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Introduction
Welcome to the Tilea Project. This endeavour began over a year ago when Black Industries shut down and it’s been quite a ride.
Our brief and our intention was to collate the scanty knowledge of Tilea in the Warhammer world and to supplement that information into a book that any WFRP fan could use. I believe we’ve done this, but it’s not been without its complications. For instance,
it was particularly difficult to nail down the timeline of Tilea’s history as there were only scattered references in various Warhammer publications. We’ve expanded somewhat on the available lore, partly because there was little consistency to it. We hope that
you find our version of Tilea to be your liking. For me, this has been a major challenge and it has played a big part in my life over
the last year. I have learnt more about the real Italy and the history of the area than can possibly be healthy but it has certainly
been worth it.
I’d like to thank everyone who contributed to this project. It wouldn’t have gone anywhere without them. Most especially I
would like to thank Alexander J. Bateman for his incredible memory when it comes to Warhammer canon, Jude Hornborg for his
tireless editing and hammering of the project into shape and the Liber Fanatica team as a whole for allowing us not just a place to
discuss the project but access to some very useful resources.
Michael Dowling, Project Manager

The Duel

With a laugh, head was parted from shoulders and Harkon, the mad border prince, advanced
through the streets of the small town. Tucked between two spurs of the Apuccini Mountains, it was
sheltered from the worst of the weather and all but the most determined of raiding parties. Harkon and his men had
chosen this place because of its challenges, but again they had been let down. The defenders here were weak. The plunder would have to be satisfaction enough. The prince’s warriors split up into small groups to chase the town’s scattering
guards, and the place became a fiery playground of blood, fear and the thrill of murder.
Harkon waded alone into the armed militiamen before him, sweeping his axe left and right in a grim harvest.
He cut and hacked at all that were in his path. There were children and women among them, and these he slaughtered
cruelly.
He cleaved through a halberdier, the body parts landing with wet thuds on the cobbled road. A few terrified
folk could be seen fleeing from him, already far down the street. Harkon bellowed, spittle flying from his lips. Suddenly
he went silent and wrinkled his brow. Just below his eyeline, in the vicinity of his armoured shoulder, there was a glint
of orange light. A metal object there, reflecting
a burning building at the end of the road. Looking down, he was startled to find a stiletto embedded deep in the flesh
of his arm. Now where had that come from? He plucked it out and tossed it into the pile of corpses. Who had dared to
throw a knife at him?
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A poisoned knife, no less! His wounded arm was beginning to tingle. The numbness around the gash was giving
way to burning and itching. He ignored his discomfort as he stalked around the corner of the nearest house looking for
vengeance. What he found was a man in brightly coloured garb and a long cloak. He was an olive-skinned native, sneering
as though he enjoyed the sport of battle as much as Harkon. They stood facing each other less than ten yards apart in
the moonlit alley.
The warrior prince cursed in his own tongue. The Tilean did the same, taunting him. He held only a knife, weaving it elegantly in the air. Harkon raised his blood-spattered axe and made a rumble in this throat. In a rage, Harkon leapt
forward. Before his second step he was stopped by a streak of pain. An arrow or bolt — it didn’t matter which — had
ripped into his back. A sneak attack! His lungs were filling with fluid and he felt himself losing strength to the poison and
this new deep injury. Harkon was more disappointed than angry. He should have expected as much from these lazy people.
He fell finally, the prized axe slipping from his fingers that seemed reluctant to let go, even in death.
From a shadowed door leapt another figure. She was nimble and beautiful, her diamond-quilted dress short
enough to be practical and flirtatious all at once. In one hand she carried a small crossbow, a repeater fitted with a boxy
magazine and a quick-loading mechanism. She stepped through the morbid scene, over rent bodies, shattered poles and
halberds, until she stood over the slain brute. The man spoke to her. “What do you say, Isabella? Should we just split the
valuables? We could avoid a fight.” His tone was mocking, not conciliatory. It was all part of the dance. Isabella, who had
waited too long for this moment, had another idea. “I’d prefer to kill you and take it all for myself, Carlo.” “Whatever you
desire,” said the dapper man. “You know it’s only customary that I offer a diplomatic solution to our prior disagreement,
which was so unceremoniously interrupted.” Isabella offered him a patronising smile. It was one that told him she would
not be talked out of a fight.
They both made themselves comfortable in their stances, loosening the laces on their collars before drawing
swords and left-hand daggers. As they prepared themselves, they prayed softly to their gods. “Ready?” Isabella asked.
“Make your move.” And so she advanced, her fencing blade held out before her. As they closed into fighting range, she
feinted low to one side. Carlo knew she would try this. He held his ground, thrusting his dagger where he guessed she
intended to go. Fabric ripped. Isabella spun, tucking her arms in close. Her opponent took one step back and held both
weapons ready to parry. As Isabella completed her spin, the four blades struck. For a moment the duellists were locked
together, their legs entangled. Soon they’d be grappling on the ground, where Carlo would have an advantage in strength.
He kicked her legs out from beneath her, wasting no time. She gave way easier than he predicted, falling backward onto
her rump. But Carlo, off-balance and with momentum pushing him toward his rival, found himself pierced in the throat
and gut. His own weight pressed him down on the steel blades.
He gurgled as Isabella shoved him over onto his side, freeing herself. She withdrew her weapons and let him
bleed for a moment. His eyes were bulging and he worked his mouth like a fish. Isabella raised herself and breathed in
the night air. Dying Carlo was trying to say something but his mouth was full of blood. She understood anyway. End it
quickly, he asked, for honour’s sake. So she sought out the prince’s axe to finish the duel. It seemed a fitting way to share
her victory. When its work was done, she returned it to its owner. She was no thief; she’d not earned this prince’s weapon.
Though she lived like a thief, stealing lives and taking advantage of those who took dangerous roads, the work
had always been about something else. Her twisted sense of pride didn’t stop her from adding Carlo’s rather excellent
sword to her own collection, however. Before daybreak, when the fires of the gutted town had died and the prince’s marauding company had found his body, Isabella had moved on toward other hunting grounds. Cresting a hill, the morning
light warming her, Isabella turned to see the mauve mist hanging over the town nestled in its valley.
She felt somehow attached to the place, as though she’d left something behind. There were fresh blazes in the
streets, new plumes of wood smoke rising through the dawn rays.She could see that her life was not too different from
those of the savage invaders and yet in her heart she would rather that the town remain Tilean. She counted the bolts in her
crossbow’s magazine and in the quiver she carried. She tested the draw speed of her knives and swords.
With a salute to the sun, she strode back into the valley to reclaim a part of her home.
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Chapter 1: The Land

“You Imperials think us weak, but you’re just fools who assume your nobility without question. In Tilea only the strongest and most cunning rule. Not through blood, but through
skill alone is power won.” – Lucrezia Belladonna, Ruler of
Pavona
he ancient land of Tilea lies to the south of the Empire,
far from the taint of Chaos. It is a warm and hospitable
land of plains and rolling hills. Ages-old villages and farms
lay scattered throughout the countryside, many of them having changed little over the millennia. The nation is circled by
mountain ranges, and for this reason Tilea is thought by its
neighbors to be a place of safety and comfort, populated by soft
and decadent people accustomed to easy living.
But they are wrong. In the depths of the Blighted Marshes
the Skaven twitter and screech while plotting the downfall of
the city-states. Dark Elves pounce on Tilea’s coastal communities in lightning raids launched from the seas. In the mountains
and deep forests lurk Greenskin races and countless other species of evil. Of course the deadliest threat in Tilea is humanity
itself. Merchants vie for the riches of trade as titled princes
shout over each other for governing power. Pirates raid villages
and attack galleons everywhere in this region. In the north, nobles of Bretonnia and the Empire plot to seize control of Tilea’s
land and wealth for themselves.
All the while the worshippers of the many gods tempt to
seduce the souls of humankind.
Despite this constant struggle, the people of Tilea are highly
social. At the crossroads of the Old World, Tileans are comfortable among strangers and form fast friendships with no promise
of lasting. This contributes to its reputation as a mercenary
culture well aware that every person has both a price and
something to trade. As a society, Tileans do not hide from the
dark secrets of Chaos or deny that the Skaven lurk under the
floorboards, and are willing to acknowledge any god who may
aid them.

T

Principal Geography
Tilea e divisio e tre parte. “Tilea is divided into three parts”
begins the Bellona Myrmidia and so it remains.
The western arc of Tilea ends at the Abasko Mountains,
beyond which are the fractured Estalian Kingdoms. While the
mountains continue down the flank of Estalia from here, down
towards the sea, forming a rugged landscape with few places
for settlement.
The coast here is choked by a vast island chain known as the
Thousand Islas, a treacherous zone of uninhabited islets and
sharp reefs that have never been fully charted. These rocky
islands have sheltered bays and coves where vessels may seek
refuge from a pursuer or bad weather.
Even taking one of the better-known lanes throughthese
waters may test a sailor’s nerve, as they may face swirling
currents, rapid shifts in wind direction, mirages and fast moving thunderstorms. The southernmost point of the Thousand

Islas is known as Fools’ Point, a craggy haven for seagulls and
little else.Western Tileans are typically wary of strangers and
acknowledge no prince or city-state as ruler. They are content
to live simply as fishermen or keep herds of goats in green
valleys high in the mountains. Many have reputations as cheats
and conspirators who rob from caravans moving through the
mountain trails. This has done little to improve relations with
the Estalians, who view themselves as rivals with the Tileans
as heirs to the ancient but short-lived Reman Empire. There is
little industry, and while the Abaskos are thought to be rich in
copper, most of the easily reached veins were mined out long
ago. The city of Tobaro is a vital trading center in this region,
being a seaport within a few days’ travel of nearly every other
Tilean city-state, as well a having links to the Estalian mainland
by way of the Tramoto Pass. The pass is a steep-sided canyon
carved by the River Eboro, which has its source in the Irrana
Mountains but cuts straight through the Abaskos on its way to
the Tilean Sea. Both the Tileans and Estalians have invested in
bridgeworks and walled camps for travelers along this route.
However, these are as likely as not to be held by brigands and
highwaymen.
To the north, the swollen delta of the Blighted Marshes juts
into the Tilean Sea like a cancerous growth. This low territory
collects up hundreds of streams running down the slopes of the
Irrana Mountains, many of which feed into the brackish plodding waters of the River Bercelli. No human willingly visits
this dismal bog, for there’s nothing of value in its stinking
expanse of fetid pools and marsh weeds. The trees here are few
and sickly, and creatures unmentionable writhe in the shallows,
curling their limbs into the roots where they can hide and await
the passage of something meaty.
Somewhere in the west of the Blighted Marshes is the mythical city of Skavenblight. The wicked rat-things that breed
within its filthy tunnels are the stuff of nightmares and dark
tales throughout Tilea. What the Skaven do in there isn’t well
understood, but their influence stretches further than any human would dare imagine. Though usually content to work in
secret, these twisted creatures sometimes pile into crude boats
to conduct raids at sea, or climb up through the sewers into a
city at night when they can abduct sleepers straight from their
beds. The fates of these kidnap victims aren’t clear, but it’s believed that many are sold as slaves while the rest are subjected
to horrifying experiments in the warrens of Skavenblight.
The broad arch of the Tilean horseshoe stretches away to the
east of the Blighted Marshes, curving south into a broad peninsula. This landmass is what many foreigners equate with the
whole of Tilea, being a continuous geographic feature reaching
out from the Old World toward Araby across the Great Ocean.
The region hosts a variety of environments, with ragged
mountains along its northern and eastern borders, wooded foothills and fertile river valleys, dry plains and sandy beaches.
Surrounding the Golfo di Miragliano and running south
along the Tilean Sea is a hilly country divided into acres of
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farmland and fallow fields, with pockets of cypress trees standing amongst them like great assemblies of pikemen. Groves of
olive trees cling to the hills, their tenders living in mud brick
houses with tiled terracotta roofs. These are in turn watched
over by the fortified manors and villas of the nobility, whose
private armies are sometimes called upon to defend against
Orc raids launched from the Vaults. As the primary land route
to Bretonnia, the Nuvolone Pass is very well policed and
kept open throughout most of the year by patrols of mounted
crossbowmen.The spine of the Apuccini Mountains forms a
barrier between Tilea and the Border Princes. Nestled against
the western slopes of the Apuccinis is the Tettoverde Wood,
an alder forest filling a triangle of land formed by the rivers
Cristallo and Bellagio. In the autumn, this forest turns fiery red
and temporarily earns the nickname Tettorosso, a term that can
easily confuse the unwary voyager. These woods are important
landmark for those taking the Via Nano, a road that may be
older than the Reman Empire and one that has been part of the
spice and silk trade for a thousand years or more. When leaving
Tilea along this stony path, travelers must ford the Bellagio
near the last southern stands of the Tettoverde before twisting up the slopes of the Apuccinis on their way to the Border
Princes. The Via Nano is among the most dangerous roads in
all of Tilea, with countless blind turns and high cliffs giving ambushers every advantage. Mercenary companies based
around Trantio offer their protective services for a high price,
knowing the value of the cargoes that move through here.
Further south are the Trantine Hills, a favourite site for armed
companies on mock manoeuvres and as a mutually accepted
battlefield for rival city-states. The hills are covered in dry
grass and are roamed by herds of wild horses and longhorn cattle. An important part of any Tilean soldier’s training is learning to capture mustangs and wrangle cows, as well as avoiding
the wrath of angry bulls. Reflexes are sharpened in these duels
of man against beast, along with a respect for the power of
nature but also a confidence in one’s ability to command it.
Clusters of grey elms mark one’s approach to the lower
reaches of the Tilean peninsula, where sea breezes bring cool
air and moisture to a land sometimes parched by long summer
days. Fed by the mineral-rich waters of the rivers Remo and
Riati, the central coastline and croplands yield olives, grapes,
cheese and meats of good quality. Wine and olive oil are produced in such quantities that a number of merchant families in
the port cities of Remas and Luccini have entire fleets dedicated to exporting them. As with other areas of Tilea, the working

classes owe their lives to local princes, but here there is greater
wealth and more powerful factions than found anywhere else in
this land. The prosperity of this region is partly to blame for the
inability of any one leader to gain strength, as there are simply
too many interested parties with too great a stake in the area’s
politics and economy.
In southernmost Tilea the Apuccini Mountains give way
to hills. These are at last swallowed by the Sussurrio Wood,
the murmuring forest. Local legends maintain that the woods
spread from Elven burial mounds placed there millennia ago,
and that their spirits and ghosts live within the trees. Most who
have explored this forest report voices and odd sensations, and
very often lose their ways. Some swear that fairies and gnomes
play at magic and weave dreams within the Sussurrio.
At the end of this arm of the horseshoe is the arid Plain of
Luccini, a rocky waste tufted with wheat grass not worth the
trouble of harvesting. Most Tileans avoid it, staying close to the
shore if they must make a journey between the city of Luccini
and the town of Monte Castello on the Black Gulf. The coastal
settlements along this road face the waterway known as Pirate’s
Current, and the rogue’s island haven of Sartosa across the
channel. The attitude of many Tileans in this region is guarded,
since they are particularly vulnerable to attacks from border
princes, Dark Elves raiders and other seaborne enemies.

