
Welcome to Kith Kanaan
FurryFaire  2 is an online game set in the region of Kith Kanaan (kith kann-ann), an island chain east of the dark

continent of Midiron (mid-iron).  Kith Kanaan is divided into a number of nations, and is culturally diverse.  It is isolated

from Midiron by a distance and reefs which makes sailing to and from Kith Kanaan a dangerous voyage.  There are

frequent storms between the  mainland a nd Kith K anaan du ring the spring a nd fall seasons, and a fierce calm during the

summer.

Kith Kanaan is divided into a number of nations, and each nation has developed more or less in isolation from one

another until recent history.  As cultures flourished, trade and interaction increased, and the borders between the nations

have grown thinner.  Unfortunately, the rise of demons and undead to the south destroyed the nations of R’Tal, Aranous,

and Anan sie, sending refugees north and causing a clash of cultures.  The nation of Anaitha has sealed its borders, thus

making entry q uite difficult.

This  document will give a rough guideline of Kith Kanaan as a whole, but will focus m ostly on the setting w hich is

presented for play on FurryFaire 2 – that of the Shire.

Understanding the Setting
Kith Kanaan is, for the most part, a medieval setting, with technology and cultures which span from the early 8 00s (in

Aregon), to the early 1500s (in Tarantis / Siren’s Cove).  Things which are taken for granted in  the mode rn age simp ly

do not exist for characters within the setting.  It is important to keep some of these differences in mind.

In Kith Kan aan, the wor ld seems much larger.  It may take three or four hours to move from one village to another, and

news takes days or months to spread from one region to another.  The distances between cities can be measured in the

number of days it takes to get from one to another, and it may take up to months to travel the length of Kith Kanaan.

The Shire: The Shire is a centralized location, and is a major so urce of trade .  The three key locations in the Shire are

Westwood, which is a large to wnship in the w est, borde ring Anaitha a nd Drac henkeep ; The Shire , which is the only true

city within the region, having grown into a sprawl with the coming of refugees from the south, and Hawk’s Freeho ld,

a fortress and gathering ground for rangers and druids to the south, on the borders of the River Lull, nestled in against

Anaitha and just north of the ruins of Kopje Keep.

Magic 

Magic  plays a significant part in Kith Kanaan, and is accepted for the most part as a normal aspect of life.  Because of

the presence of the Northern Wilds and Southern Wilds, and the recent destruction of Aranous and Anansie from magical

forces, magic is not entirely trusted, and those known to practice magic are watched with suspicion.

The upper class often see magic as a gift, much like a tool or an art.  People who have magic are expected to be educated

and entertaining, while the peasantry and lower classes see m agic as a curse – those who  know magic are seen a s a threat

to the normal way of life, and tend to become either shunned or banished, or even branded and put to death.

The Shire: The Shire has had a large number of practitioners of magic, from  all walks of life.  True peasantry do no t trust

magic, but among the middle class and higher, magic is nearly mundane.  The acceptance of magic among the lower

classes tends to ebb  and flow, bu t it is mostly met with distaste.  In the Argus district, magic tends to inspire fear, as the

citizens of the region recall necroman cy and infernalism from the nation of Aranous, w hile in the Anan sie district, magic

is seen as an art form and is treated with respect and awe.



Education
Education and the gro wth of techno logy is slow.  With th e presenc e of magic a nd the supe rnatural,  the study of science

is hindered –  but it still exists.  In Tarantis  and in Anan sie before its collapse, the study of the natural sciences was an

important aspect to un derstandin g the world.  Siren’s Cove is the city of scholars and learning.  Outside of Tarantis, the

study of science is not widely accepted, and can often be seen as a threat to the normal way of life.  Some cultures dislike

the advance of ‘reason’, which threatens tradition, superstition, and some even say magic.

In the modern age, the amount of information we gain in a day surpasses wh at peasants us ed to learn in a  lifetime.  This

should give an idea of the ignoran ce of the pea santry of Kith K anaan, while  the merchant class and upper class have a

bit more of an education.  The ‘Renaissance Man’ does not exist yet, and most individuals focus themselves in a very

narrow field of education, if they are educated at all.  Most people can’t read.

The Shire: The Shire is a very simple region, with a low level of education.  The majority of the native population are

lower class, being peasants or farmers.  The Argus district is mostly lower-to-middle class, and have a low level of

education, while the Anansie district tends towards scholars and artisans, with a higher chance of education being a

serious possibility.  Those who want a true education take a boat north to Siren’s Cove, and attend the universities there.

Society
Society  is isolated, and most re gions distrust stran gers.  Mo st people d o not travel fro m city to city, or even from town

to town, and the regions outside of civilization tend to be quite d angerous.  N ational bor ders are p atrolled, and  people

are not allowed to pass without written permission or a clear indication of who they ar e and whe re they are go ing.  Peop le

tend to distrust outsid ers, and thos e who trave l frequently witho ut being me rchants are se en as unreliab le or touche d in

the head.

Civilization grows normally around a central city, with branching out from it, then local villages scattered between.

