event it must abandon
Creation and colonize the Wyld. The archives pos-
sessed similarly comprehensive biotemplates, though
the fortresses did not have onboard genesis labs and
would have to construct many such facilities with
their factories before they could mass produce extinct
species to self-sustaining viability. Since such dire
conditions had yet to present themselves before the
Usurpation, the workshops mostly carried out Solar
Deliberative-sanctioned pet projects of prominent
Solar elders.

Each Titan bears aname commemorating victory

over a Primordial loosely associated with the element -

of the direction the fortress oversees. Hence, Scat-
tered Petals of the Thousand-Toothed Blossom stands
as perpetual insult to Metagaos.

Speed: 10/20mph (5/10mph while shielded or in
siege configuration)

Maneuverability: -4S (Lore 5, Sail 5)

Endurance: A Titan harvests its own Essence. Each
requires Repair 6 maintenance every week by a
100-member team (only once per month while sus-
pended in a paramagnetic web). Each missed upkeep
disables the following systems in order: auxiliary sys-

tems (including the workshop and all other systems

not associated with actual operation), siege mode,
energy shield, Essence cannons, maneuvering engines
and finally Al If its Al is disabled, the fortress exists
inastate of depleted hibernation as an inert mountain
held aloft only by sufficiently strong geomancy upon
which its immortal stone can respire.

Crew: 5,000/(-1 maneuverability per 1000 less crew,
to minimum skeleton 2,000; also requires functional
Al and Solar commander attuned to hologlyphic
control dais for 10 motes); (1,000 officers: Lore 4, Sail
4; 4000 auxiliary personnel: Lore: 3, Sail 2)

Cargo: An entire city-sized complex of hangars, vaults,
laboratories and barracks, with effectively unlimited
storage appropriate to this scale.

Armor: 60L/60B (When activated, the ablative
Essence shield is solid to dematerialized beings,
completely impervious to Shaping effects and has
Hardness of 100L/100B. Any attack that would
penetrate it collapses the barrier without damaging
the Titan and the shield cannot be reactivated until
it has received Repair 5 maintenance.)

Health Levels: Ux200/Mx100/Cx50/Ix30/D (Due to

the Titan’s size, each attack against it cannot inflict




more levels of damage than the attacker’s Essence
or an artifact weapon’s rating, whichever is higher.
Large area attacks encompassing most of the vessel’s
volume inflict damage normally.)

Weapons:

- 500Essence Beam Cannons: Speed 5, Accuracy (gun-
~ ner’s Wits + Archery + 2; turrets provide telescopic
Essencesightand highlight the current targetselected
by the citadel’s Al, so that gunners can see and attack
- virtuallyany target in range and fire coverage), Damage

15L piercing (damages everything within five yards
of impact; affects dematerialized beings normally),
Range one mile, Rate 1 (commander can use control
dais to override and remotely fire any of the cannons;
otherwise each is manned by its own gunner)

Eye of Judgment: Speed 7 (opening the hull to
ready this weapon or closing back to flight mode
takes 10 minutes), Accuracy Perfect (cannot target
individual objects; lens fires a one-mile-wide pillar of
light straight down), Damage 100L levels of piercing

DEALING WITH THE TITAN

Yeah.

Check out the traits of a fully functional Titan-class citadel.

Depending
on the events of
your series, either
the Yozis’ agents
or the defenders
of Creation can
get this thing. At
full power, this
superweapon will
either change or
set in stone the
balance of power
for the side that
getsit. Either way,
using it in your
game allows you
tocraftsome of the
most spectacular
action set pieces
Exalted can of-
fer. Just imagine

it. Power-armored

Exalts and airships and demons and dragons and gods and flying behemoths and magitech fighter craft
and even thousand-forged dragons all zipping around one another in an aerial ballet of death, all while
dodging Essence cannon blasts, and one side trying desperately to get aboard before that dread mile-
wide orichalcum lens powers up again...

It’s likely the final conflict in the East will revolve around daring heroes on the side that doesn’t
have the Titan trying either to take it over from those who do have it or to get onboard and destroy
it so neither side can have it. Until that point, though, the Titan is essentially a plot device allowing
you or your characters to remove armies, fortifications, cities, behemoths or what have you from the
map by fiat. -

As for the other directional Titans that were built in the First Age... Well, one was destroyed by
its commander during the Usurpation, but the others are probably still out there somewhere.