The Sea
“I spent my days as a child crammed with my six brothers in
the filth of a Reman basement. Is it any wonder the freedom of
the sea called to me?” – Bella di Manaan, Pirate Princess
“Nothin’ but fish guts and wood bits in some of those little
villages. Wouldn’t surprise me if they made their beer out of it,
judging from the taste.” – Grimwold Thundershanks, Dwarf
Mercenary
The Tilean Sea is a wide channel of generally calm waters
that divides Tilea into its three regions. This warm and shallow sea is beautiful to the eye, and the subject of much Tilean
artwork and lore. Its glasslike surface is to be feared as much as
admired, as this means light winds and long delays for sailors.
At its worst, it requires rowing a heavy ship for hundreds of
miles to shore, a slavish task certain to lower morale.
These are crowded waters. Traders from all over the known
world visit Tilea, and traffic is heaviest between the city-states
of Remas and Luccini. Merchant convoys and their armed
escorts arrive daily, stopping at a favourite port city to quickly
refit before heading back onto the open sea. Except in the most
remote corners of the Tilean Sea, it is expected that another
ship will be spied every few hours, day or night. All good
captains employ an expert spotter who can tell the difference
between an innocent trading vessel and a pirate that’s only
masquerading as one.
At its northern terminus, the headland of the Blighted Marshes divides the Tilean Sea into two bays. Both are important to
the sea trade and present unique dangers. Tilean harbour pilots
have mastered the art of extortion in these bays, sometimes
intentionally grounding a fat trading vessel where raiders can
easily take it.
To the west is the Golfo di Fodore, where jagged rocks hide
just below the waters. It is most treacherous along the Estalian side where rough waters and sheer granite cliffs may claim
unlucky ships. The sailors of nearby Tobaro have made an art
of navigating these hazards, but they form an effective barrier
against pirates and help to reduce the effect of storm surges.
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To the east of the Blighted Marshes is the Golfo di Miragliano, also called the Golfo di Pearls. This is a dark and
muddy bay mined with sandbars that shift daily. This brackish
sea often floods the port of Miragliano and its famous canals
during high tide.
The coastlines of eastern Tilea are typically sandy or rocky
beaches that stretch for unbroken miles to the Black Gulf. This
gulf separates Tilea from the Border Princes and the Badlands,
lawless regions where the fight for supremacy is waged by desperate factions loyal only to their avarice. Here the southwestern reaches of the Tilean Sea blend into the Bay of Wrecks and
the Lagoon of Tears. This is the gateway to the Dwarfhold of
Barak Varr and the key to dominating trade from far Ind and
mysterious Cathay.
Much of the bounty of the sea ends up on dinner plates. The
harvesting of mussels, clams, crabs and shrimp forms the livelihood of many Tileans. Tuna fish, anchovies and mackerel are
other important seafoods caught in this region.

The Mountains
Tilea is framed and protected by its mountains. They are
roamed by red deer and long-haired goats as well as the wranglers, hunters and herders who make their livelihoods from
them. As with all of the Old World’s mountains, they are also
plagued with Orcs, Giants, Ogres and many frightening beasts
besides. Travellers through this land are warned to stay on
guard.
The snow-capped peaks of the Irrana and Abasko Mountains
make up much of western Tilea. This is a bleak but beautiful area peppered with lonely villages and monasteries, with
few roads and mountain passes. It is much beloved by priests
and other seekers of enlightenment as a place where one may
commune with the gods while hiking and climbing its craggy
features.
The Irranas form Tilea’s northwest border. As one travels
east, these mountains become increasingly jagged and uneven,
their peaks seeming to lean toward one an other. These are the
Vaults, a jumbled and mist-shrouded region of deep valleys and
impossible heights formed from the collision of three different
mountain ranges. It is named for the sensation one gets while in
one of the troughs, the walls on either side rising so steeply that
only a bare strip of the sky may be visible. These mountains
are the domain of the Dwarfs of Karak Grom. The only humans
who live here to compete with them are the desperate, the outcast and the shunned.

The Apuccini Mountains form the eastern border of this land.
Through them are several passes to the Border Princes, and
most of the smaller settlements of eastern Tilea can be found
along the roads. Life for these villagers has improved only
because of increased settlement in the Border Princes, drawing
away raiding Orc warbands while bringing additional wealth as
an important trade corridor.
Separating the two most significant passes through the Apuccinis are the Trantine Hills. The villages along the fringes of
these hills are renowned for their wines and the quality of their
beef taken from white cattle rumoured to have been left behind
by Elves in centuries past. The region sees frequent wars between Trantio and Pavona, and occassionally between the great
cities of Lucchini, Remas and Verezzo. Orcs and bandits also
lay claim to these hills and sometimes pour into the lowlands to
take what they want and burn the rest, so when the princes’ armies aren’t fighting one another they’re defending the Trantines
from marauders.

The Plains
“I know it must sound crazy, but it’s safer to travel at
night. If there were trees or gullies out here we’d be able
to make progress under the sun. But you’ve seen what it’s
like, and you know we’re too easy to spot. Did you see those
crossbows they had? If we’re anywhere between them and
the horizon, they’ll spot us and be bearing down us before
we know it. So I don’t care if it’s too hot or too bright for
you. If you’re not going to sleep, don’t complain to me. My
job is to keep you alive, not keep you comfortable or wellrested.” – Pietro, Outrider Formerly with the Sun-andSpear Mounted Company
“Nice wide fields, could almost pretend I’m back on the
steppe if it wasn’t for the svolich heat.” – Boris Chzov,
Kislev Horse Archer
The eastern arm of Tilea is a broad swathe of land that is
known to be exceptionally dry, where tenacious olive trees
cling to life amidst fields of brown grass baking in the sun. It is
good territory for training infantry and mercenaries, and there
are often companies of pikemen or cavalry practicing maneuvers on this level terrain, kicking up dust. Beyond this martial
function, it is hard land to subsist on at the best of times. The
Tilean inland is also claimed by rogue fighting units from one
of the city-states, intrepid Border Princes in a little over their
heads and disorganized Goblin clans looking for easy targets.
Heat lightning can spark fiery maelstroms in the arid lowlands that may burn out of control for weeks. The smoke from
these fires covers southern Tilea with a pale haze through autumn, turning the sun red and washing the atmosphere in a rose
light. With each wildfire a fresh layer of dust is laid down over
this parched earth. In the aftermath are landscapes turned to
charcoal, sometimes stretching from the sea to the mountains.
It takes surprisingly little time for these blackened lands to recover, but of course there wasn’t very much there to begin with.
Along the Tilean Sea’s more hospitable eastern seaboard are
soils supplied with rich silt from the many streams and rivers
that flow down from the Trantine Hills. Most of Tilea’s population lives in this patchwork of vineyards and farms yielding an
abundance of cereals, fruits, cheeses, salt, garlic and native seasonings. The southeast has less variety, being primarily wheat
fields, poultry farms and goat herds.
Roads first laid down in ancient times cross the plains, and
travellers along these arteries will pass marble tombs and
8

ruined monuments to a dead culture. Some stretches of these
paths are well-maintained by locals, but most have fallen into
disrepair and are useful only as guides. Horses and carts are
more likely to travel along the sides of the crumbling stonework tracks, counting the carved milestones that still mark the
way as they did for the Reman Empire.
For many villages of central Tilea it has become a tradition to
bury the dead in cairns made of broken rocks taken from roads.
This habit has resulted in graveyards that lie along unpaved
trails stripped bare of their cobblestones. Indeed, it’s unlucky
for a Tilean graveyard to be approached by a paved road, a
superstition taken to such an extent that some villagers will
clear the cobbles for miles if there is a grave anywhere within
sight of it. These sudden disappearing roadways have gotten
many a foreigner lost, while the natives see this as a good way
to frustrate would-be raiders.

fogs roll in off the sea. Some of these can be of legendary
height or speed, or last for days.
During the coldest months light snow falls in the higher
elevations and in some parts of the north. As the year grows
warmer, the very rich will hire expeditions to bring ice down
from the mountain peaks to satisfy the novel luxury of a cold
drink in the city-states. At the height of summer the entire land
swelters under a heat wave, affecting the far south and the plain
of Luccini particularly. These dry spells have been responsible
for famines lasting years, and in some parts of Tilea it seems
as though the lean times only improve just beforee another
drought.
Every few years, a high storm-wind that the Tileans call il
Scirocco arrives from the south, bringing with it dust from the
furthest reaches of Araby that clogs the lungs of anyone caught
in its wake. Many a Tilean carries a lifelong hacking cough
as a result of breathing in the foul air of il Scirocco.

The Cities

Climate
“With this warm weather and the shimmering blue sea,
I’m constantly reminded of the old days. It’s truly a pleasure
to visit.” – Eldrad Half-light, Dark Elf Corsair
“As the story goes, the fisherman gets trapped in a fog,
going this way and that trying to find his way out, never seeing the sun and losing track of time. There’s no end to it. He
starts to think he should have reached the end of the world
by now. He goes insane. He decides he’s going to jump overboard and so he puts a weight round his neck. Splash! In he
goes! And as he’s being dragged under, he sees the water get
brighter and brighter. Then he realises the sun’s come out,
and as the fog lifts he can see that the boat has drifted back
into the harbour, but it’s too late. The last thing he sees are
the barnacled piers of his home port and a dozen skeletons
in the sand below, weights round their necks.” – Lorenzo
Parma, Fisherman
Tilea has a mild but arid climate, the temperature generally
warm and not varying greatly between north and south. In all
seasons but summer it is usual for a heavy morning overcast
along the coasts. A warm reeking mist hangs around the Blighted Marshes and thick woodsmoke drifts through the streets of
every city-state. But no matter where one goes, there is a whiff
of salt ocean air.
The western and northern arms of Tilea receive a fair share
of rainfall as clouds blowing in from the Tilean Sea and Great
Ocean burst when they reach the mountains. The eastern plains
of the region are quite dry, with brief rain showers in early
spring and autumn but rarely at any other time. In the winter,

“I’ve been to Altdorf and thought that was big. I’ve seen
the size of Marienburg. But they ain’t nothing compared
to Remas, not in size and certainly not in stink.”– Gunther
Haarkonen, Emp ire Merchant
“It’s not that big, although the locals would certainly have
you believe otherwise.” – Juan-Manuel Esteben, Estalian
Caravan Leader
“There’s nothing so magnificent as a Tilean city. Remas
is so expansive, on one will ever be able to learn its every
street. Luccini has more shrines than any other city in the
Old World. The odour of Miragliano is the most powerful
and distinctive in all the world. Whatever we do, we do it
bigger and better than anyone else. So that smell that you’re
complaining about? You’ll remember it when you go back
home and you will judge all other stinks by it, I promise
you.” – Enrico Bassilica, Tilean Mercenary
Whether or not they are aware of it, every Tilean community
large or small is governed by one of the mighty city-states.
These cramped centres of commerce are where the most powerful and wealthy princes have gathered, imposing their right to
collect taxes and raise armies to defend themselves from their
rivals. The struggle between the city-states is an ever changing
dance of influence and territorial claims, frequently settled by
military engagements but just as often by posturing, bribery
and ransoms.
Because of this arrangement, politics plays an enormous
role in the lives of most Tileans, though most will have no
voice in it. Conscription and rationing are common, but it’s
accepted as a temporary sacrifice to ensure long term survival.
After all, “the call of the city is the order of the state,” or so
the princes assert in their courts. But things are not as despotic
as one might expect, and vil lages along the borders between
two states may choose to join either. It serves each prince to be
agreeable as well as ambitious, as Tileans have a strong sense
of pride and they will only follow those that they trust and
respect.
One cannot forget that Tilea has been inhabited for more
than four thousand years, existing in much the same state as it
is in today. Powers may change hand or natural disasters may
empty a region of its entire populace, only later to be resettled
and rebuilt using the same stone blocks hewn by bronze axes in
ancient times. Thus the typical Tilean settlement is composed
9

of buildings of various styles but with walls of a mottled grey,
lichen-crusted colour. Even the roof tiles are likely to be grey,
made from slate that’s found all along the coast and in great
deposits that rise out of the plains Only in the larger towns and
cities is there a trend to whitewash walls and furnish houses
with red clay tile roofs. Still, the peculiars of any region will
give rise to unique traditions, lending to each small village a
strong sense of identity, and to each city a certain character.

encircling the city, or sometimes running straight through its
central avenues. These are always sponsored by one of the
“colours,” the rival merchant guilds that run the city and are
constantly trying to outdo each other. The excesses and corruptions of this old city are grown into its foundations at this
point, and even the normally defiant commoners of Tilea accept
the state of things in Verezzo because it has always been so.
Besides, the baubles and trinkets thrown down from the towers
of the elite almost make up for the oppression.

Classical Language – The Scholar’s View
“Where did Classical originate? Most scholars agree the
Classical script was taught to the early Tylians by Elves,
either as a limited form of Lingua Praestantia, or as an
inventory system for commerce. We can only speculate
on its original purpose, for precious little survived of the
Elves’ legacy following the destruction of Tylos. However, the oldest Tylian prayer scrolls at Luccini University
pre-date all other Classical texts.”
“One must understand that the broader dissemination
of Classical – the chosen script of our Lady of Justice –
was inevitable. Oh, I daren’t place the wisdom of Verena
above the strength of Ulric, nor the courage of Sigmar.
No, it was the nature of the language itself that carried it
northward. Each word in Classical, each letter, is a potent signifier of an ancient, universally-shared concept.
To a conscious reader these signifiers are invisible, but
upon further meditation their meanings are revealed in
dreams. I am confident that the Empire’s greatest inventions were conceived in their creators’ waking moments,
after a night of fruitless study.”
“Of course, I would be foolish to claim that true enlightenment can only be found in Classical script. More
accurately, the lesser scripts (being intended for common use) contain universal signifiers that are emotive
and practical in nature. Studying a text in Reikspiel, one
might reach the same conclusion in twice the number of
hours of Classical study, because Reikspiel is a clumsier
conduit to the hidden truths of divine wisdom, geometry
and science. But now I fear that you’ll think me a linguistic elitist. Please trust that I am only telling you what
I know to be true.”
“I have seen evidence that scholars of impure dialects such as Teuto-Classical and Breton-Classical are
disadvantaged, by comparison, to scholars reading
Archaeo-Classical. In fact, my decision to leave the College of Engineers was predicated upon that institution’s
refusal to adopt the Archaeo-Classical dialect. In my
humble opinion, human life spans aren’t long enough to
accrue knowledge at such a leisurely pace as the Elves
can afford.” - Emanuel Sudenborg, Priest of Verena in
Altdorf (ex-Engineer, ex-Philosophy professor)