There are often trade routes and guard outposts, and communication is done by couriers and messengers.  Anything

outside of these hubs is generally foreign to most people.  Information and news is usually weeks old before it has spread

to another hub, and innovations or knowledge is very slow in spreading.

The Shire: The city known as the Shire is a central hub.  There are scattered farms which exist just beyond it, and

Westwood is the only large town within the region.  The peo ple of the regio n are more  accepting o f wanderers , simply

because of the fact the Shire was a m ajor trade point, and d ue to the influx of refugees.

Leadership
Authority  is incredibly important.  Those  of higher soc ial rank are ex pected to  lead and protect those of lower rank, and

to keep society safe.  To the peasant, those in power control nearly every aspect of life.  The city guard are paid by the

nobility, the city shop s negotiate trad e with the nob ility, and the cities functio n through the  money of the  nobility.

Royalty  is more than a  title, it is a power gran ted by blood.  Nobility is also a matter of blood, and not simply a title.

When one is made a no ble, they are inve sted with pow er.  While n obles may b e questione d in some so cieties, it is

understood that destroying the leaders of a city or town is effectively destroying the entire community.  While a ruler may

not be liked, it is their place to rule, and attempting to destroy the balance  of power c ripples the so ciety at every leve l.

A peasant who kills a noble is doing more than killing anoth er person , it is an attack on the  entire orde r of class, and not

only scares nobility, it scares peasants, who know no other way of life.  There is a very serious risk that the  offender will

be torn apart by the panicked members of his own class, and the corpse presented to the nobles as a request fo r

forgiveness a nd mercy.



The Shire: Authority ma nifests in the position of the Peacekeep ers, who were appointed by the mysterious figure known

as The Blue Wizard.  Po wer is held by the Peacekeepers and the merchant class, and there were very few ‘noble’ lines

within the Shire until the refugees of the south came in.

Currently,  there is a level of class warfare going on in the Shire between the nobility of other nations attempting to exert

their authority over those of lower class, and the merchant class who want to keep the status quo.  In the Shire, the

nobility are not the high est authority,  the Peacekeepers are.  Since the Peacekeepers can come from any level of soc iety,

this has caused many problems among the new noble class, and those refugees who see this manner of rulership as alien

to their way of understanding.

In the Argus district, nobility have attempted to create a ‘new order’ with them on top, and have taken to using the former

guards and enforcers of Aranous to answer to them.  They are attempting to force the Shire to adapt to the society they

are familiar with, and finding stiff resistance.  In the Anansie district, a new court is in the process of being put together

to settle difficulties behind closed doors, to keep the honour and reputations of their nobility intact.  Both districts are

proving frustrating to the Peaceke epers and this has caused m uch turmoil and confusion a mong the lower classes.

Faith
Every nation has some form of faith, even if it is not officially recognized.  Faith is the spiritual food and drink of

civilization, and brings a sense of order to the lives of the peasantry.  It is through faith that society can accept things

which are outside of their control, knowing something else  is responsible for the world and  how it works.

Anaitha

Anaitha is home of the Celestial Co urts, which holds great sway on the entirety o f their society.   The ruler of Anaitha

has divine blood which can be traced to the highest members of the Celestial Court, and is worshipped as gods made

manifest,  a living testimony of the presence of the spirits.  The peasantry worship their ancestors, the fortunes, and the

faeries that live within the Anaithan woods.  The belief that every rock, tree, and stream holds their own spirit is accepted

as fact, and the la nd itself seems a  place of myth ic beauty.

Anan sie

Anansie  was once a  city deep within Midir on, and was brought to Kith Kanaan by powerful magic.  They accept the

presence of the Joshuite  faith, and acce pt Yahwe h, if not by that nam e.  Blessings a re made in  the name of Y ahweh’s

prophe t, Suleiman, and attemp ts are made to ward off the evil of the demon tiger, known as Ravana.  It is believed that

the rukshasa  were once  angels, and R avana was th e greatest am ong them, b ut the sin if pride caused the O ne God  to

throw them from heaven.  In the war that followed , some ange ls did not take  part, and we re cursed to  fall, but not as far

– and these b ecame the  elemental lor ds.  These  elemental lor ds tormen ted the peo ple of the de sert, until the prophet

Suleiman came and  brought with him the wisdom to  bind these fallen angels with oaths and pa cts.

Aranous

Aranous held no official religion, though there was a strong presence of the Arion pantheon.  The Sisterhood of the Blade

were recognized for their religious strength and the blessings o f their goddess, and the Brotherhood of the Book were

known for their aid within th e merchan t class.  Additio nally, however, there were myriad demon cults that existed w ithin

Aranous,  with more tha n twenty active cu lts within the capital b efore the city fell.  The mo st prominen t cult, the Boned

Ones, believed that the infernal were a part of the natural order, and were expected to guide the world into the next age.