(aggravated to creatures of darkness; permanently
obliterates killed spirits and sears deceased mortal
soulsinto Lethe; the expanding holocaust ripple skims
outward from the point of impact with a blast wave
cresting at 100 yards high to a radius of five miles,
damaging everything material and immaterial in the
ripple’s path not protected with a perfect defense),
Range Special (see Accuracy), Rate 1/hour (during
day) or 1/night (focusing the iconic anima of the
commander rather than harnessing sunlight)
Other Notes: The living stone armor of the Titan
can heal itself, albeit extremely slowly—one bashing
level per week, one lethal per month, one aggravated
per year. The living stone armor protects inhabitants
against Wyld exposure and similar radiation up to
Middlemarches-strength, though anything stronger
requires the shields. As a final life-support measure,
the unshielded living rock mutates in the presence
of stronger energies, growing a stabilizing carapace in
the course of a minute that fully obscures the ship’s

* Essenceand protects inhabitants from transformation.

The carapace completely incapacitates all systems
other than levitation and respiration until removed
as per repairing a broken Repair 6 artifact.

A Titan fortress is simply too large to power with

hearthstones, as it would take a quarter of the

geomantic gems of a Threshold direction to do so

and would present unacceptable risk of sabotage. A =

small bank of protoshinmaic vortexes (see Dreams
of the First Age: Book Two—Lords of Creation,
p. 95) might have sufficed, but Scattered Petals of the
Thousand-Toothed Blossom was never refitted with
that tech. Fortunately, the partially living hull embeds
most of the superstructure with thousands of miles
worth of respiration microfilaments, allowing the
vessel to power itself by draining ambient Essence.
In flight mode, all manses and demesnes within 25
miles of the Titan are considered to have a rating one
dot less than normal. (This drain does not diminish
or disable hearthstone ratings.) In siege mode, the
drain increases to two dots and temporarily disables
hearthstones from drained manses. With both modes,
full power resumes as soon as the fortress leaves the
area. Without major refitting, a Titan cannot stay aloft
in Essence-dead areas (such as the Underworld).

If a Titan’s reactor is destroyed (or deliberately
overloaded for self-destruct), the resulting explosion
inflicts effectively infinite damage to every material
and immaterial object within 500 miles, obliterating
the geography of that area (though on land, the crater
quickly fills in with lava bleeding up from beneath).
Only those with perfect defenses survive.
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THANK YOU. ALAS, X
T'M NOW OUT OF
AMMUNITION.

’ /" ALAS INDEED, SIR. TT
APPEARS WE'RE OUT
OF ROAD AS WELL.

NEVER MIND THAT,
LODESTAR. WHEN YOU
REACH THE END, SIMPLY
LEAP.
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CHAPTER THREE

THE NORTHERN FRONT

LY

The Yozi Adorjan chose the North as her servants’
field of battle, as the barren, wind-swept wastes of the
Great Ice already suit Adorjan’s tastes. Between the
Great Ice and the Inland Sea, however, lies a broad
band of tundra, steppe and forest—and human life, from
nomad encampments to the great city of Whitewall and
the nascent empire of the Haslanti League. The Silent
© Wind wants this region cleansed of humanity.

Yet, the minions of the Yozis cannot simply kill
. everyone. Even if this were possible, mass extermina-

. tions tend to create shadowlands—of which the North

already holdsa great many, including the vast Marama’s
Fell and the domains of two Deathlords. The North
also holds many freeholds of the Fair Folk. The Yozi’s
servants need to reduce the human presence in a way
that does not strengthen the power of the Underworld

or the Wyld. Otherwise, the dead or the raksha could

-l

become just as great an obstacle to the Reclamation as
could the spirits and Exalted of the North.

THE GOALS OF
THE NORTHERN CONFLICT

For their principal weapon, the Empress and the
Green Sun Princes choose famine. In Act One, hu-
manity in the North suffers a gradual winnowing, with
the small tribes and villages suffering the most. As the
young, the old and the weak succumb to hunger, the
survivors seek places that still have food. Some people,
of course, decide to rob their neighbors, worsening the
famine. (Nomads such as the icewalkers, who already
view settled folk with contempt and frequently rob
them, are particularly likely to do this.) Refugees
who go south arrive in the Realm’s coastal satrapies
along the Inland Sea. The Empress makes a show of .
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Victory, however, could depend on alliance with the
I PORTANERE sinister Fair Folk or the dead—entities as malign and

This chapter refers to several places and
creatures described in The Compass of Ter-
restrial Directions, Vol. V—The North
that receive little treatment anywhere else.
Chapter Five of that book provides details for
Shanarinara and the Realm’s coastal satrapies,
Chapter Six gives an overview of the Bull of the
North’s empire, and Chapter Seven describes
the demonic apheliotropes. For the demons
mentioned in this chapter, see Chapter Three
of The Books of Sorcery, Vol. V—The Roll
of Glorious Divinity II and Chapter Five of
The Compass of Celestial Directions, Vol.
V—Malfeas.

philanthropy, shipping in extra food for the hungry...
but the dole of food carries a price of submission to
the Realm and prayers to Heaven for the welfare of
the Empress. Refugees who go to Whitewall, Shanari-
nara, the Haslanti League and other free nations will
overstrain those countries’ resources, perhaps causing
secondary famines—and weakening them before the
coming battles. Meanwhile, Hell’s minions lay the
groundwork for future atrocities.