Remas
This city is built on the former capital of the Reman Empire
that briefly united the lands of Estalia and Tilea under a single
banner. Approaching Remas by water, visitors will witness
one of the busiest ports in the Old World, spanned by a stunningly high bridge of Elvish construction. Across the millennia
the city has grown into the hills overlooking the vast harbour,
and it has so many districts that a council of 50 is required to
govern it. These are kept in check by a three-member order that
forms the true leadership, giving some truth to the local assertion that nothing in Remas is decided by just one person.
Luccini
In the poorer south of Tilea, the city-state of Luccini is the
centre of culture. Luccini very much captures the soul of the
people it governs, being a feisty folk who resent any who
would look down upon them. Luccinians are proud and stubborn, believing themselves the only true Tileans and deserving
of envy.This city is best known for its Elven ruins and as a
meeting place for worshippers of Morr. It is home to the legendary Acropolis of the Elves, protected by the cultists of Morr
who forbid any to enter its the chambers and passageways at its
heart. There is a darkness about Luccini, as old and holy secrets
are carefully guarded lest they reveal too much about the dead.
Verezzo
Bridging the croplands between Remas and Luccini is the
city of Verezzo, the lifeblood of the country, and a microcosm
of Tilea itself. Verezzo’s decadent nobles build towers ever
higher above the hovels of the poor, showing their superiority.
They commission white marble bridges to link their towers,
allowing them to forever ignore the squalid peasants beneath
them.
Much entertainment is to be had at the plebs’ expense as
every Holy Day the starving masses are invited to chariot races
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A Tilean Lexicon
Acropolis

The centre or citadel of an ancient Elvish ruin, often built over by Tilean settlers

Alito puzzolente

Bad breath; an offensive term for Bretonnians

Citadella

A large Tilean fortification

Battona

A lady of negotiable affection

Berlusconi

Insulting word for excessively revealing trousers. Believed to have once been the name of an unpopular ruler

Boun giorno/a
sera/a notte
Capo
Carabiniere
Condotta

Good-morning/evening/night
Captain of a mercenary band or town militia; sometimes used informally referring to gang leaders
A military guard or city enforcer; believed to originate either from the Brettonian word for mortician (escarrabin) or from the citizens of the small town of Calabria
A contract

Condottiero

Mercenary leader of a Condotta army; usually consisting of several regiments serving under the same condotta

Contado

Settlements (mainly villages and small towns) located near a city-state and directly responsible for its upkeep.
Many city-states are within walking distance of their tributary contadi, allowing easy journey between them

Consul
Ducato

One of several titles used by the more democratic city-states to indicate rulership
A minor village or collection of farms ruled by a noble or priest; often used as bargaining chips between factions for the small tax income generated

Fancazzista:

A layabout; a man who does nothing

Fare il grande

Show off; behave like someone important

Figlio di papà

A "father's son", someone who attained his position through nepotism

Forum

Marketplace or open space within a city, usually reserved for the main square.

Furbizia

Slyness, cunning; street smarts that allow one to get away with murder, often literally

Governicchio

A small or weak government; one destined to fall

Grappa

Extremely strong brandy, similar to Dwarfen gragrint in taste and manufacture

Kalends

Start of the Tilean month, occurs on the new moon

Ides

Half point of the Tilean month, occurs at the full moon

Leccapiedi

A sycophant

Mendicante

A beggar

Palazzo

A moderately grand-looking building or impressive piece of architecture

Piazzas

A town square surrounded by shops or important buildings

Venator

A mounted warrior who uses a lance; general term to describe Tilean heavy cavalry

Peones

Signori with very little political power and desperate to hold the position; frequently in the pay of a consul

Podestà

Term for a high official employed by a city. Podesti are usually hired from a different city to minimise corruption

Primus Pilum

"First Spear"; an archaic title referring to the head of a temple

Ratto della peste

Plague rat

Ribaltone

A radical or fickle politician who frequently tries to incite the plebs or force through ill-considered legislation

Saccente

A know-it-all; derogatory term for a prince's hired Uomo Universalis if he becomes unpopular

Il Scirocco

The harsh, hot wind that periodically blows from Araby

Signori

Formal title for the councilmen of a town (not to be confused with signor, signorina or signora, which are
titles used to address a man, young woman and married woman, respectively)

Strega

A witch

Triumvir

Title of one of the three "princes" of Remas

Uomo universalis

The universal man; one exceptionally skilled in many fields

Zitellona

Old maid

Spelling tip - singular words usually end in -o (masculine) or –a (feminine) while most plural words end in -i
An excellent website to visit for Italian translations is http://www.wordreference.com/ offering a look at grammar structure,
pronunciation and alternative uses of words
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Chapter 2: The People of Tilea

Vendetta
The culture of vendetta (See Chapter VI – Politics of Tilea)
is prevalent throughout Tilea’s northern mountain range. In the
face of external dangers in this rugged terrain, internal quarrels
must be settled quickly and for the good of all. The vendetta
tradition has also spread to several Tilean cities, where it’s used
to demonstrate patronage rather than ensure mutual protection.
In urban centres, the vendetta is practised by nobles and criminals, who are often one and the same!

Central Tileans

A Tale of Three Peoples
ike the land the Tilean people live on, Tileans can be
divided geographically into three broad categories, however demographic boundaries are not straightforward because
the population is mixed and mobile. Mercenaries from all
across the Old World seek employment in Tilea, and many of
them settle down there eventually. Travel between city-states
is commonplace, and the Tilean people treat multiple religions
with familiarity and reverence. In general, Tileans are an easygoing and jovial people fond of food, drink and lovemaking.
Tileans embrace their mixed heritage with pride, for it confers them an air of worldliness. With practised nonchalance,
Tileans enjoy describing sights rarely seen in the Empire. At
the same time however, Tileans take great pride in their home
towns’ distinctive dress and cuisine. Tilean regional culture is
celebrated in a flamboyant, competitive fashion with colourful
festivals that reinforce old grudges between villages and towns.
Visitors travelling in Tilea are often overwhelmed by the diversity of ideas, beliefs and customs.

L

Northern Tileans
In the far north are the workmen and people of simpler tastes.
Influenced heavily by the Dwarfs and the Empire across the
mountains, northern Tileans are great believers in holding others to their words and honouring oaths. Generally speaking,
northern Tileans are mistrustful of strangers and see nothing
wrong with cheating or robbing those who haven't proven
themselves. Northerners tend to be fair-haired with blue or
green eyes, and they share many characteristics with people of
the southern Empire.

In the lowlands of central Tilea are the great cultural melting pots of the cities. The plains are also home to those few
nationalists who actually identify themselves as being Tilean,
rather than citizens of individual city-states. Some noblemen
of Tilea can trace their family lines back over a thousand years.
The “plebs”, as they are called by nobles, are commoners and
merchants who have usurped much of the de facto ruling power
from the nobility. Plebs craft the fantastic artwork and ply the
mercantile trade that Tilea is so famous for. Central Tileans
have a tendency to boast and talk constantly for hours. They
are typically lithe and short, with black hair and dark brown or
green eyes.

Southern Tileans
In the south of the country live Tileans whose ancestors came
from ancient Nehekhara or were captives during the wars with
Araby. Southern Tileans are the land’s best sailors thanks to
their natural balance, and their tradition of etiquette also makes
them good diplomats. According to custom, even the worst enemy of a southern Tilean must be guaranteed safe haven in his
home for three days – although any northerner who’s dared to
test their luck recommends leaving promptly before the grace
period expires. South Tileans have dark skin and black hair.

Pride and Passion
Unlike the Empire, which is often conceived as a single
political entity, most Tileans think of their land as a collection
of bickering independent states vying for influence and control
with one another. Citizens do not consider themselves Tilean,
but instead Reman, Tobaran, Trantian, etc. Ignorant foreigners
suggesting otherwise may cause arguments, leading to outright
duels unless a swift and sincere apology is offered. Scholars
and educated citizens refer to the people as “Tileans”, but
only for the sake of terminological convenience. Each citizen takes great pride in his home town and its achievements,
extolling their virtues at every opportunity. Young Tileans are
not expected to stay in their home towns forever, but many do
anyway. Immigrant families can remain somewhat isolated for
several generations before they’re accepted as true residents of
a community.
Tileans are said to be driven by their passion for food and art.
This is quite true, but their passion is not as irrational as most
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powerful toys.

Language
The Tilean language has its roots in the Classical language
first taught by the Elves to the Tylian tribes. Tilean is one of
the oldest human languages in the Old World. Both the Bretonnian and Estalian languages are heavily influenced by Tilean.
At least a dozen dialects of Tilean are spoken within its borders
and throughout the Old World. Only two branches of Tilean can
be classed as “true” Tilean: Antiquo Tileano and Novo Tileano.

Antiquo Tileano

foreigners believe. In the constant struggle for power
between wealthy nobles, the greatest rewards are claimed by
the best artisans. Becoming the best artist, the best sculptor,
the best lover or the best chef is the surest way to please one’s
patron and rise above the obscurity of the masses. Of course,
behind every great achiever a dozen others follow nipping at
his heels. The fickleness of power makes one’s choice of patron
a dangerous gamble, where the slightest misstep can lead to
bankruptcy or even death.
Competition between rival artisans has generated many
artistic and scientific wonders for the princes of Tilea. Deviant
artists occasionally produce sinister masterpieces like the Puppets della Golfini or the blasphemous poetry of Dantelli, but
Tilean princes are hungry for prestige so they willingly accept
the risk of commissioning these controversial projects. The cult
of Myrmidia, which remains Tilea’s primary religion, is not
concerned with controlling artistic freedom. So long as artisans
do not advocate the worship of false gods, they can experiment
as they wish. Conversely, Sigmar’s witch hunters take great
pains to block the import of blasphemous Tilean artwork into
the Empire. Individual Myrmidian priests have expressed concern with the Imperial witch hunters’ hostile policies, but the
cult has not issued a formal statement on the matter.
The Empire’s ruling class considers Imperial artists to be far
superior to Tilean ones. The Empire also claims to lead
the way in scientific advancement, when in
fact their technological superiority is
largely owed to the brilliance
of inventors like Leonardo di
Miragliano and the Dwarfs. Tilean artisans reject the Empire’s distinction
between art and science, for it was mathematics that
enabled the construction of marvellous buildings like il Duomo
di Trantio, and the lavishly
embellished fortifications of Monte Castello. Without geometry, they contend, painters wouldn’t have discovered the
intricate perspective system that gives life to the frescos and
portraits in Tilean palazzos.

The Tilean dialect named Antiquo Tileano is spoken primarily in Luccini. Antiquo Tileano uses many archaic terms that
were originally Classical phrases, and some minor words are
even believed to originate from the Elven languages Elthárin
and Anoqeyån. Antiquo Tileano also shares similarities with the
archaic languages of the priesthood and magic users of the Empire. Adherents of the Prime Language theory believe Antiquo
Tileano has closer etymology to the legendary Old Ones’ lingua
universalis than other modern human languages do.

Nuovo Tileano
The most commonly spoken Tilean dialect, Nuovo Tileano is
heavily influenced by Reikspeil. Novo Tileano is used widely
across the Tilean peninsula and indeed throughout the Old
World. Many foreign lands recognise Novo Tileano as a trading tongue. Nuovo Tileano is a mixture of Antiquo Tileano,
Classical, Estalian and Reikspiel. The most ardent supporters
of Nuovo Tileano are agitators from the area of Remas and
Trantio, who encourage the use of their shared dialect to unify
the entire peninsula of Tilea.

Classes and Social Mobility
Class barriers in Tilea are easier to break than within the
Empire, but they strongly influence Tilean society nevertheless. Nobles occupy the top stratum, for they rule the powerful
city-states and urban mercantile leagues. The noble class also
includes the “country gentry” who once ruled Tilea during the
Reman Empire, and who now govern its rural princedoms. The
Tilean middle class includes traders, guildsmen and mercenary captains. Finally, the large working class
consists of urban and rural poor folk, who
live almost as miserably as their
downtrodden Bretonnian counterparts. Most Tilean peasant families have
worked the same scrap of land for centuries, but
young farmers with ambition sometimes migrate to the city
for
new opportunities.
In a land where people can rise above their station or lose
everything overnight, a person’s clothing reveals much about
his profession and position in society.

Uomo Universalis

Noble Fashions

The constant struggle for artistic excellence benefits truly
gifted specialists who love what they do. However, the pinnacle of human achievement is to be remembered by history
as an Uomo Universalis, or “universal man”. Skilled in the
arts, sciences and many other fields, the Uomi Universalis are
supremely knowledgeable. The most famous Uomo Universalis was Leonardo di Miragliano whose work has never been
equalled. Miragliano’s steam tanks have left generations of his
countrymen awed, and Tilean princes jealous of the Empire’s

The fashions of the Tilean nobility are constantly changing, especially for younger aristocrats. Clothing of the finest
cut made from and exotic fabrics such as cotton or silk are
highly sought after. Furs and cloaks are the favoured evening
wear for balls and operas. In homage to the brave mercenaries
who returned from the Storm of Chaos, codpieces and dashing
feathers from the Empire have become the latest fashion trend.
The princes and senators of Tilean cities try to keep pace
13

with the changing fashions of the young nobles. Styles from
four years earlier are sometimes considered forgivable. In the
case of women’s fashion, wardrobes of young court ladies are
influenced by the older, more powerful noblewomen. The elderly Lucrezia Belladonna spends a fortune buying new outfits
every month, each with newer and bolder cuts than the last –
and even more daring necklines. Exotic jewels are appearing
with increased frequency in Tilean women’s fashion. Many
a Tilean nobleman has groaned at the news that his wife has
given birth to a daughter.

Middle Class Clothing
The growing Tilean middle classes wear outfits similar to
the nobility, though fashions change much less frequently.
Men typically wear linen hose, a woollen or linen undershirt
and an exotic tunic or cloak over top. Middle-class women of
Tilea wear flowing dresses with v-necked corsets, and women’s
clothing is usually heavily embroidered or patterned. A modest
number of jewels may also be worn. Certain fabric colours or
types of jewellery are identified with specific city-states. For
example, few middle-class Remans wear outfits without having
red as the predominant colour, while Luccinians are stubbornly
unwilling to wear a piece of clothing that doesn’t contain any
black.
Tilean merchants wear simpler outfits than their Imperial
counterparts, for they prefer not to flaunt their wealth too
conspicuously. Most Tilean merchants opt for a long linen shirt
over a linen undershirt, with simple hose and stout boots. What
makes the merchants’ clothing interesting is the symbol of office worn around their necks and displayed on their chests. This
amulet is an intricate disk of gold stamped with the merchant
guild’s coat of arms and decorated with the finest filigree and
jewels. Merchants of Tilea’s largest and most prestigious guilds
often find themselves becoming hunchbacked in old age from
the weight of their amulets.

Peasant Dress
Tilean peasants wear simple outfits of brown, grey or offwhite. Expensive dyes can rarely be afforded by peasants.
Lowland peasants are looked down upon by wealthier Tileans
for being foolish enough to stay on the dirty farms where they
were born. Meanwhile, the mountain peasants of Tilea dress
almost the same as farming peasants, but they are treated with
respect by the urban population. Mountain peasants are proud
and fierce people who guard the dangerous borders of Tilea.
City fops who judge peasants by their clothes usually receive a
lesson in humility if a mountain peasant is insulted by mistake.