Aregon

In Aregon, the Joshuites held some influence, attempting to convert the tribes to their beliefs.  Those tribes who

converted were given a id in the form of clothing, blessings, and weaponry with which to wage war with their rivals.  The

Joshuite  faith proved effective in the south and south-east of Aregon, but the northern and western tribes held to a strange

variant of the Arion pantheon.  The belief held in the north is that Arion is the Fa ther of a  vast army, and that any warrior

who dies in battle  will join him in that ar my.  The w arrior-wom en of Sangu ine were said  to walk through the battlefield,

choosing the worthy from the fallen to serve Arion.  To not die in battle, or without honour, was to be denied entrance

into the army, and was a great shame.  Zillah is seen as the Queen of the Under Wo rld, where the unworthy are held and

tormented, and the goddess Mana is seen as the wise woman who provides insight to the warrior-god Arion.

Drachenkeep

Until twenty-five years ago, Drachenkeep was held firmly by the Joshuite faith, who held considerable influence among

the nobility and co uld place inc redible pr essure upo n the royal line.  A  terrible curse destroyed most of the upper ranks

of the clergy within Drachenkeep, crippling the faith enough that their influence became nearly non-existent, and when

a living incarnatio n of the Arion  pantheon  took the thro ne of Drac hen, the Josh uite’s hold on  the nation was finally

broken.  This has resulted in a subtle religio us war, with  the Arion and Joshuite faiths contesting for influence among

the nobility and merchant class.  For the most part the peasantry are still faithful to the Jo shuite faith, and fo llow their

religious holidays.  The excep tion lies in the city of Thresho ld, which is firmly held by the Arion faith, though the

Joshuites are  ferociously attem pting to con test this power a nd conve rt the city.

Northern Wilds

The Northern Wilds is a region of animistic tribes who do not hold any true, organized faith.  In many ways, those who

come from the Northern Wilds have an early form of belief similar to that of the Celestial Courts, in that they accept that

the land is alive w ith spirits which mu st be respec ted and ap peased, b ut there is no ‘pa ntheon’ asso ciated with it.

The Shire

The Joshuite faith still holds power in the Shire, and is the most prominent faith among the peasantry and most of the

middle class.  In the last twenty five years there have been a sud den increase  in a variety of faiths returning, including

the Arion pantheon, the presence of the Celestial Court, and the appearance of the goddess Kij.  This has caused much

conflict within the region between those who have quietly kept the ‘old ways’ of the Arion, and the Joshuites who

protected and guid ed society for the last thousand years.

Southern Wilds

The Southern W ilds is rumoure d to be the d omain of Ravana, but in the last ten or fifteen years there have been rumours

of a darker influence in the south, with the demons and undead growing stronger with each passing season.  T he deepest

recesses of the South hold tales of unspea kable horrors and lo st kingdoms,  but all that rema ins are the scatter ed remna nts

of demon cults and those who have survived the destruction of Aranous and Anansie – slaves and playthings for the

monsters which exist, and those who have escaped.

Springd ale

Springda le is home to a unique religion which focuses o n the god of lions, known as Simba.  This religion is fa irly

simple, with respect p aid to the no n-anthro pe ople of Sp ringdale who  live in the savann as and wan der the regio n.  This

is essentially a form of animism which has not caught on outside of Springdale.



Taran tis

Tarantis  is an unusual region, where the Jo shuite faith holds significant power, but is contested by faith in the godd ess

of magic, Mana .  The people of Tarantis are mostly matriarchal in nature, and the wife of Yahweh, Shekhina, sees more

praise in the temples.  This is usually met with shock and antipathy from the more conservativ e memb ers of the Josh uite

faith, who do not normally recognize Shekhina’s place in their beliefs.  For the most part, the legends of Mana have

blended with the story of Sh ekhina as the ‘d ark mothe r’, creating a rich tapestr y of self-empo werment fo r women in

Tarantis, and the faith which has grown there is considered a heresy by the vast majority of the Joshuites who live outside

of Tarantis.

Shire Legal System
The primary legal system in the Shire has adapted with the influx of refugees from outside the nation.  Originally, the

legal system was pretty direct – a person who was arrested was tried by the Peacekeepers, and if found guilty were

imprisone d.  With the  sheer numb er of criminals  and arrests made du ring the first few years following the destruction

in the South, this syste m had to a dapt or the  prisons wo uld soon b e too full.

Trial

The Peacekeepers try to get arrests settled as quickly as possible.  Trials are held with one judge who oversees the

proceedings and who can ask  questions of anyone involved, the arresting Peacekeeper who lists the crimes the prisoner

has been accused of, and the prisoner who speaks in their defence.

A new tradition  has begun in  the Shire, which  was broug ht in by the nobles of Argus.  A noble who is accused hires

someone to speak for  them and to  question statements made by the Peacekeeper.  This hired lawyer is versed in the laws

of the Shire, and keeps record of judgements made in past trials, in an attempt to help the noble escape persecution.

When this first began to happen, the Peacekeepers were at a serio us disadva ntage, and the  practice be gan to spre ad into

the merchant classes and to anyone who could afford them.  The Peacekeepers were at a loss until the Brotherhood

volunteere d to act on th eir behalf.  Most members of the Brotherhood have extensive knowledge of the law, but as an

added advantage are also fully capable of knowing exactly what questions to ask, and whether or not the prisoner is lying.