In Act Two, the Empress and Hell’s other servants
attack the free nations of the North. The forces of the
Realm and Malfeasstill operate separately, for the most

— part, since the Empress does not believe the Scarlet

Dynasty is ready to serve demons and Anathema.

** While the Imperial Army marches against the Bull

of the North, Shanarinara and such ilk, the Infernals
and their allied akuma attack Northern leaders and
embark on special missions to acquire greater power.

- While Creation’s defenders might suspect that all

these plots and battles are part of a greater plan, they
lack proof.

In Act Three, the Empress no longer conceals her
intent. The Scarlet Dynasty is fully brought to heel.
Demons and akuma march with the legions and fight

= - beside Dragon-Blooded champions. The forces of Hell

A
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assault the two mightiest mortal nations of the North,

- Whitewall and the Haslanti League. The entire North

is lost if these bastions fall. If Creation’s defenders can
defend them, there is at least some chance that the
North can contribute something to the final battle
and that Adorjan remains pent in Hell a little longer.

dangerous as any demon.

AcT ONE:
A Rising, HUNGRY WIND

In the early stages of the Empress’s plan, mortal
agents do much of the work, with no knowledge of
the grand strategy. Brigands raid farmsteads and vil-
lages. They take unusual care to burn anything they
cannot steal—including crops still in the fields. Only
the brigands’ leader knows the reason why. The leader
might even be a minor demon cultist. More likely, © ¢
someone simply offered the leader a bounty for each =
settlement destroyed. -

The icewalkers and other Northern nomads are far
too dangerous for mere bandits to attack in this man-
ner. Instead, hirelings can attack the herds of reindeer,
mammoth and other animals that form the nomads’
chief food supply. They merely need to leave bundles
or bales of poisoned fodder in a herd’s path. Even 10
percent mortality in a herd, inflicted in winter, could
gravely reduce a tribe’s food supply.

Green Sun Princes and Exalted akuma leave such
petty villainy to mere mortals. A single Exalt might
organize a campaign to ravage an entire province. Any
heroes who try to find the person who pays the bandits
or poisoners finds, at most, a mortal akuma left to man-
age the attacks. This akuma does not know the grand
strategy either. Only if defenders of Creation learn
of similar ravaging conducted in many regions might

STORYTELLING HINTS

Much of the famine campaign happens in
the background. Green Sun Princes and akuma
set up attacks on herds and farms in between
tasks of greater importance. Other Exalted
encounter the attacks amid their other adven-
tures. Storytellers should take care not toreveal
what’s going on right away. Characters should
encounter the first famine-causing attacks in the
middle of some completely different story, such
as a story arc of battle against a raksha freehold
or coping with an escalating conflict between
two gods. Only later do players realize that the
vicious bandits defeated by their characters
were part of something much larger.




they recognize a systematic campaign against the food
supply of the North.

Stopping one attack—even rolling up a conspiracy
in an entire region—does not stop the wave of famine
from sweeping the North. Too many other places have
suffered, and too many hungry people turn brigand
themselves. Crop burning and herd poisoning are not
even the most dangerous and effective aspects of the
campaign, they are merely the easiest for the servants
of Hell to organize. By themselves, such activities
would take years to force a significant number of
people out of the North. Other plans are in motion
too—villainies that require true power to commit, or
to stop, and that might give Creation’s defenders an
inkling of the forces at work.

I L WINDS

Northern folk often fear the weather more than
they fear each other, and with good reason. Human
survival through the long, icy winter is always precari-
ous. Cultists who can influence the weather (through
spirit Charms or thaumaturgy) can threaten whole
provinces with starvation just by calling a late bliz-
zard to freeze newly sprouted plants or an early frost
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to kill crops right before the harvest. If a cult (or lone
Demon-Blood, akuma or thaumaturge) cannot perform
such feats, it might be able to summon a demon with
the necessary power.

Such activities require a powerful guiding hand,
at least if a group of demon servants wants to attack
more than once. Even if no Lunar, outcaste Terrestrial
orotherprotective local hero notices the attacks, local
spirits will definitely object to this interference with
their territories (and perhaps with their worshipers).
The weather saboteurs need a leader who can stan