Entertainment
Entertainment in Tilea is just another tool for keeping the
plebs subdued. Nobles stage elaborate spectacles to distract
the peasants from their plight, and perhaps release some of the
pent-up anger that could otherwise fuel revolts. Duels are a
popular form of entertainment in Tilea, attracting huge crowds
to parks and piazzas. Duelling was originally invented in the
city of Remas for settling scores between rival families, but today duelling is a commercial sport. A challenge may be issued
by anyone, but duels cannot be fought outside the purview of
the Duellists’ Guild.
Tilea claims credit for one of the most famous sports in
the Old World: pit fighting. Pit fighting has its origins in the
ceremonial combats of Luccini that were held to honour the
dead. Over time, the practice spread to other cities in the form

of Gladiatori arena matches, and eventually inspired the brutal
sport of pit fighting in the Empire. Tilean Gladiatori fans claim
that Imperials are too stupid to understand the sportsmanship
that defines their complex sport, preferring instead the mindless
blood and sweat of the pit.

Food culture
Tilean food is famous throughout the Old World, and many
untraveled foreigners believe Tilean peasants enjoy exotic
cuisine at every meal. Historians from the Empire claim that
Tilea’s cooks learned to create sumptuous, innovative dishes
after the Arabyan invasions introduced spices to the land. In
fact, most Tileans eat the same things for breakfast and lunch as
other Old Worlders; rye or barley bread with cheese or curds.
However, in the evening Tileans enjoy their delicious pasta,
which is in fact a legacy of the Araby wars.
Meat is eaten less often by Tilean commoners than those
in the Empire, and is usually reserved for special occasions
such as weddings or festivals. However, the Tilean nobles and
middle classes eat more diversely than their counterparts in the
Empire. Artisan chefs prepare multiple courses to complement
each others’ flavours. Tilean nobles enjoy soups spiced with
warm cinnamon from Araby, and the strange tzeentchuan peppercorns from distant Cathay.

Pasta and Pizza
Pasta made from various types of wheat is the most common
dish of Tilea. From south to north, pasta has spread to become
the favourite dish of rich and poor alike. Tilean pasta is usually
served with a cheese-based sauce. The secret of pasta-making
was first introduced by Arabyan raiders who captured the island
of Sartosa a thousand years ago. Because pasta can be stored
for months, it was a staple of the siege defenders’ diet before
the Tileans eventually recaptured Sartosa. According to legend,
an Arabyan chef named Hamad revealed the secret of pasta in
exchange for his freedom. Hamad’s captors granted him freedom, but took his life shortly thereafter.
The legacy of culinary innovation continues in Tilea, with
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everyone constantly striving to create their own unique recipes.
Tilean chefs combine the staples of their land – cheese, pasta
and olive oil – with spices from abroad. A new fruit from
faraway Lustria called the “tomato” is reportedly being eaten in
the city of Verezzo. Most recently, the tomato was served to the
nobles of Verezzo in a popular dish named “Pizza” in honour of
its creator, Michelangelo Tartaruga Pizza.

Piazzas
An important aspect of Tilean society is the town square, or
“piazza”, which plays an important role in both culinary and
duelling culture. The piazzas scattered throughout Tilean cities
are crammed with people during the day, meeting for both business and pleasure. Many piazzas remain crowded late into the
night with patrons sitting at tables outside the taverns, eating
pasta and sipping fine coffees and wines. Occasionally, tables
must be vacated to make room for a duel, but most Tileans will
cheerfully stand aside to watch a fight in the piazza.

Tilean Forks
Marco Colombo is usually credited for introducing what is
now a fairly common item in the Old World. After his return to
Trantio, Colombo hosted a grand feast for a High Elven prince.
When the meal was served, the prince produced a fine, twopronged utensil and proceeded to cut his meat into small pieces,
which he then speared on the prongs. Colombo’s court was
astonished by Elf’s grace and delicacy, and they watched with
bemusement as he ate. Despite its initial strangeness, the fad
soon caught on and now the fork has spread beyond Tilea to the
Empire, Bretonnia and even Kislev in the distant north.

Mutation
Tileans suffer less mutation among their people than those
of the north. Most theories claim that the mountains surrounding Tilea provide a natural buffer from the winds of magic,
preventing Chaos magic from taking hold on the people. Tilean
infants are generally checked for flaws at birth, and mutants
are either taken in by a Shallyan orphanage or abandoned on
the streets. As a result, mutations are quite prevalent among the
Tilean underclass. Tileans who find their bodies mutating later
in life have little hope, for Verenan and Myrmidian laws deny
them legal protection and their possessions become forfeit.

cultural Treasures
Il Duomo di Trantio - Located in the heart of Trantio, this
temple boasts the largest freestanding engineered dome in
the Old World. This temple of Myrmidia is decorated with
a simple green-and-white pattern, with dozens of Dwarfcarved statues set in niches.
Nahmud Against the Gorgon - An elegant statue located
in Remas’ main piazza shows the dark maiden carrying the
head of a defeated monster. The statue was designed and
sculpted by Malvenuto Cellini.
The Birth of Myrmidia - A surprisingly detailed but entirely
mythical portrayal of the goddess Myrmidia, painted by the
artist Booticello. The portrait, which is currently located
inVerezzo depicts Myrmidia surrounded by nymphs rising
from the sea. A surprising number of replicas of this painting
have found their way north to the Empire.
Il Principe - Written by an anonymous author, this book
describes the politics of a small Tilean city believed to be
Cittàfinestre. Il Prince outlines exactly what the prince must
do for his city to remain strong. Sadly, the book’s warning
went unheeded and Cittàfinestre was razed by Orcs. Copies
of the portentous book are now making their way north into
the Empire.
La Torre Pendente - The original leaning tower in Miragliano designed by Leonardo di Miragliano, has never
been bettered. Il Torre Pendante is fifty feet tall and leans at
an angle of 5 degrees, defying both gravity and logic. Many
architects have tried to match Miragliano’s accomplishment,
but most leaning towers end up relying on struts to support
their weight.
Uffizi Galleria - A gallery of ancient Elvish and Reman art
recovered from ancient ruins by a Consul of Remas in the
14th century. Studied by artists throughout the region, the
Uffizi Galleria in Remas inspires everyone who visits.
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Chapter 3: Tilean History

he history of Tilea is shrouded in myth and legend.
Raconteurs tell tales of lost cities and the rise and fall of
a glorious civilisation, millennia before the time of Sigmar in
the north.

T

they fled. Hungry for power and slaves to build their splendid
palatial tombs, the Nehekharans quickly launched an invasion
to conquer the Remans.
Seven Wives for Seven Brothers
"A collection of ancient manuscripts predicted that the
old Tilean tribes included too few women to survive, and
therefore would fail to re-establish their strength after the
fall of Tylos. Seven great houses had settled in the ancient
ruins of Remas, and under the leadership of their chieftains
they established trading relationships with the more savage
tribes of the Old World. The ancient knowledge of the Reman tribes’ lost city was exchanged with the barbarians for
their womenfolk. Some so-called scholars from the Empire
claim that our ancient forefathers stole their women, but
those are just lies borne of jealousy. " - Father Severus
Lucius, cult of Morr

The Age of Myths (Circa -2500 to -1500 IC)
The very first tribes to enter the lands of the Old World came
from the south nearly five thousand years ago, forced northwards by more powerful tribes that sought to enslave them.
Imperial scholars sometimes refer to these first hunter-gatherer
tribes as the Barrow people or Belthani, although Tileans more
often refer to them as Tylosians.
One ancient legend of this region is recounted in the epic
Tilean poem known as the Thirteen Tolls of the Bells, based on
an earlier Dwarf work known as Doom of Kazvar. This poem
recalls a lost Tilean city where men hired Dwarf masons to create a great temple to Tylos, the patron god of the city. In both
version of the poem, the legend of Tylos does not end well. A
stranger who came to aid in the building of the temple brought
curses from his strange god. During one night of thunder and
madness, the great temple bell tolled thirteen times, whereupon
the loathsome Skaven rose from their caverns and took the city.
(See Children of the Horned Rat, "The First Wave", pg. 27).

The Archaic Age and the First Remen Empire
(Circa -1499 to -1 IC)
After the Elves departed from the Old World in -1500 IC,
the first Human empire in the Old World emerged. Founded by
a tribe who took the name Remans after their greatest leader,
the first Reman village would be built among the ruins of the
abandoned Elven colony upon which the modern city of Remas
stands today.
The Tilean tribes at this time were mainly shepherds who
grazed their flocks near small towns around the ruins of Elven
settlements. Despite their pastoral habits, the Remans were
at heart a warrior tribe, depicted in art and poem as naked,
muscular and bearded. The aggressive Remans expanded their
influence until all the tribes of the land known as Tylia owed allegiance to the chieftains of their village. The Reman chieftains
eventually declared themselves Kings of Kings and forced the
neighbouring tribes to pay them tributes of women and slaves.
Judging by artwork and relics found in the most ancient Reman
tombs, the worship of Solkan began around this time among
the kings of ancient Remas. (See Chapter IX: Remas for more
details on Solkan).
Some historians believe the ascension of Solkan’s cult
forced those tribes worshipping Tylos and Myrmidia to flee
the Remans into the Mountains. The refugees are believed to
have sought shelter in the east, across the Apuccini Mountains
in the region known today as the Border Princes. Scholars are
not certain whether these fleeing tribes drew the attention of the
powerful Nehekharan Empire in the south. Nevertheless, the
Priest-Kings of Nehekharan did notice the empire from which

Popular Tilean epic poems describe waves of dark-skinned
warriors crossing the ocean from far Zandri in the south and
across the eastern mountains. Invading Nehekharans clashed
with the Remans in a series of bloody conflicts. Although the
savage Remans were superior fighters, the limitless armies of
Priest-King Amenemhetum the Great eventually overcame
them with sheer weight of numbers, and by the year -1200 IC
when Alcadizaar the Conqueror took up the mantle of PriestKing, all of Tilea had been under the yolk of the Nehekharan
Empire for several years.
Despite being subjects of the Nehekharan Empire, the subjugated Tilean tribes still traded with their conquerors quite
freely, and even journeyed to Nehekhara for education and opportunity. Tilean scholars often claim that the ancient Khyprian
Road running the length of Khemri is of archaic Tilean
construction. Early Tileans also traded with the barbaric tribes
north of the Black Mountains by way of mountain passes and
the River of Echoes. Evidence shows that the subjugated Remans led raiding expeditions to sate the Nehekharan Empire’s
demands for slaves. These slaving raids brought the Remans to
the distant lands now comprising Estalia, where they captured
foreign villagers for their Nehekharan overlords in place of
pure-blooded Reman warriors.
All things must end, however, and in -1151 IC when the dead
began to rise across the entire known world, the Nehekharan
Empire and its Tilean vassals were doomed.

The Dead Arise
Far to the east, the Great Necromancer had broken the chains
of death. His great ritual awoke the dead of Khemri to serve
him, and then he turned upon the Skaven who had once aided
him. When the Skaven attempted to stop the Great Necromancer, a great magical duel was fought across hundreds of miles.
The fallout from this cataclysmic sorcery lingers in parts of
Tilea to this day.
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The Nehekharan Empire collapsed and Tilea was devastated.
Hordes of Orcs to the south and east that had long been kept in
check soon overran Khemri, before pillaging Border Princes
settlements and marching into Tilea itself. Tilea’s eastern
inhabitants scattered, some hiding in the mountains and others
sailing far away in their primitive ships. Tilean refugees sailed
as far away as Araby and settled the islands around Estalia.
All the while, the dead rose from the ancient battlefields and
cemeteries of Tilea. Every major settlement fell to the Undead,
who in the first weeks pressed ever northward. Heading toward
the darkness of the Blighted Marshes before finally losing
impetus, the walking dead began to linger along roadsides and
in the smoking ruins left behind by the Orcs. Even today, the
Zombie Marshes covering the northernmost region of Tilea
crawl with animated dead that are a legacy of this time.
With the Reman Empire shattered, the next few hundred
years saw the lands of Tilea turn to wilderness. Vagabonds
controlled the roads and passes. The abandoned cities became
home to shepherds, brigands or worse, all of whom were
shunned by decent folk. This was a dark time with much fighting between small settlements, some of which was secretly
orchestrated by the scheming Skaven. Much of the Remans’
knowledge, including great works of art and literature were
lost, destroyed or stolen.

Dominion of the Southern League
As the Undead presence diminished over the next three centuries, several petty kingdoms were able to emerge. However,
constant infighting between these fledgling kingdoms meant
that no single king was able to attain power over the others.
Slowly, newer settlements began to develop, forming leagues
and alliances amongst themselves. The Southern League led
by the mountain fortress of Marossa extended its powers over
much of the Tilean peninsula. Northern villages were trapped
between the armies of the Southern League and the tribes
migrating south from the lands of the future Empire.
Displaced followers of the tribal gods began to establish
shrines and temples in the new settlements springing up
around Tilea. Priests traveled the land preaching the word of
deities such as Morr, Verena and Shallya; old religions that
had been preserved over the long years since the collapse of
the Reman Empire. Chief among the faithful were the priests
of Myrmidia, who moved down from their
mountain exile to tell of the ancient past
and of the Eagle goddess.

ern League and raiding parties from the warlike northerners,
Tilea's people adopted a culture of discontent and brutality.
Eventually, a leader emerged who could unite the fragmented
villages against their more powerful foes.

Myrmidia Reborn
The woman who would become First Queen of Tilea was
named Macaria Medina according to the records of ancient
temples. Historical texts place Medina’s rise to power somewhere between -15 to 50 IC, however the precise date is uncertain, causing many arguments between various Tilean factions
to this day. Conflicting accounts of Myrmidia’s ascension have
also created friction with branches of the cult in Estalia, where
Myrmidia is revered above all other gods.
The most common stories indicate that a young Medina was
sold by her family into an arranged marriage with a prince of
Marrossa. Estalian priests claim Medina was a slave originally born in their lands, and some even claim her marriage
occurred in Estalia. Legends say that Medina was abused by
her contemptible husband. So brutal was Medina’s husband
that the otherwise peaceful girl one day took his spear during
a beating, and in an act of self-defence, she thrust the weapon
deep into his gut.
According to scriptures, Medina then fled from her husband’s family to the northern countryside and became a bandit.
As a charismatic young woman dedicated to righting the
wrongs of the world, she quickly drew people to her banner.
Soon Medina led of a small but successful troop of bandits,
which she committed to aiding the poor citizens of Tilea.
Medina’s freedom fighters repulsed attacks from the mountain
passes of the north and stemmed the tide of northern barbarians causing havoc among them.
Within a few years, Medina had risen from being a bandit
chief to becoming the most powerful leader in the lands. She
was elected ruler of several northern towns and commanded
an army that dwarfed any other in the north. In the first of
Medina’s twelve great battles, she destroyed a massive army
from Marossa that was positioned to destroy her and restore
the Southern League’s dominance. Medina then fought another
four great battles on Tilean soil and in the process united the
disparate city-states into one empire.

The Classical Age(Circa 1 IC to 457 IC) and the
Second Reman Empire
It was after the destruction of Marossa and Teal by
Macaria Medina's army that historic texts began proclaiming
her to be Myrmidia reborn. Medina proceeded to unite Tilea,
and heralding a time of rebirth she went on to plan her next
moves.