The use of the Brotherhood to assist the Peacekeepers has been met with stiff resistance from among the nobility and

those who follow the Joshuite faith.  It is well-known that the Brotherho od keeps extensive rec ords in their libraries, and

are known to be able to se e the past and future, and some nobles have protested their appearance, stating that the presence

of a member of the Brotherhood is tantamount to saying the entire faith is declaring the guilt of the prisoner.

The process is still evolving however, and there have been some comments about simply placing a member of the

Brotherhood as a neutral jud ge.  This has no t been met w ell by the Joshu ites or by nob les who pre fer to be ab le to use

their wealth and  influence to esc ape perse cution by a ‘p easant militia’.



Character Background
FurryFaire  is, essentially, High Fantasy.  This means the heroes tend to be larger than life, and most characters are a

form of archetype.  While it is fine to make a character which is mundane, make them noticeable and special in some

way.  If you are playing a merchant, give them mannerisms and something to make them stand out.  There is hundreds

of mercha nts in the city, but why is this merchant the one people talk with?  You are, essentially, a ‘main c haracter’ in

a play or movie, so if you want your audience (the other p layers) to take interest in yo u and play w ith you, you nee d to

have something which will draw their attention.

Concepts
One thing that you mu st rememb er when ma king your cha racter is that they are a starting character, at the beginning

of their career.  Whatever else you may imagine for your character, there will be more experienced characters out there,

who are better than your character.  It does not matter what your character’s age is, or how much of a background you

make, it will not change the fact your character is inexperienced.

Furries
All characters on FurryFaire are ‘furries’ or ‘anthro’.  There  are a numb er of types of anthro , recognized as a

animal/human form of hybrid.  The most common type is your typical ‘furry’, which is more or less a 50% split between

both races.  The other types include non-morphic, which is about 75% animal to 25% human, ‘taurs, w ho are hum anoid

from the waist up, bu t with a quadruped  animal body below  the waist, and the last type, which are humans with animal

characteristics, about 75 % huma n to 25%  animal.  To  make things c lear howev er, furries are m ore huma n than anima l.

They do not have estru s cycles, they do  not give birth  to ‘litters’, winged furries do not fly, and for the most part they

do not gain the special senses or abilities of their animal counterparts.  For those who wish such, there are Powers  a

character can gain to have these abilities (explained later).

The reason be hind these res trictions is fairly simple .  A lot of peo ple have the ir own idea for what any given race ‘should’

or ‘should not’ have, and what they are capable of.  Even more people simply don’t care what others think, and would

rather do things their o wn way.  To  prevent cla shing of ideals, we simply have removed this problem.  Unless your

character h as a racial ad vantage and  have paid  the points for it, tho se advanta ges do no t exist.

Consider this – what would an anthro skunk have?  Could it spray?  What about things such as what it would eat?  The

reproductive and birth  cycle?  Growth rate?  At some point most people will throw their hands up and say ‘I d on’t care!’

and that is the problem.  Without a uniform rule that everyone follows equally, you get a mish-mash of ideals from

different players, which can cause more problems than they are worth.

Heritage
Because  this is a Fantasy game, some characters will have an exceptional heritages.  These heritages cost points, but grant

the character some advantages in exchange for the cost.   A character may have a faerie ancestor, or demonic heritage,

or may in fact be a faerie or demon th emselves.  If the p layer wishes to b e truly exceptional in this manner, they must

take the appropriate heritage, and pay the points for it – this is neither automatic, nor free.

As such, try to be re alistic with your cha racter.  Do  not give them  a long and g lorious history th at the charac ter’s

attributes and skills will not support, and do not focus your character entirely around a single aspect.  While it might be

nice to make a swordsman, do not make them only  a swordsman.  There are other people out there who use the sword,

and it is most likely they are much  better than the c haracter du e to playing here for a longer period of time.  If you make

the character multi-faceted, the character will be much better off in the long run.



History of Kith Kanaan
As recorded by Tamper, former Oracle of Arion

It is the role of the Oracles to record history, writing of the events that happened as they transpire.  Very few, of course,

have the patience to pore ov er every tome written down b y the Brotherhood , so it serves us well to give a brief rendition

of the important dates in history for Kith Kanaan.

Of the many faiths of Kith Kanaan, it is we who first began to record the significant events and legends among the

natives.  While most legends and stories were sung, or passed on verbally from elder to student, it was we who had the

foresight to write  down de tails that our desc endants wo uld be ab le to read, un changed  by time and m emory.

The first religion of K ith Kanaan had no real name.  It was centred around the great Wyrms of Kith Kanaan, a host of

dragons that ruled over the outland, known as Midiron, and laired on Kith Kanaan proper.  The natives of Kith Kanaan

revered the Dragons, and provided offerings in hope of directing the attention of these great beasts  towards less worthy

souls.