A new noble class emerged over time and
true kingdoms began to form. Some of these
nobles claimed to be descendants of the Reman kings, backing up their allegations
with Reman artefacts recovered from
ancient ruins. The Southern League
became ever more decadent over
time.

The united city-states of Tilea formed a confederacy
that Medina governed with wisdom and foresight.
Gone was the fear of oppression and sacrifices to
Solkan that had blemished the empires of ancient
Remas and the Southern League.

Marossa consolidated its power
by forming a union with the nearby
town of Teal, where hundreds of
slaves captured from surrounding
lands toiled their lives away carving
legions of exquisite statues from
bedrock. Faced with the cruelty
and malice of the powerful South-

It is recorded that Medina headed west and
conquered Estalia, while in Tilea, plans were
laid for the restoration of Remas. When
Myrmidia’s army invaded Estalia, the
sight of it crossing the Abasko Mountains with fierce Arabyan Tuskars at the
forefront filled the Estalians with fear.
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According to Tilean scriptures, the Estalian peninsula
fell under Medina’s control after ten years of campaigning
to unite the lands. Then she returned to the Estalian city of
Magritta at the head of her army, eager to be crowned queen
of a new nation in the high temple there. However, on the day
of Medina’s coronation she was struck down by an unknown
assassin's blade whilst praying before the high altar.Following
Medina’s death, the fledging Second Reman Empire nearly
crumbled before it existed. Estalia became a battleground
for rampaging armies of Tileans and Estalians as the newly
conquered territory tore itself apart.
Despite the queen’s death, the fledging cult of Myrmidia
was able to implement at least some of her plans. Remas
was resettled and re-founded, and gradually a confederacy of
united Tilean city-states was formed. A senate based in Remas
was aided and advised by Priests of Myrmidia who also held
positions of power throughout the city-states.
The only city-state to remain outside the confederacy was
Luccini, where religious war erupted between the ancient cult
of Morr and the rulers Lucan and Luccina. The twin nobles
had proclaimed themselves to be gods in mortal form and
“We are children of a once proud civilisation that existed
centuries before your Empire in the north, and many of
your so-called advances have been plagiarised from our
culture. It is only right that now you pay us gold for your
freedom.” – Umburto Bellini, Mercenary Captain
“What do I think of Imperial history? I think it would be
wonderful if they had some!” – Signora Vassova, Tutor at
the Academy of Remas
founded a city on the sacred mountain called the Mount of
Myrmidia. Lucan and Luccina were blessed by Myrmidia
in gratitude for their aid during the war against the Southern
League, so with Myrmidia’s blessing, the city declared independence from the Reman senate.
Thus, it came to pass that almost 100 years after Sigmar's
last journey the Second Reman Empire emerged. The new
Reman Empire invented and perfected the use of heavy
infantry around 200 IC. These disciplined, armoured warriors
were armed with short swords and thick shields, and the truly
elite regiments were armed with pikes. Heavy infantry were
the perfect troops to fight against Orc hordes infesting the
mountains, but in the shadows of the Badlands, a council of
vampires had also noticed the growing empire.
An army of Strigos first invaded Tilea around 250 IC. This
force of mortal soldiers led by vampires slaughtered its way through the
pass of the Dark Maiden and razed
many of Tilea’s villages. The Reman
Empire responded rapidly and was able
to defeat the Strigos army with some
difficulty. However, their touted heavy
infantry was ineffective against the
dark and evilcaptains of the army. The
vampires slaughtered entire regiments
and raised the dead of both sides to
spread fear and panic.

upon a counter-attack, whilst others were terrified of facing
a city full of these "Striga". After several years, the senate of
Remas finally announced its decision and the Remans went to
war. Thousands of men marched through the Border Princes
intending to raze Mourkain to the ground, but they returned
home before any blood was shed. Their scouts reported that
Orc tribes had marched on the capital of Strigos while the
Striga armies had marched to face the Remans, and the Orcs
had destroyed all trace of the ancient city.
Despite numerous expeditions to Estalia and the northern
lands, the Reman Empire never truly managed to establish a
foothold outside of Tilea. Despite its best attempts, the cult
of Myrmidia could not keep the city-states united. Corruption
in the senate house caused the empire to weaken gradually.
In 334, Remas declared Luccini and the Mount of Myrmidia
to be a vassal state. Much of the Myrmidian cult's power
was usurped and its lands were annexed by power-hungry
nobles. Several city-states seceded from the empire, and the
cult of Myrmidia was disrupted by factionalism. Some priests
attempted to appease the Reman senate, meanwhile others
lobbied to dissolve it and take its power for themselves. Many
of the cult's priests departed westward, travelling to Estalia
By playing the Myrmidian factions against one another the
Reman senate emerged stronger than ever, but it also sowed
the seeds of its own downfall. In 415 Remas was raided by
Dark Elves, descendants of the ancients who now returned
and brought only death. Though the first raid on Remas was
repelled at the bridges by elite Republican Guards, the next
few years saw the coasts ravaged and burnt several times by
the Druchii.
When Settra the undead King of Khemri returned to claim
his vassal state, the centralised Reman Empire fell, unable to
cope with so many foes at once.

The Dark Ages (Circa 475 to 1240 IC)
These combined assaults upon Tilea ushered in a new era
that is often referred to by scholars as the Dark Ages. It was a
period that saw the Tileans constantly challenged for survival,
and they lost a great deal of knowledge. From the lands to the
east the Greenskins came in such numbers that it is said the
golden plains of Luccini turned green. The very first wave
of Greenskins caught the city-states by surprise while their
forces were deployed to defend Tilea’s coastlines. Many of
the eastern settlements were sacked by Greenskins, forcing
vast numbers of refugees towards city-states on the western
coastline.
Without a strong leader to unite
them, it took four hundred years for
the Tileans to finally drive out the
greenskins. The constant destruction
wrought by the green menace meant
that much of the ancient knowledge
remaining from the times of the
Reman Empire and the Classical
Age was destroyed. The precious
lore that survived from those times
is remembered for the most part as
myths and fables.

The Reman senate was divided
on the question of how to cope with
this new threat. Some senators were
filled with righteous fury and insisted

The Tileans were able to drive
the Greenskins completely from
their lands around 978 IC. However,
weakened from centuries of warfare
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they were unable to fend off the Norse raiders that had begun
threatening their coastlines. The Norse, under the leadership
of Harak Bloodaxe, established a stronghold on the island of
Sartosa from which they raided. With such a secure base in the
southern Old World, nothing was safe from the northern raiders. After failing to drive the Norse from the island of Sartosa
themselves, the desperate Tileans hired Arabyan Corsairs. They
hoped that these experienced seafarers might stand a better
chance of ousting the Norscans.

Era of the Araby Wars (Circa 1240 to 1492 IC)
The 13th century saw the beginning of hostilities between the
Old World and Araby. After the Arabyan Corsairs had aided the
Tileans in regaining Sartosa, they had decided to take control of
the island for themselves. The Corsairs were taken by surprise,
however, when the city-states presented a united front against
their aggression. The mainland was defended by an alliance
of city-states, but because Tilea lacked any real sea power, the
island of Sartosa remained in the hands of the Corsairs.
The city-states realised that Tilea needed to be represented
by a strong naval force, so each city encouraged its merchants
to raise money for the building of ships. The new Tilean fleets
would be used both for profiteering and defence. During this
time, the first Condotto guilds were formed to represent the
interests of competent soldiers and their captains. Usually these
freelance soldiers were employed by the city-states against
one another, but having a fulltime armed presence in Tilea also
helped to dissuade outside invaders. Condotto guilds gave rise
to a new trade in Tilea: the hired mercenary. With civil war in
the Empire worsening during this period, Tilean mercenaries
headed north and a profitable stream of gold flowed south.
The reputation of the Tileans’ fighting ability spread as they
gained experience in the Empire's civil war. Their skill at arms
became widely renowned when Tilean Knights defeated their
Bretonnian counterparts at the historic tournament of Ravola.
When Sultan Jaffar of Araby invaded Estalia, the kingdoms of
the Old World unified temporarily to launch a crusade against
the invaders. Tileans were quick to join the crusade, for they
never forget a grievance against them, and the crusade was seen
as perfect revenge for the Arabyans’ betrayal at Sartosa.
The crusade to liberate Estalia lasted for over two hundred
years, depleting much of the Condotto guilds’ might. Coastal
cities were left unprotected during the wars in Estalia and
Araby, causing Remas to fall prey to the worst Dark Elf raid in
history. Almost two-thirds of the city’s population was captured
or killed by slavers who arrived aboard a dreaded Black Ark.

Age of Exploration (Circa 1492 to 2000 IC)
The constant demand for Tilean mercenaries throughout
the Old World became a source of pride for the Tileans after
the Araby Wars. Seeing the newfound wealth of the Condotto
guilds, Tilea’s nobility began to fund other ventures in the hope
of reaping great rewards. The most famous expedition, led by
Marco Colombo in 1492 to the distant lands of Lustria, was the
first successful crossing of the Great Ocean by Old Worlders.
Stories tell that Marco left as an explorer, but returned with
such riches that he was able to make himself Prince of Trantio.
Artefacts from Marco's historic crossing supposedly remain
hung upon the walls in the palace of Trantio to this day.
In 1501, Luciano Catena finally dislodged the Arabyans from
the island of Sartosa. Catena proclaimed himself prince of
Sartosa and allowed the island to become a haven for wretched,

untrustworthy brigands. After less than 50 years, the island was
officially declared a pirate port by other city-states.
Meanwhile, the Skaven who had remained quiet in Tilea for
the past millennia surfaced in Tobaro after poisoning the ruling
nobility. The city was retaken by the Tileans after three years of
fighting, but at great cost to Tobaro’s once fine buildings.
Continued discoveries were made, this time to the east by
exploring twins Ricco and Robbio, who opened the Great Silk
Road and Ivory Road. These roads enabled trade with Imperial Cathay and the Kingdoms of Ind to bypass the sea routes
that were controlled by the Elves. The land routes were no less
dangerous but they allowed human merchants to avoid paying
tributes to the Elves during their journeys, meaning more gold
entered their own coffers.
In 1812, the land of Tilea was ravaged by a plague known as
the Red Pox which killed people by the thousands. The origin
of the plague was a subject of many rumours, with some claiming that the opening of new trade routes was responsible, and
others insisting Skaven had unleashed the plague.
The last major trade route was opened with the re-discovery
of the ancient River of Echoes, allowing Miragliano’s merchants greater access to trade with the Empire. Riots erupted
in Miragliano over the re-opening of the River of Echoes, for
people were fearful that a new plague would be carried through
it. Sponsoring of further expeditions was cancelled in fear of
upsetting the masses and losing control of the city-states.

Tilea in the Era of Enlightenment (Circa 2000 IC
to the Present)
At the start of the new millennium, prosperity spread
throughout the land of Tilea causing the arts and other areas
of culture to flourish. The man who would become the greatest inventor of all time, Leonardo di Miragliano, moved to the
Empire to work in the Emperor's service after several of his
early inventions failed to impress the nobles of Verezzo. While
Tilean mercenaries helped to defend the lands of Kislev and
the Empire against the Great Chaos Incursion (for a price, of
course).
Around the year 2300 IC famine struck Remas and Verezzo
when recurrent infestations of mice depleted the grain stores.
The starving populace turned against their princes for failing to
prevent the famine, and as a result the first Republics of Tilea
were formed. Poor harvests over the next fifty years meant that
much of the rest of Tilea also suffered famines and rebellions
during this period were near constant. The end of this period
was marked by a huge Greenskin invasion which was held off
at Monte Castello, the victory was seen as a great triumph for
it marked a thousand years of Tilean freedom from outside aggressors. To this day, a great carnival is held in Monte Castello
to honour the captain who prevailed against a far larger force.
But a dark cloud has covered Tilea within the last year, when
Skaven invaded Miragliano and routed its defending army,
pillaging and destroying vast areas of the city. Before the invasion, it had seemed that Miragliano might rise to become the
dominant city-state of Tilea and perhaps unite the peninsula
after nearly two thousand years of squabbling. It remains to be
seen whether Miragliano’s survivors can muster enough support from other city-states to return in force, expel the Skaven,
and begin to rebuild their once great city.
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A Timeline of the City-States of Tilea
The following time line uses the Imperial Calendar for its dates, the Tilean calendar’s dating system varies depending where in
Tilea you are, each city-state measures time from its own founding or the ascension of a particularly popular Prince. As a result
Merchants tend to use the Imperial system for measuring time as it is at least consistent if not entirely accurate.
Age of Myths
-1780 - Legend has it that the ancient city of Tylos was destroyed on this date
-1500 - The Elves return to Ulthuan
Archaic Age
-700 - Tilean shepherds seen grazing their flocks in ruined Elf cities
Classical Age
1 - The twins Lucan and Luccina build the city of Luccini amid the ruins of a former Elven city. Remas, Sartosa & Tobaro are
built in the following centuries. Most commonly written date for the ascencion of Myrmidia
451 - The coast of Tilea is ravaged by the fleets of the Dark Elves and Settra (king of the Undead in Nehekhara). Sartosa is
destroyed.
Dark Ages
475 - An Orc horde rampages through Tilea sacking many cities. 491-978 - Slowly the Tileans drive the Orcs back over the
Apuccini Mountains
1017 - Norse raiders establish a stronghold in Sartosa.
The Era of Araby Wars
1240 - The Corsairs of Araby invade Sartosa
1366 - As the civil war ravages the Empire, Tilean mercenaries fight on both sides.
1425 - The historic tournament of Ravola in which the Bretonnians are defeated by Tilean Knights, thus Tilea became safe
from Bretonnian territorial advances.
1448 - Mercenaries from Tilea help free Estalia from Sultan Jaffar’s army.
1487 - Remas suffers a Dark Elf raid.
Age of Exploration
1492 - Lustria is “discovered” by Marco Colombo.
1501 - The mercenary army of Luciano Catena recaptures Sartosa from the Corsairs of Araby.
1563-1565 - Skaven capture Tobaro. Meldo Marcelli recaptures it later.
1699 - Emperor Wu of Cathay receives the Tileans Ricco and Robbio.
1757 - Sartosa becomes a lair of pirates.
1812 - Tilea is ravaged by the Red Pox.
1877 - Tobaro elects a pig as its prince. The pig retains the throne for 12 years.
1948 - The Four Tyrannies of Tilea.
Era of Enlightenment
2000 - Art, culture and prosperity spread throughout Tilea.
2012 - Leonardo da Miragliano, the inventive genius, enters the Emperor’s service.
2236 - Grottio is exiled to the island of Nonucci for painting 2,000 naked nymphs on the ceiling of the Palazzo Verezzo.
2321-99 - Recurrent famines grip Tilea. They are caused by thousands of mice eating the grains. Both Remas and Verezzo are
declared republics.
2401 - 500 Tilean mercenaries hold out against 10,000 Orcs at the siege of Monte Castello.
2485 - Borgio declares himself Prince of Miragliano. Over the next few years he wins battles all over Tilea to make Miragliano
the foremost city-state
2503 - The mighty Borgio the ‘Besieger’ is killed in his bath with a toasting fork.
2513 - The Prince of Pavona is poisoned by Lucretia Belladonna. He is her 7th husband!
2522 - The Skaven rout a mercenary army defending the city of Miragliano and continue on to raze the city
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Chapter 4: Religion

“When-a Morrslieb hits a-your eye like a big cannonball, that’s a morte!” - Popular Tilean Song
ll Old Worlders know that Tileans worship Myrmidia.
Many also know that the cult of Morr is based in Luccini, and others will smirk when a Tilean talks of his honesty,
knowing how popular the worship of Ranald is there. Most
know little more, but the religious life of Tilea is much more
complicated than it first seems.
Tileans are religious by nature, they are willing to accept and
honour most gods and saints that they encounter. Even foreign
gods are often given altars of their own in major temples. A
visitor from the Empire or Bretonnia might be surprised to find
small alcoves dedicated to Sigmar, Ulric and the Lady of the
Lake in Myrmidia’s major temples where they are free to worship. Tileans have no desire to see any of the gods offended by
failing to offer them their proper degree of respect.
Tileans place great emphasis on the need for traditional forms
of devotion. Tileans fear that if they alter the way in which they
have always worshipped, the gods may no longer listen. At
some holy sites, ceremonies so old that no-one remembers why
they are preformed are still carried out, with some using such
archaic language that no-one even understands the prayers that
are said.
There are huge numbers of minor gods and venerated souls.
Most of these have been subsumed by the major cults but many
still retain their old local names, typically combined with the
major god’s name. Nero Manann, for instance, is the name given to Manann as god of the Black Gulf, worshipped by every
Tilean sailor and trader making their way to the great port of
Barak Varr and shrines and altars can be found along the coast
from Cappo Cinno to Monte Castello. Each of these sub-cults
has its own variation of belief and form of worship that Tileans
seek to follow in addition to the great cults’ main strictures.
Other minor gods that are regarded as the spirits of a certain
area or household are known as Lares. Almost every Tilean
household – and certainly every important household – has a small shrine to their Lares. These are
the ancestors or protective spirits of the family.
At these shrines Tileans will ask for the ancestors’
intervention in their day to day life. The head of
a family will pray that they use their influence to
ensure that the family prospers: that its business
dealings are successful, that its marriage contracts
will bring wealth and property, for advancement,
or just that the warfare between Tilea’s mercenary
bands does not damage their interests. In Northern
and Eastern Tilea people might simply ask that
their ancestors judge them worthy to carry on their
family names and to remain peacefully in their
graves. Further details of ancestor worship can be
found in Tome of Salvation (ToS).
Other shrines to the Lares are found by roadsides and at
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crossroads. Here travelers can give devotion to the spirits of
the locality and ask for their blessings; coins and coloured ribbons are common offerings. Some of these shrines are roadside
altars or even beautifully detailed miniature model temples,
but others are no more than cairns of piled stones. Many have
been combined with shrines to Myrmidia or in the south around
Luccini, Morr. The name of each set of Lares is generally combined with a name that marks their specific locality or sphere of
influence.
Tileans often call their gods ‘Mother’ or ‘Father’, Mater and
Pater in Tilean, as in Mater Myrmidia or Morrpater. Foreigners
sometimes assume that these names might reflect distinct subcults, examples of the Tilean tendency to combine the names
of major gods and related minor ones, when these are simply
examples of Tileans paying respect to those from whom they
seek favours.
Whilst Tileans recognise the importance of appeasing all
the gods, the worship of some gods is proscribed. All the main
cults agree that the honouring of the Chaos gods, as well as
Khaine and Stromfels, is wrong and the secular authorities
have fallen into line, with the exception of the open worship of
Stromfels in Sartosa.
Relations between the cults are not always harmonious. The
association of certain cults with particular city-states, such as
Morr with Luccini, has led to tensions between these cults and
patriotic members of other cities and other cults. It is not unknown for such differences to be settled by mobs led by a knife
wielding initiate.

Myrmidia
To those living in the Empire Myrmidia is a goddess of
warfare and tactics. Tileans, however, see Myrmidia’s military
role as only one aspect of her greater role as protector and
benefactor of the Tilean people. For Tileans, she is the patron
goddess of civilisation and cities, of science and invention and
of the arts and music. These are all qualities that Tileans see as
particularly distinctive of their culture. They take pride in their
metropolitan lifestyle, their use of technology and science and the superiority of the artistic works of their
painters, sculptors, composers and musicians. It is
only fitting that their goddess should take a particular
interest in these areas.
Her role is not confined to these areas in the Tilean
mind, however, and her worship has begun to intrude
into spheres normally associated with other, less
popular, cults. As the goddess of Human endeavours,
skill and civilisation, she is worshipped as the patron
deity of agriculture, horticulture and viticulture,
sometimes completely replacing the nature cults associated with Taal and Rhya in the north. To artisans
and workers, she is the goddess of handicrafts and
manufactured goods. As Myrmidia Stella Maris, the
goddess protects those at sea and is the special patroness of
navigators, pilots and shipbuilders. As Stella Maris she is close21

ly associated with the Morning and Evening Star in the night
sky and some Verenan scholars have suggested that this is an
example of a pre-existing cult that has become absorbed within
the worship of Tilea’s most popular goddess.
Despite the popularity of Myrmidia and the wide range of areas in which Tileans believe the goddess influences, Myrmidia
as goddess of warfare is as important in Tilea as it as it is in the
Empire. The worship of other warrior cults, such as Ulric and
Sigmar, is barely known and the constant struggles between
the various cities ensure that Tilea is full of mercenaries and
soldiers who pay her homage. Many of the most important mercenary companies have their own temples to her, often piled
high with banners captured from defeated enemies.
Every Tilean town and city has at least one shrine or temple
to the goddess and most have several. Even the smallest of
villages normally has a place where the faithful can venerate
the goddess. Statues to the goddess stand on most important
crossroads and these often double as shrines. Temples are often
colonnaded; others are fortified like military bases - these usually are military bases as well as temples. The great temple in
Remas has thick outer walls that enclose the equivalent of a
small town - indeed the temple complex is a separate political
entity from the city itself, where the heart of the cult is based.
Its central shrine is a huge building of white shining marble and
the Remans boast that the tiled dome is the largest in the world,
a claim often disputed by the people of Trantio.

Verena
The mother of Myrmidia and wife of Morr, Verena is unsurprisingly an important deity in Tilea. While her role as the goddess of knowledge is somewhat less than in the Empire, thanks
to Myrmidia's role as patroness of invention, she remains very
much in favour with academics and lawyers as their patron.
As well as being the goddess of knowledge and justice,
she is seen as the patroness of marriage. To Tileans this is a
natural part of her role in legal matters. Marriage in the Old
World, particularly Tilea, is rarely a matter of love as much as
it is a contract between two families. Marriage ceremonies are
therefore conducted by Verenan priests who often spend more
time detailing the inheritance rights created by the nuptials and
on what terms the dowry is repayable in case of divorce than
anything else.
In a land where vendettas between families can continue
on for generations after those who start them have died and
where the rulers are ruthless merchants, those followers of the
goddess devoted to Verena as the bringer of justice have been
known to despair. However, they may take comfort in the fact
that the libraries of the cult, along with libraries owned by
universities and secular rulers of the city states are some of the
fullest and richest in the world. Given the unbroken history of
civilisation in Tilea and the lack of cults with a fondness for
destroying knowledge, many more documents have survived
there than other parts of the world. Many libraries contain row
upon row of ancient scrolls, some so fragile no-one dares read
them. Tileans claim that the first modern books were created in
the Tilean pioneer city of Bergamo in the Badlands, now long
since lost to the Greenskins.

Morr
Often known as Morrpater (Father Morr), Morr is worshipped in a number of different guises. Morr’s aspect of god
of the dead and guide to souls is still by far his most important, but in his role as god of dreams and prophecy Morr has

spawned a number of minor cults. Altars to unusual aspects of
the god are commonly found in his temples. One of the most
important of these, in terms of influence but not necessarily
in its number of worshippers, is Morr as Sacred Father and
Husband. This cult, originally based in Luccini but now spread
throughout the Old World, stresses Morr as the god of seers
and as the companion of Verena. Whilst Verenans are interested
in knowledge, devotees of this aspect of Morr believe that the
dead possess wisdom that is veiled from the living. This can
be gained through the god by investigation and inspiration.
Another aspect of the god, common in most of Tilea but utterly
unknown outside of it, is Morr Bifrons, the two-faced god who
simultaneously looks in to both of his realms (Dreams and
the Land of the Dead). In this form, he is also seen as god of
gateways and journeys. Small shrines to this aspect of Morr are
often found in important town gateways and entrances to Tilean
homes or palazzos, as well as at lytch gates to graveyards. As
god of the gateway he is often associated with the Lares and
it maybe that this minor cult is an example of an old god that
Morr has subsumed.
As his sub-cults show, for most Tileans, Morr is far more
than simply a god of the dead and of dreams. Some believe that
Morr is a divine father to all of humanity and Tileans are his favoured sons. Whilst not an official part of the Morrian doctrine,
many in the cult of Morr regard the folk-tales that suggest that
Morr was once the mortal ruler of an early tribe in Tilea as true.
According to these Morr and Verena were the first king and
queen of mankind and much of humanity’s knowledge comes
directly from them. In these tales the gods sent their daughter
Myrmidia back to Tilea to set right what had gone wrong with
their divine plan for their people. Needless to say these stories
are less popular outside Tilea.
Morr is particularly popular in the south of Tilea and his
cult is centred at the Theatre of Ravens in Luccini. Here they
hold their grand conclave every ten years and delegations from
around the Old World come to the heart of the god’s cult. While
lesser priests debate in the Theatre of Ravens the most senior
priests journey deep within the Acropolis, on which Luccini is
built, to the Chamber of Dreams. In fact, the Theatre of Ravens
is not the greatest of Morr’s temples in the Old World, and the
site is little used when it is not time for the conclave, the cult’s
smaller temples providing for the needs
of Luccini normally.
Morr's close association with the
city of Luccini has
led to difficulties in
the past for the cult.
The followers of
Morr were briefly
forced out of Remas
toward the end of
the last century in
an upsurge of antiLuccinian sentiment,
led largely by other
cults hoping to gain
influence as a result.
The priests have
now returned and
repaired the damage to their great
temple in the city.
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Views from the Street
‘They all worship that goddess of theirs, don’t they? Myrmidia. Used to fight alongside one of them and he was always
praying to Her and offering what-not every time we had a scrap! Can’t imagine what it’d be like with a whole nation of
them all doing the same. Bloody racket, it’d be. Still, he was alright with a spear, that lad.’ - Dieter Ulfredsson, Middenland mercenary
‘How can those Tileans claim to be true heirs of our Blessed Myrmidia? They’ll bow and scrape before piles of rocks
by the roadside and hold festivals to any god they’ve ever heard of. In Estalia we honour the goddess first and always.’
- Esteban Montoya, priest of Myrmidia at the high temple in Bilbali, Estalia
‘We show respect. The capo needs respect, our princes require respect, the gods and ancestors are no different, so of
course I honour the local Lares as I pass and give thanks to the gods for each journey safely made.’ - Lucio Castrado,
Tilean merchant adventurer
‘An odd lot. Always shouting and gesticulating, never pausing to think and measure their words and their deeds, as
they should. But they remember their forefathers, as is proper, and they remember the wrongs that others do them and pay
them back in blood, as they should.’- Oku Nain, Dwarf trader of Barak Varr
‘Those bastardo Verenans are always interfering! We know what justice is and it isn’t what they tell us. Just because
they side with the make-peaces who’d have us ally with the Remans – and we all know what they’d do to us if they had
the chance! And as for the Morrians, useless Lucinnians, the lot of them!’ - Bella Bortelli, agitator and citizen of the
Serene Republic of Verezzo
The priests of Morr try to remain unconcerned by such matters: pilots, fishermen and merchants with investments in trading
everyone comes to their god’s care in the end and the people of voyages all pay regular observance to Him. Few Tileans have
any particular love for the god, however. His observances are
Tilea rarely turn away from their father for long.
sometimes coupled with prayers to Myrmidia as Stella Maris
Visitors to Tilea are often surprised by local graveyard
(see the description of Myrmidia above).
customs and large numbers of shrines to Morr where he can be
Manann is also sometimes known by his traditional name,
worshipped. Traditional burial practice from ancient times has
Mathann and as with the other gods of Tilea there are many asbeen for tombs and graves to be built along the roads out of
sociated sub-cults. Particular stretches of water often have their
the cities as well as centred around town gates and important
crossroads. Older tombs, graves and mausoleums line the roads own name and particular rites and observances; these are seen
as aspects of the great god. Other sub-cults are named after
and are an impressive sight, visible reminders of thousands of
years of culture. A legacy of this traditional custom is that Morr particular sea creatures. These are sometimes seen as the sons
or daughters of Manann.
is sometimes worshipped at cairns or miniature symbolic gateways erected by the roadside. Nowadays, however, Morrian
Stromfels
necropolises and gardens are increasingly common.
The Shark god is as much reviled by Manann’s cult in Tilea
Manann
as it is elsewhere. Unlike anywhere else in the Old World, howThe worship of the Sea King is not so much popular than
ever, Stromfels is openly worshipped in Sartosa. The rich seas
seen as a necessity by many Tileans. Many of its adherents live off the coast of Tilea contain the Great Sharks that are sacred
close to the coast and rely on the sea’s bounty to provide for
to the worship of Stromfels. The pirates of Sartosa believe in
them. Much of Tilea’s wealth is tied to its trade, with the sea
regularly sacrificing to him, attracting sharks to their ships with
and oceans often providing the easiest route for transporting
bloody lures before forcing prisoners to walk the plank whilst
goods. Unlike the tempestuous seas off the coast of the Empire
the crew chants prayers to their god. They see Stromfels as
and the Wasteland, Tilea is relatively lucky: the Black Gulf and Manann the Destroyer who can produce huge swamping waves
the Tilean Sea are generally calm, peaceful waters. Galleys,
from quiet seas. Many Tileans see Stromfels as the outcast son
with rows of serried oars, ply the gently lapping waves. ‘Mathof Manann, the voracious shark ever hungry, ever hunting.
ann is happy here’, is an old Tilean saying describing smooth
Ranald
waters far from shore. Even so, storms can blow in quickly
Of all the gods in Tilea, only Myrmidia is more popular than
from the open seas,
whirlpools form and Ranald, or to give him his Tilean name, Ronaldo. Since Tileans
see themselves as far brighter and more inventive than their
drag boats to the
dull-witted neighbours in Estalia, the Empire and the Border
ocean floor, or the
Princes, it is only natural that they delight in tales of the trickseas are suddenly
ster god, who reflects a part of their natural character, the joker
becalmed for days.
and the lover of freedom.
Anyone who voyages further afield
For the many criminal gangs that thrive in Tilea’s cities, he is
knows that they put
a patron and reminder to all that the lowliest can change their
themselves wholly
fortunes with their own wits. Even gangs that rely heavily on
into Manann’s hands force and intimidation pay the god their respects. Ranald’s role
and at ever increasas protector of the oppressed has often been popular and even
ing risk. Every mari- respectable in the land that gave the world the word ‘tyrant’.
ner is aware that the
Leaders of criminal families often like to portray themselves
sea can be a dangeras the protectors of the poor – even if in fact they are not – and
ous place. Seamen,
claim to act in Ranald’s name.
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For Tilea’s Merchant Princes, he is popular as Ranald the
Dealer. Although they may publicly profess their devotion to
Mercopio, Ranald is privately worshipped by almost every
Tilean merchant who hopes to be able to outwit his competitors. Small shrines to the god can be found in every exchange,
market and counting house in the country.