Recorded below are the names of the three Dragon Queens, and their roles in the development of Kith Kanaan.

! Assura (as_YURE_ah)
More commonly known as Azura, this dragon has deep blue scales and an insatiable hunger for power.  She was

the creator of the Azure pa th of magic, and a potent artificer.  She was, acc ording to legends,  capable  of tearing

holes in space to travel to other wo rlds.

Currently,  Assura has settled into the city of Threshold, and has raised a brood there which is slowly spreading

out over Kith Kanaan.

! Tourmaline (TORE_mah_line)
Born with scales which shifted from a rich violet to a deep green or blue, Tourmaline is credited with organizing

the separate tribes of Kith Kanaan into groups, and educating them with the knowledge of agriculture and

shepherding.  She is recorded as the dragon who developed the Code of Law for the tribes that would eve ntually

settle into Drachenkeep.

Currently,  Tourmaline has been seen moving through the Great Libraries of the Brotherhood, reading the history

of our people, and of the nations of Kith Kanaan.

! Naydene (NAY_denn_ay)
Born with scales as black as pitch, and devoid of any feelings but hatred, Naydene was the most evil of the

dragons.   A master of the art of necromancy and the pa th of shadow  magic, she wa s a vampiric  entity herself.

She was the dragon who enforced punishmen t upon the m ortals of Kith  Kanaan.  She was slain in the year 1003

outside of the Shire.



Important Points In History
Pre-1800 BE The End of the Age of Dragons

(Before Enlightenm ent) General Tzepesh Draco, child of Naydene, grows disenchanted with the rule of the dragons,

and secretly creates an order known as the Dragonwright.  With the ass istance of N ightfell,

his mysterious wife , he begins to create a plan to escape his mother’s bonds on him and

shatter the control the dragons have over Kith Kanaan.

A town in the heart of what would become the Shire is destroyed by summoners who wished

to seize control of a mystical wellspring in the region.  The town is destroyed, except for one

survivor, a mouse named Kiri.  Kiri escapes north, and reaches the fortress known as

Thresho ld.

1800 BE The Mythic Age (The Thousand Y ears of Wonder)

Tzepesh  Draco le ads an assau lt on the fortress of Threshold, the point which holds the

greatest concentration of soldiers who have united against the monsters of the Northern

Wilds.  While Naydene wishes Threshold to be destroyed, Tzepesh has his own plans.  He

leads a suicide charge against the fortress, and succeeds in breaching the wall, but at the cost

of his pregnan t wife.  He sides a gainst the hord e, his warriors lo yally changing side s to

defend the peop le of Thres hold.  No t wishing his wife to die, Tzepesh calls upon the Herm it

to save his wife.  In return, Tzepesh be comes Untou chable .

A Temp le to Mana  is discovere d, and N ightfell is able to be  placed in  suspended animation

there to heal.  This is the first temple discovered in Kith Kanaan, and a group of warrior-

maidens take oaths to be  the honour guard o f the sleeping lioness.

1795 BE Naydene leads a char ge against T hreshold, inte nt on ripping it apart stone by stone and

claiming the Tem ple of M ana.  The  Age of D ragons is  coming to  an end, and  Nayden e fights

the turning of Ages with all her power.  The largest battle in history is waged, with tens of

thousands of casualties on either side.  The border villages which make up the area known

as The Wall  are destroyed, shattering the protection that separates the Northern Wilds from

the rest of Kith Kanaan.

Nightfell  awakens, revealing herself to be the incarnation of Mana , the Goddess  of Mystery.

Her honour guard secretly become the first Eme rald Ade pts.  With her awakening the island

of D’Remes  emerges from the mists to the north, and she leads her most faithful through the

Northern  Wilds to  reclaim it.

1790 BE Kiri meets Stalak in the growing city of Threshold.  Monsters from the Northern Wilds have

begun to creep into the growing city, and she is one of the few who can see the corruption

forming in the heart of the city before it has even had a chance to survive.  The meeting

between Kiri and Stalak becomes the foundation which creates the Kithain .

Nightfell  reaches D ’Remes, an d from her  presence , the unicorn, pegasi, and gryphons are

born and flourish o ver Kith K anaan.  T aking this as a sign, the D ragonwrigh t are able to  find

Naydene in the Southern Wilds, hunting her down.  The battle there corrupts the land

irrevocab ly, but she is eventually defeated and bound in a chamber beneath the area that

would later become the Silver Oa sis.



1780 BE Assura battles the Dragonwright in the Northern Wilds.  The magic unleashed is without

precedence, and leaves a permanent mark on the region, infecting it with powerful magic.

Emboldened, the Dragonwright track down Tourmaline, to find her waiting for them.  The

last of the Dragon Queens hands the Dragonwright detailed plans for splitting Kith Kanaan

between different rulers, and laws to ensure peace, before allowing herself to be bound.

Drachenkeep is founded.

1710 BE The Em erald Ad epts declar e their presence  in Thresho ld officially, and are granted the right

to police the region as they see fit by General Tzepesh.  Threshold begins to prosper, as the

area continues to be rebuil t, drawing merchants and wo rkers.  Nightfell leaves D’Remes,

entering the region of Drachenkeep, and becomes a guiding force for the throne, taking the

title of Blue Wizard .

1701 BE~ Threshold grows into a city.  Unab le to afford the cost of running the city and aware of the

curse placed on him when he became Untouchable, Tzepesh declares himself a Merchant

Prince, and allows other merchants to take the title of M erchant Pr ince as well.  T he city

flourishes, ruled by the Merchant Princes.  Tzepesh takes the title of Count, and renames

himself Count Tzepesh Draco hai Naydene.

1700 BE The royalty of Drachenkeep grow corrupt, and are executed by the Untouchable known as

Shaden of the Dark Wing.  The Blue Wizard leaves Drachenkeep with the crown, giving an

oath of her return when the true heir is ready.   The nobles begin to fight amongst themselves

as they attempt to seize the throne.

1672 BE The people o f Aregon step out of the mists from another land, and begin to settle.  The

Council  of Druids is established, aiding the different tribes by settling matters of law and

looking ahead at what is to come.

1600 BE~ Kopje  Keep is built over the cou rse of a few years, as a station to prevent incursions from the

Southern Wilds, which extended far enough no rth to be a threa t to the region w hich would

eventually become Anaitha.

1550 BE~ Beryn  attempts an Avatar among the nobility of Drachenkeep, in an attempt to gain a hold

in Kith Kanaan.  The Kithain discover the plot, and attempt to slay the mother before the

child is born.  She e scapes sou th, and is intercep ted by an U ntouchable from the Eme rald

Adepts  named Laura  Clearbrook.  The mo ther swears fea lty to Mana, and the child is forced

from her before it can fully form.  Laura and the fledgling avatar battle in woods south of the

Shire, and the destruction of the avatar weakens the barriers between the spirit world and the

physical world, creating the haunted woods of Anaitha.  The mother survives, and becomes

the first of the Mysteries.

1460 BE The Blue Wizard settles in a fertile valley in central Kith Kanaan, and declares rulership.

This area eventually becomes known as the Shire, and becomes protected by the force known

as the Peace Kee pers.  Under the  watchful eye  of the Blue Wizard, the area begins to qu ickly

prosper.

1200 BE A war of spirits takes place in  the haunted  woods so uth of the Shire , drawing in m ortals from

different worlds and ages.  The war is won by a fox maiden named Thund erbright, who

makes a pact with the servants of the Jewel Maiden, and creates the Empire of Anaitha.  The

first fox spirits  begin to settle in Kith Kanaan.



1182 BE~ A sailing group from Aregon settle on Kith Kanaan proper, and create Rath .  The region is

taken control of b y the druids an d settled, just no rth of Anaitha.  T he fledgling nation has

many conflicts with Anaitha.  Meanwhile, the kingdom of Drachen keep splinte rs, with

Taran tis and Klaven forming in the wake.  Fighting between the noble  families reache s its

peak.

1000 BE The Midnight M ages G uild  is formed, and a tower is built north of the Shire, with

permission from the Blue Wizard.  The Midnight Mages is founded by the dragon Khan Ti

Long, a visitor from the Empires of Ivory and Jade.

800 BE~ The Age of Un certainty

The first appearance of the Brotherhood of the Book, and the Sisterhood of the Blade.  The

first Grand Library is built in Threshold.  Debate begins in Threshold about the historical

records found in the G rand Libra ry, and a series of attempts are made by arsonists to burn

down the library and destroy the records.   Record s of Arion an d Sanguin e do not ex ist in

writing before this time.

200 BE The appearance of the Children of Maya and the Storm Wardens.  These faiths existed

before this time, but become stronger with the assistance of the Brotherhood and Sisterhood.

The first temp les are built Exta Port  and R’Tal.

The entity known as Ravana gains true demonic power in Hinde, and a violent war breaks

out.  Ravana wages war on the Hinde and the people of the region known now only as the

Heart La nds, attemp ting to claim them  for itself.

100 BE The prophe t Joshua is slain in the Heart Lands, and invokes the Words.  The region is

destroyed, as is a section of Hinde, turning a once fertile region into a desolate wasteland.

The force of the Words are enough that three cities vanish, re-appearing in Kith Kanaan.  The

survivors be gin the long jo urney west, follow ing the last word s of the prop het.

Anansie, Tajima, and a third city whose name has been lost, appear in southern Kith Kanaan.

The land, once a part of the Southern Wilds, becomes burning desert, bearing the same curse

as the Heart Lands –  water is not to be found.  The curse is not as strong, and water appears

in small pockets, where Kith Kanaa n fights the curse, but the people are bewildered and

terrified.  The city of Tajima exists on the edge of the Southern Wilds, and the third kingdom

is swallowed by the dark region itself, claimed by the monsters that live there.  Kopje Keep

is abandoned.