Sconduino
God of racketeers, blackmail and rustling, closely linked to
the Empire and Border Prince cult of Gunndred. Particularly
popular in the north near the Vaults, his cult is slowly spreading. His followers are noted for the viciousness of their feuds
and vendettas. Followers of Scunduino regard those of Ranald
with disdain and the degree of brutality with which they operate make them natural enemies.

when giving birth.

Taal and Rhya
Nature tends to be of little interest to the major cults of Tilea,
which are all city based. This reflects a general cultural bias
in Tilea towards metropolitan and urban lifestyles and either
ignores or denigrates the rural life. Whilst cultured Tileans
often have manicured country villas and enjoy the thought of
a pastoral lifestyle, they have no real interest in country life.
As a result, Taal and Rhya are acknowledged as gods by most
Tileans but their actual worship is often at a local level and
frequently under different names. On occasion, their worship
appears to be little more than an animistic belief in the power
of certain places and the Lares.
An important exception to this is the worship of Rhya as
Magna Mater or the Great Mother. The annual festival of the
Mother, at the Autumn Equinox, is honoured by practically all
women. Her mysteries are kept secret from men, but are said to
ensure fertility for the coming year.
Taal is sometimes known as Faalus. In this role he is a god of
shepherds and animal keepers. Urban Tileans often joke about
Faalus’s role as a fertility god, his worshippers’ animal flocks
and their lack of human contact. He is said to have many helpers – half-man, half-animal creatures or spirits known as fauns.
These creatures are similar in appearance to Beastmen and
some urban Tileans maintain that they are essentially the same.
Because the rites of many fertility cults are earthy and direct in
nature, it makes it all the easier to suggest that they are no more
than fronts for worship of the dark gods.

Ulric

Shallya
The sister of Myrmidia and daughter of Morr and Verena
is somewhat overshadowed by her more popular kin in Tilea.
Disease, sickness and poverty are just as prevalent in Tilea as
elsewhere, however, and the goddess still finds many in need of
her comfort.
Medicine is seen as an example of the sort of invention and
skill that Myrmidia is responsible for and Shallya’s role is more
confined to that of traditional remedies and the miraculous cure
than in the North. Many physicians, however, still pray to her
along with other members of her family before performing any
form of medical operation: Verena for knowledge, Myrmidia
for skill, Shallya for mercy should the gifts of her mother and
sister be insufficient and Morr if no other deity can help.
The popularity of Ranald as god of the oppressed means that
Shallya’s role as carer for the poor is less pronounced than in
the Empire. But her soup kitchens and bread dispensaries are
widely appreciated by the urban poor that cower in the larger
city-states’ streets, unable to find work or crippled by the
results of patronage and vendettas. Her temples are still refuges
for anyone suffering or ill and many still go to her midwives

Although the Winter King is an important character in Tilean
myth, the worship of the god of Wolves and Winter, apart from
foreign mercenaries, is practically unknown. A possible vestige
of his worship in Tilea is the ancient festival of Lupercal – a
wolf festival – at the Spring Equinox. This is at the same time
as the festival of Campaign Start for Ulricans and mercenaries
often seek new contracts at this festival. It is generally held to
be a festival of Taal, however, and it is presided over by priests
of Faalus where they beg for the protection of animal flocks
from wolf attacks. Most Tileans see it as nothing more than a
chance to have a few drinks and dress up in sheep, goat and
wolf costumes like an effete Lucinnian.
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Chapter 5: Magic

“There is something dark in the Winds here, I can feel it.”
- Magister Theodorus Kantor of the Amethyst College
ilea is a peculiar land without much central authority
in politics, let alone in magic. The land is far from the
Chaos Hordes of the North and their daemon-worshipping
sorcerers so, unlike the inhabitants of the Empire, the Tileans
are more tolerant and relaxed when it comes to dealing with
wizards. That does not mean, however, that a summary burning
of an offending wizard won’t happen. His offence would just
have to be graver, like casting a spell and causing damage to
someone, rather then just casting it. He is also much more unlikely to be burnt alive for just existing as he would be in some
more rural parts of the Empire.
Tilea was also subject to fallout from the Great Ritual of
Awakening performed by Nagash, the Great Necromancer,
over three and a half thousand years ago. Much like Sylvania,
the furthest point north the Ritual reached, Tilea contains focus
points of Dark Magic. Though these have less influence on the
country than they do in dread Sylvania. The Ritual has left side
effects that occur to the present day and that cause magic to
work somewhat differently in Tilea than elsewhere, an effect
that did not occur in Sylvania or the Border Princes for an
unknown reason.

T

The Workings of Magic
At the time of the Great Ritual, the Skaven residing in the
Blighted Marshes betrayed and attacked Nagash. The Council
of Thirteen pitted their magical might against Nagash’s, and
shielded “their” lands from the worst effects of the magic. Still,
though the living survived the great spell, the dead awoke in
Tilea and scattered focal points of Dark Magic appeared. As
detailed in Chapter 3: History of Tilea the Undead ignored
the living for the most part, and converged on the Blighted
Marshes, the largest of these dark nexuses.

Tilean Wizardry Traditions

reaction to another guild’s member who comes seeking knowledge could be quite similar to the Imperial Magisters’ reaction
to one dabbling in a different College’s Lore.
The following organisations have some measure of influence
in Tilea:

The Alchemists’ Guild of Urbino
“Much gelt, as you Imperials would say, flows through
glorious Tilea. It is only right that it attracted the Golden
Order here, to share the knowledge of Chamon with us.” Lord Magister Vito Andolini of the Gold Order
Created at the order of the Patriarch of the Golden Order
Gotthilf Puchta over a hundred years ago by Magister Auric the
Transmuter, this is an official arm of the Golden Order in Tilea.
The Guild is located some twelve miles northeast of Urbino, in
one of the scores of castles the Tileans have built during their
constant wars.
At first it was supposed to be but a haven for Gold Magisters
who would travel to this land, staffed by the good Auric and
a handful of his apprentices. In time, the Guild proved to be
the source of fabulous income from the myriad Tilean factions
who wished to hire an Imperial Magister. This attracted more
members of the Golden Order.
Once their numbers grew and permitted it, the Magisters
obtained permission to grant licenses and began searching for
apprentices, similar to how the Colleges do in the Empire.
No Magister from the Alchemists’ Guild can progress beyond
the level of journeyman wizard without first visiting the Gold
College proper, but that has never deterred gifted Tileans from
joining. After all, they say, they can always return home.
The Alchemists’ Guild is governed by a council of Magisters, led by a Lord Magister appointed by the Patriarch of the
Golden Order. In previous decades the unwritten rule was that
the post was available only to an Imperial subject. Recently,
however, in a controversial move, Balthasar Gelt appointed a
Tilean, Vito Andolini, to lead the Guild.

As has been said, the lack of central political authority in
Tilea contributes to the lack of a nation-wide magical organisation comparable to the Empire’s Colleges of Magic. That said,
however, with feuding Princes or infighting between factions
within the Republics, there was never a shortage of people willing to spend funds on a “court magician”. As a result there was
nothing to stop those magicians from forming an organisation
of their own, whether local Hedge Wizards or Magisters who
traveled from the Empire over the last 200 years, these wizards
are allowed to practice their arts freely by most City-States
providing they have managed to befriend the rulers.
Mutual protection, however, is an important factor for everyone in the Old World. This, and ease of sharing resources both
mundane and mystique, has led to like-minded wizards forming
guilds of sorts. In many cases members of such organisations
all owe their knowledge to a single master who founded it.
Guarding their secrets as fiercely as only Tileans can, their
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The Shadow Academy
“This is a land of opportunity! Why should I rot in the
Emperor’s service?” - Black Magister Pieter van Eckhardt,
previously of the Grey Order
Though rumours of an all-encompassing Shadowmancer
conspiracy bent on preserving the Empire and hunting down
wayward Magisters abound, the Marienburger-by-birth Pieter
van Eckhardt proves that not all of them are as loyal as they
would have people believe they are. Or at the very least he appears to prove it.
Having grown tired of the Empire’s restrictions, he “left” the
Grey Order some forty years ago to pursue such applications
of his powers that would not have been considered legal by
his peers. Shadowy Tilean politics immediately attracted him
and soon he found himself at the head of a host of apprentices.
The demand for their specific skills was huge, from “innocent”
information gathering to assassinations and the Shadow Academy grew. Through his own studies, van Eckhardt reached the
power of a Magister Lord, and several of his earliest disciples
would be a match for regular Magisters.
That said, the Black Magister evidently has something to
fear, as the location of his Academy is kept in secret. Since his
students go out of their way to avoid the Gold Magisters from
the Alchemists’ Guild of Urbino, it’s likely that van Eckhardt
fears that his former Imperial masters will learn of him. Several
local parties might also hold grudges for his Shadow adepts’
actions.

Astral Magic
The stars are right... - Maestro Vincent Lambertino
Astral Magic is a school of magic that takes advantage of the
blue wind of magic, the Azyr, which in Tilean is called Azur.
Astral Magic is founded in the Tilean city of Padula and its origins are somewhat mysterious. What is known is that a Tilean
scientist named Antonio Sineva moved in to an old defensive
tower built over the ruins of an ancient elven building around
the year 1755 IC. His field of expertise was astronomy, and the
tower was a perfect place to make his studies of the heavens.
Some say he came into contact with a Elven spirit inhabiting the ruins that allowed him to develop his latent sensitivity
to the winds of magic. His studies were greatly boosted and
he began to receive many requests for horoscopes which he
made with impressive precision. He kept his magical abilities a
secret and grew and refined it, until he became experienced in
the rituals and spells, transcribing them into books, that told of
the Azur, its manifestations and how to harness the wind. After
some time, he adopted a young orphan with who’s destiny he
had read in the stars.
The school began as a small and secretive academy, whose
members were devoted mostly to astronomical research and the
preparation of horoscopes, its use of magic is one of the more
open secrets in Padula. One of the most famous students of
the school is Garineo Garinei, professor of mathematics at the
University of Padula, he is a prominent astrologer and has done
extensive research on the planet Tigris and claims to have even
observed moons orbiting this planet.
The school is located in the old original tower, deep under
its foundations lies the tomb of Antonio Sineva in which some
powerful magical items are kept. The original tower has been
enlarged with a couple of outbuildings for living quarters, and
is called the “Specula” (this means place for speculations in
Padulan dialect). From here the Astral Wizards study the sky

and prepare their horoscopes, but also become familiar with the
use of Azur and study new forms of magic.
After Teclis formed the Celestial College, the Astral School
started to send a senior wizard there in order to compare their
own spells, study the theory of Azyr and broaden their knowledge. After completing their studies they return to the “Specula” and another heads to Altdorf.

The Way of Body
“We have been here for millennia, practicing the arts
of Body. We do not need fanciful magic of the Elves. Our
own, Human traditions are more then sufficient. ” - High
Shapeshifter Lorenzo da Pavona
One of the local Hedge traditions, allegedly practiced since
the Age of Myths throughout the entirety of Tilea, the Way of
Body is a source of pride to many Tileans. The tradition lacks
much formal organisation, though there are several things all
practitioners have in common. Each Hedge Wizard is considered to have finished his apprenticeship when his powers
enable him to change form, at which point he can claim the title
of “Shapeshifter” and take his own apprentices. All firmly believe in improving one’s body, and their spells reflect it. Finally,
all are dismissive of the Empire’s new form of magic.
The titular leader of the Way of Body is the High Shapeshifter, though the position is hereditary since the previous millennium, and he holds very little real power, apart from being able
to call a grand assembly of all Shapeshifters.

The Way of Mind
“Those fools practicing the Way of Body may eschew
real power, be decadent and disorganised, but they’re right
about one thing. There are enough Human traditions for us
to safely ignore the Elven ways.” - Warlock Giovanni the
Mindbender
Unlike the Way of Body, the practitioners of the Way of Mind
are organised into covens, in which all members are equal. It is
as widespread as the Way of Body and as ancient, if its practitioners are to be believed. Each coven competes with others for
influence and resources, though rather peacefully. Divination
competitions are held by each coven to determine whether the
apprentices are worthy of joining it as full members.
Members of the college are all convinced of the power held
within the human mind and work tirelessly to unlock it. Their
powers of foresight often make them sought-after advisors of
Princes and their vassals alike.
Spell lists (and RoS page numbers.):
Way of Mind
Way of Body
Acceptance of Fate (142)
The Beast Made Well (138)
Deathsight (143)
The Boar’s Hide (138)
First portent of Amul (150)
Claws of Fury (139)
Second portent of Amul
Form of the Ravening Wolf
(151)
(140)
Third portent of Amul
Form of the Soaring Raven
(152)
(140)
Omen(151)
The Talking Beast (141)
Banish (156)
Limbwither (143)
Clarity(156)
Curse of Thorns (153)
Law of Logic (160)
Earth Blood (153)
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Bewilder (162)
Mindhole (164)

Fat of the Land (153)
Healing of Hyish (157)

GMs without Realms of Sorcery are advised to use alternative spells from the Core Rule book with a casting number of
less than 12 from all of the Lores of Magic

Khemri have caused the following changes to the miscast table:
While most of Tzeentch’s Curse effects work as normal in
Tilea, several can turn into things related to death or Necromancy. The following Manifestations have a 50% chance of
being replaced with another (if the effect is completely new, the
description will be given in brackets): The result replaced on
the table is written in brackets at the beginning.