0 AE The Age of Enlightenment

(After Enligh tenment) The followers of Joshua come to Kith Kanaan, guided by visions and the words of their

prophe t.  The battle to reach Kith Kanaan has made the Joshuites distrustful of other beliefs,

and they begin to spread their word to the people of Kith Kanaan.  Most  of the other faiths

simply go into hiding, as the Joshuite faith is quite strong, and their  tactics are severe.  The

Children of Maya and the Storm Wardens are almost destroyed.

With  the Joshuites comes new learning in medicine, agriculture, and other studies, taken from

the many nations on the main land and from Midiron, reducing disease and bringing a

centralized authority to many of the nations o f Kith Kana an.  The Joshuites find themselves

more welcome  in the regions o f Tarantis  and Drachenkeep, and are tolerated in the Shire, but

Anaitha and the south remain closed to them.

200 AE Elementa ls awaken in Seabreak, and an object called the Spire appears to grow from the

ground overnight.  The Elemental creatures enchant the Spire, and the region becomes

Springdale .  The area falls under a powerful Oath which prevents hostility or bloodshed.



The are a becom es a peace ful, agricultural soc iety.

450 AE The Waning begins, with magic slowly leaving Kith Kanaan.  War breaks out between

Drachenkeep and the fledgling region of Nycthanlinth, and Tarantis begins to explore and

trade with Midiron.

The gypsies beg in to be seen  in the Shire and  as far north as T hreshold, p rotected b y the

Mothe r of Gypsies .  They appear to be a much older race, with a deep and rich history, but

they do not share their heritage with outsiders.

500 AE Drachenkeep wins the war against Nycthanlinth, absorbing the region and imposing strict

laws against the merchants and traders of the vanquished nation.  Dra chenkeep  and Ta rantis

begin to war over resources as magic declines.  The Kithain begin a systematic slaying of any

user of magic they discover, and find themselves in direct conflict with the Emerald Ade pts.

520 AE The war between Drachenkeep and Tarantis ends in a stalemate, and the Kithain turn the

Joshuite  faith against Threshold.  Tarantis splinters from the orthodox Joshuite faith,

beginning to worship Shekhina.  This is enough for the Joshu ite faith to force Drachenkeep

to attack Threshold.

524 AE The Night of a Thou sand Knives.  From T hreshold d own to the S hire, the Kithain  find

themselves crippled as the Horsemen  hunt them down and murder them in their sleep.  One

thousand people are found dead without a  struggle in nearly e very nation.  T he general p ublic

do not know the significance of the act, but the Kithain recognize it as a warning, and

withdraw their support from the war against Threshold.  Drachenkeep fails to take Threshold,

and withdraws.

640 AE An artifact of Ber yn is found near Westwood, corrupting the land and creating a terrifying

nightmare realm called Shadow mire .  This dem i-realm exists  partially in Kith Kanaan, and

partially in the realm of Shadow.

863 AE Refugees from Midiron come to Kith Kanaan, settling to the south, forming the city of

Aranous.   Midiron falls, becoming a number of feuding nations all vying for power.

Merch ants from Nycthanlinth, enraged by the harsh levies applied to them by Drachenkeep,

sail across to Exta Port, and move south to R’Tal, establishing trade with the mainland and

making profit by selling their services to the feuding nations of Midiron.

900 AE~ War erupts between Tajima and Anansie, and a plague demon is unleashed within the city

of Tajima, b reaking free o f the bindings m ade by a m ember o f the noble  family.  Tajima

becomes a shell of its former self, and is swallowed by the Southern W ilds and the sands.

Most  records of Tajima vanish, hidden by the rulers of Anansie in fear of anyone attempting

to learn how to call upon the demon.

950 AE~ The Waning Ends.  The city of Aranous descends into chaos and strife, initiated by griffons

from the nearby mountains.  Over the course o f the next twenty  years, using infernalism and

necromancy, the griffons cause an u pheaval and usurp A ranous.

980 AE The Blue W izard leave s the Shire, and  coronate s Xerces, a  member of the Crimson Paw, as

the first ruler of Drac henkeep  in almost 1200 ye ars.  The co nflicts within Drac henkeep  begin

to settle.



985 AE The M idnight M ages Guild  is given political stre ngth within Drachenkeep, freeing the nation

from the influen ce of the Jo shuites and the  Kithain.  

Midiron become s unified unde r the rule of Tempest Power.  W ar erupts between Tarantis and

Midiron, and the Mysteries unleash a powerful storm, cutting Kith Kanaan off from Midiron

indefinitely.  Sailing between Kith Kanaan a nd Midiron b ecomes treachero us.

996 AE A gate appears in the Shire, leading to the realm of Rym .  The Sun Wo rshippers  begin to

appear in Kith Kanaan, including the curious race known as the lutrai.  The Shire welcomes

the newcomers, and the first Solar Temple is built in the heart of the Shire.

997 AE A conquer or named  Mardu k assaults Kith Kanaan from a flying citadel, concentrating his

assaults on the Shire and Drachenkeep.  Riding the powerful dragon, Brer’Lappin and using

cannons, Marduk and Queen X erces warred for over a year.

Nagazawa is founded east  of the Shire by a kitsune nam ed Ken oshi.  Naga zawa allies with

Marduk and begins a siege on Anaitha and the Shire, allowing Marduk to concentrate on

Drachenkeep.

Kopje  Keep is absorbed by Springdale, where the Immortal Lion makes his home.

Springda le expands to cover the Savannah, and effectively cuts the northern lands from the

Anansie D esert.

998 AE The Celestial Co urts fully manifest in Anaitha.  Queen Xerces drives Marduk out of Kith

Kanaan and abd icates her thro ne to pursue  him, while Ana itha defeats  Nagazawa, removing

the region from existence.

999 AE The Brotherhood of the Book and the Sisterhood of the Blade come out of hiding, creating

a crisis of faith in many regions.  The Reclaime rs, a group of scholars, decipher the Aria –

the Words u sed by the prophe t Joshua to destroy the He art Lands.

Westwood secedes from Drachenkeep, and joins the Shire, and encounters much conflict

with Shadowmire.  A concentrated effort is made to destroy Shadowmire.

1000 AE~ The Age of Sorrow

The city of Thresh old joins D rachenkee p, after Tzepe sh Draco  sends his dau ghter to

assassinate every Merchant Prince that exists within the city, then woos and wins the hand

of the daughter of the Sultan of Anan sie.  The city of Cair Rose, in Ta rantis, is destroyed

when the Aria is mis-played by the ruler.  Blue Wizard vanishes, placing the Shire in control

of the Peace Ke epers.

The Joshuites are crippled when the Aria is used to attack them, slaying a significant number

of them.  The Untouchable known as Sandra Darkblade is freed of her curse, and then slain

in a battle against Tempest P ower, who is discovered  to be another Unto uchable.  Temp est

is slain as well.

The Joshuites attempt a crusade to reclaim the Heart Lands, only to find Ravana waiting for

them.  The ensuing massacre drives the Joshuites back, though in the time that passes, they

find many converts to their cause on the mainland.

The Reclaimers resurrect the gods of Order and Chaos.  Both are eventually defeated, but

not before their presence a wakens the Drago n Queens from their slumb ers.

1004 AE~ The Reclaimers are fractured and defeated, and go into hiding, while the Dragonwright begin

to once more hunt the Dragon Queens.  Naydene  is defeated, but Assura allies herself with



the ancient kin am ong the Sun  Worsh ippers, giving  herself tacit immu nity from the

Dragon wright.  The order of the Dragonwright call off their crusade against Assura and

Tourmaline.

Beryn’s  Avatar rises in the south, but is driv en back.  His avatar is shattered, and his essence

is thrown into the Southern Wilds.  His minions begin to create conflict between Aranous and

R’Tal,  which threatens outright war.  A powerful demon is summoned, which nearly d estroys

a number of families from bo th nations.

A mystical plague strikes Anansie, working its way north.  During the plague, Tzepesh Draco

assassinates the Sultan, taking control of Anansie.  He proves to be a capable ruler, aiding

Anansie  in resisting assaults fro m the South ern Wild s.  A major attack is repulsed, led by the

Demon Lover of Ravana.

1005 AE~ The Aranous fa milies of a num ber of nob les diplom ats lost in Anansie  during the assa ult from

the Southern Wilds join together to perform a powerful spell, combining the Aria and

Infernalism.  The spe ll is interrupted by Tzepe sh Draco’s daughter, Lilith and K yle Wood s,

husband of the Dragon Q ueen Assura.  The re sulting backlash destroys the city of Aranous,

and much of the surroun ding territory, pulling it into one of the Lower Realm s.

Anaitha seals its borders, the spirits of the haunted woods growing darker.  Anyone who

enters Anaitha’s borders is lost, taken by the spirits and creatures of the woods.  Only the

Peace Keepers, sworn to obey the pact made by K oki Teno five years be fore, can pass safely.

The demons and undead within Aranous flee into the Ana nsie desert, the u ndead gr owing in

number a s they assault the city  of R’Tal.  R ’Tal is saved by Shannon Bridlehorn, who uses

powerful Infernal mag ic to hold them at bay.  Wh ile R’Tal is pr otected fro m the onslau ght,

Shannon Bridleho rn succumb s to the darkn ess in her soul caused by exposure to the

Whispering Demon that was created a year before in the conflicts between R’Tal and

Aranous.  The o nce-pleasant nation is now ruled b y a demon sorcere ss.

Anansie  is assaulted by the demons and undead of Aranous to the east, and the Southern

Wilds  from the sou th.  Rather than  lose everyo ne in Anansie, however, Tzepesh Draco had

already abandoned the city, sending the refugees to the north, and only leaving himself and

his best warrio rs to defend  the doom ed city.

1025 AE The god Be ryn attempts  to be resurre cted, but is  finally destroyed for good.  An Inferna list

known only as Scarlet performs a ritual which sacrifices Beryn’s soul to Mika, who achieves

apotheosis,  becoming a new goddess.  It is discovered that her ascension is part of a prophesy

that may signify the End Times.