Game Mechanics for Tilean Magic
Mechanically Tilean wizards from a college are best created
using the Apprentice Wizard career from the Core Rules or the
Hedge Folk careers listed in Shades of Empire (SoE). Tilean
wizards using the Apprentice Wizard career are unable to enter
the Journeyman Wizard career without spending 200xp and are

(01-10
WFRP Core)
(11-20
WFRP Core)
(31-40,
WFRP Core)

New Talent: Hedge Lore - This is a Talent available to
Witches and Warlocks following established Hedge Magic traditions that have their own spell lists, such as the Way of Body
or the Way of Mind. A Witch or Warlock may take this Talent
instead of the Witchcraft Talent, and may take it as many time,
as they want. The first time the Talent is taken, it will grant the
Witch her Intelligence Bonus (IB, first digit of Int) of spells
from the list. Every subsequent time the Witch learns the Talent, it will grant her only IB/2 of spells, up to the total amount
of spells in the list, of course.
You can also introduce similar Arcane Lore, Dark Lore,
Divine Lore and Lesser Lore talents, where appropriate

Minor Chaos Manifestation Result
Witchery with Breath of Chaos
Rupture with Unnatural Aura
Horripilation with Haunted

Major Chaos Manifestation Result
Witch Eyes with Wraith’s Touch (Your
(01-10,
entire body becomes chilling to the touch,
WFRP Core)
as if frozen. It reverts to its original temperature at dawn the following day.)
Craven Familiar with The Dead Walk!
(31-40,
(D10/2 ancient Skeletons rise from the
WFRP Core)
ground as wayward magical energy activates an echo of the Great Ritual and attack
you next round. They can’t attack in the
round they appear, as they claw their way
out of the ground, though can be attacked.)
Chaos Foreseen with Ritual Echo (You
(41-50,
glimpse a remnant of the Great Ritual and
WFRP Core)
gain 1 Insanity Point. Any time after this
event, you can spend 200xp and gain the
Dark Lore (Necromancy) talent.)
Catastrophic Chaos Manifestation Result
Heretical Vision with Thought of Nagash
(41-50,
(Lingering elements of the Great NecroWFRP Core)
mancer’s will enter your mind. You gain
1d10 Insanity Points. Any time after this
event, you can spend 100xp and gain the
Dark Lore (Necromancy or Nagash) talent.)
Uninvited Company with Horde of the
(61-70,
Dead (D10 + your magic characteristic of
WFRP Core)
ancient Skeletons rise from the ground as
wayward magical energy activates an echo
of the Great Ritual, and attack you next
round. They can’t attack in the round they
appear, as they claw their way out of the
ground, though can be attacked.)

unable to enter the Master Wizard career without becoming a
full member of the Colleges of Magic in Altdorf and undergoing the correct training.

Casting Number Variances
In addition to the changed miscast tables the casting value
of spells varies around Tilea, anywhere in the vicinity of the
Blighted Marshes casters subtract 2 from a spell’s casting
number and gain an additional Chaos die unless they have the
Dark Magic talent. Around the rest of Tilea spells are cast as
normal, except in population centres with over 100 people,
where casting numbers increase by 2. As always any changes
that affect the game’s core rules are entirely optional and used
at the GM’s discretion.
These rules represent the rarity of very powerful magisters
in Tilea and tie in with the reduced strength of the Winds of
Magic in the area.

Additional rules
“When the traitorous Skaven freed the Nehekharan
usurper, Alcadizaar, and tasked him with assassinating
my Lord, the Great Necromancer retaliated in force. His
spells leeched life out of several of the so-called Lords of
Decay despite all the power of their horned god. Even as
the usurper destroyed His physical form, His immortal will
commanded the legions of local Undead to converge upon
Skavenblight, the Ratmen’s lair in the Blighted Marshes.
Through this concentration of will upon what is now called
the Zombie Marshes, Lord Nagash shaped the magical environment of Tilea for all eternity. The potency of the nexus He
created there influences the entire land.” - Lord Gorthuar
de Veris, Highest Agent of the cult of Nagash
A lack of formal training does not mean Tilea is without
wizards, but due to the dark spots scattered throughout the land
magic reacts differently to their presence than the Empire. The
twisted dark magics unleashed in his great ritual to control

(71-80,
WFRP Core)
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Deamonic Contract with One of Us (One
random limb turns permanently skeletal,
you can still use the limb and feel pain but
anyone seeing this must make a fear test and
will probably try to burn you as a mutant.)</
table

Chapter 6: Politics

”So, it’s agreed!” Luigi Barzone, Diplomat of the Court of Urbino to the Imperial Ambassador, sat back in his chair with
an air of finality. “You’ll support the Conte Urbino, so long as we align ourselves with you, but only if Remas is ascendant,
Luccini is descendant and the Condotta companies are on strike in the campaign season. Although that will, of course, depend
entirely on the outcome of our speculation in pike futures for the coming season.”
The Ambassador frowned. “Erm… Yes?”
At this, the third man at the table, the Condottieri Martinez unrolled a scroll.
“I feel that it is important at this juncture to point out that clause thirty four, section five of the regiment’s Condotta clearly
states that the regiment is not to be sent into battle against the forces of Condottieri Rodriguez,” the Mercenary Captain pronounced, pointing to the relevant section of the contract. “Hence, the company cannot be involved in this fight and we wish
you good luck. Have I also mentioned that it is pay day?”
Heinrich Schmidt, Imperial Ambassador to the city of Tobaro, adopted an expression strikingly similar to someone who had
just swallowed a wasp.
o the rulers of the Empire and Bretonnia, Tilea appears to
be both anarchic and ungovernable, a place where petty
feuds and competition for trade divide the populace. However, Tilea is also a land of opportunity, where it is possible to
accumulate great wealth through talent, wits and industry, no
matter how low one’s birth. This is due to the fact that the rise
of the burgher class in Tilea has been far more marked than in
other nations, something that Tileans are fiercely proud of. As
a result, ambition and desire for financial mobility motivates
almost every Tilean citizen. This combination of pride and
commercial competitiveness has shaped the two key facets of
Tilean society: the Vendetta and the Condotta.

T

The Vendetta
Vendetta is the term for a long-running argument between
two Tileans or, more commonly, between two Tilean families,
cults or other institutions. It permeates society, from the most
opulent of noble houses to the poorest of peasants. Originally,
vendettae were carried out in response to the slaying of a family
member and, typically, took the form of a simple and straightforward revenge killing of the murderer, normally carried out
by the victim’s closest male relative. However, in modern
Tilea the term now encompasses acts of revenge carried out in
response to any slight, real or imagined. Tilean vendettae can
be complex and long-running cycles of insults, one-upmanship
and violence, often spanning generations. They provide a
means for each Tilean to show his independence from his fellows and no Tilean would ever be content to forgive or forget
even the smallest insult. Some scholars draw parallels with the
Dwarf Grudge and, indeed, the system of vendetta is markedly
more formalised in the north of the peninsula than in the south.

Conducting a Vendetta
The most direct and obvious way of exacting revenge upon
someone for his crimes against you is through a straightforward
assault or murder, and it was along these lines that the vendetta
was most often conducted in the past. However, over time, the
methods by which vendettae are pursued have evolved beyond
simple violence to encompass more subtle forms of rivalry,
insults and one-upmanship, as families attempt to discredit or
outdo one another. Reputation, standing in society and com-

mercial power play are all important facets, and the elegance by
which the sanction is achieved is often as important in garnering respect for the party pursuing the vendetta as the damage
done to their opponent.
One of the most popular, albeit expensive, methods of pursuing a vendetta is through the building and adornments of palazzos. Unlike other lands, these massive buildings are created by
merchants, priests and politicians as well as members of the
nobility.
Sport is also an increasingly popular tactic. Horse and chariot
racing, pit-fighting and games such as snotball are popular
entertainment whether organised formally, in the great arenas of
the city states, or in the form of informal contests taking place
in the tiny piazzas of Tilea's towns and cities. Achieving victory
over your opponent provides a perfect way to publicly humiliate him.

The Condotta
Perhaps because of the chaos of the 1st millennium, rigid feudalism and class structures are not as dominant a part of Tilean
life as they are elsewhere. Instead, the Condotta, or contract as
it is known in the Empire, came to prominence as the means of
defining commercial relationships at all levels of society. It has
become such an intrinsic part of Tilean life that even the noblest
prince or the most corrupt republican couldn't retain the most
basic of servants without it.
The primary purpose of the Condotta is to define what services or duties are to be performed by the employee and what
recompense they shall receive from the employer in return.
In civilian life, market forces tend to keep the terms fairly
simple but convention has led to the widespread use of unusual
clauses, such as an allowance for sickness or time off for a
grandmother’s funeral.
A fundamental principle of the Condotta is that it should benefit both sides. However, the relative balance of power between
the two parties plays a significant part in determining the extent
to which it does so. For example, only those with influence are
able to negotiate the addition of a sub-clause that would reimburse them should employment terminate suddenly.
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In some city-states, newborns are taken to the Verenan temples by their parents, where their handprint is added to a contract signing them over to the care and loyalty of the city or the
current prince. Citizens then undergo another ceremony at eight
years old to affirm their willingness to serve the city and seal
the contract for life, registering them as a full citizen. In return
for this, the city provides a daily or weekly ration of grain for
those with a copy of the contract signed by a priest of Verena.

Patronage
In addition to the Condotta, patronage plays an important
role in Tilean society and is seen as an ancient and honourable
institution, enshrined in both state and cult laws. Those who
require protection or assistance may petition a more powerful
individual to become their Patron or Patrizio. Sometimes, these
relationships are temporary, ending once the “favour” has been
repaid to the Patrizio, typically in the form of political support
over a given issue or, in the case of a simple loan, cash, mercenaries or other assets. However, more often, the relationships
are long-term, sometimes spanning generations. Becoming a
Patrizio allows the accumulation of status as it is understood
in Tilea that the Patrizio is always considered to be at least as
skilled, rich and powerful as those under his patronage. This
often leads to rich nobles and merchant princes competing to
provide patronage for mercenary captains, priests, court wizards, astrologers and artisans of all stripes.

Structures of Rulership
Although agitators in the Empire often portray Tilea as a land
of democratic republican states living in harmony, the truth is
that, outside of Remas and Verezzo, almost all of Tilea is still
ruled, at least in theory, by its nobility.
However, the concept of nobility is much more fluidly defined in Tilea than in the Empire. Those of common birth are
able to obtain noble titles through marriage, conquest or even
simply by purchasing them. Additionally, anyone with a noble
Patrizio is considered a noble of one rank below his Patrizio
for the duration of the patronage. As a result, Tileans can gain
and lose noble status with what most outsiders consider to be
alarming ease and rapidity.

The Tilean Princes
Prince is the most prestigious title in Tilea and is, by custom, restricted to the rulers of the five city-states of Luccini,
Miragliano, Pavona, Tobaro and Trantio. The city of Sartosa is
led by a so-called Pirate Prince, but this is an elected position
and is therefore not accepted by the majority of Tileans as
legitimate. Foreigners can be further confused by the fact that
the most powerful of Tilean traders style themselves merchant
princes after the Elven style. For example, while all three members of the Triumvirate that rules Remas are currently generally
accepted to be merchant princes, none of them can legitimately
claim to be a Prince of Remas.

The Nobility
Tilean nobility is divided into those who serve the princes of
Tilea and the increasingly rarer aristocratic bloodlines. However, both share the same hierarchy of titles.
Duce or duke is the title typically associated with a minor
city-state or ducato (duchy). These are effectively of the equivalent rank as a prince, save that their domain is not as impressive as one of the Five Cities. The name of the city or ducato is
most commonly attached to the name of its ruler. For example,
the Duce Marino Zeluco is the duke of the town of Zeluco, near

Miragliano, while Duke
Organza rules the Ducato
of Organza in the Apuccini
Mountains. A female duke
is referred to as a ducessa.
The term doge is also used
in the republics.
The title of conte (or
contessa, if female) is one
rank below duce, and is
typically held by those
who oversee a small town
or contea (county), or by
those who have a Duce as
a patron. Conti typically
make up the ruling councils
of city-states, and many
mercenary captains, court
wizards and other senior
advisors hold this rank.
Finally, barone (or
baronessa) is the lowest
rung of Tilean Nobility. A
single village or fortification will typically be governed by a barone but the title is more
commonly held by those who have a conte as a patron. In larger
cities, it is not unusual to find that many of the most skilled
burghers hold this title. This invariably leads to visiting Bretonnian and Empire nobles becoming disgusted to discover that the
local butcher has styled himself a baron. In the republics, the
titles of barone and conte, are often awarded for notable service
to the republic.
”Si, barone!”– A common response to a request amongst
Tilean friends, quoting Stiletto, a character in the famous
comedy A Dangerous Mouse

The cults
Tilean cults have not escaped the culture of the vendetta or
patronage, with each temple trying to outdo its rivals by providing patronage for artists, architects and musicians. This is most
obvious in the cult of Myrmidia, whose temples are almost always massive palazzos, with vast domes covered with intricate
mosaic work and frescos, leaning towers at impossible angles,
supported only by science and numerous statues, and carvings,
often gilded and encrusted with precious gems.
The various cults and high priests also hire mercenaries as
elaborately-uniformed temple guards in an effort to one-up
their rivals. Imperial halberdiers are particularly in vogue, with
rival temples competing to hire the most prestigious regiments
and dress them in the most elaborate and decorative uniforms.
As mentioned in Tome of Salvation, the cults also award their
members a wide variety of titles. Again, the cult of Myrmidia
leads the pack in this respect, with many obscure positions with
which high priests may reward loyal supporters. Often these
positions and titles are taken from secular authorities, those
who defy the cult are threatened with accusations of Heresy or
Mutation if the titles are not given to the cult.

The Merchant Princes
Tilea has no universal banking system and each city-state
mints its own coinage. However, due to the Tilean princes’ and
duci’s habit of pursuing vendettae beyond their financial means,
Tilean coinage has developed a reputation for having little or
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no gold or silver content. As a result, most Tilean merchants
prefer to use Imperial or Bretonnian coinage.
This state of affairs has gifted considerable power and
influence to the merchants, due to the huge amount of money
and resources they own or control. With the high priests and
princes of Tilea often bankrupt, the merchants have been able
to buy their way into power by providing patronage for those of
greater station. Originally, the Elven term merchant prince was
only applied to those merchants who were so wealthy that they
could provide patronage to one of Tilea’s five princes but, in
more recent years, the term has come to describe any merchant
with significant authority over an area.

The Republics and the Burghers
The largest Tilean republics are the great city-states of
Remas, Verezzo and Sartosa but there are also many smaller
republican cities and ducati, mostly sandwiched between the
River Remo and the Plain of Luccini. The majority of these
republics were founded during the seventy-eight year period
of famine that wracked Tilea around 2300 IC. Agitators and
demagogues spurred the populace to rise against the princes
and duci, who they (quite justly) accused of hoarding grain to
sell at greatly inflated price.
While no two republics are governed in exactly the same
manner, most of them implement some form of democracy,
with each land-owner entitled to cast a vote for a council of
Signori, who elect a Signor or Podesta from amongst their
number to act as de facto ruler. Some also appoint a Capo del
Popolo to act as a leader for the citizens of the community not
on the council of Signori. While
this seems an efficient method of
governing, many towns find that
these councils quickly become
dominated by a single family
or guild. As a result, the role of
Signor of some settlements is
offered to a strong leader, such as
a Condottiere, or to the ruler of a
larger, more powerful city-state,
in order to protect the settlement
from its enemies.
Much of the power that vests
with the hereditary nobility in the
Empire, is held by the burghers in
Tilea. Rulers come to power and
are deposed by these middle classes on a regular basis, as they form
powerful guilds and voting blocks
by wielding the influence afforded
them by their wealth and through
the control of poorer citizens they
employ. Many of these legitimate
businessmen would think nothing
of hiring an assassin to target a rival during a crucial negotiation, or paying an agitator to stir up
trouble against a ruler should their policies be bad for business.
While only the richest Imperial merchants can afford heraldry
it would be a poor Tilean merchant who did not have a coat of
arms above the door, though it is worth noting they may well
be slightly shop-soiled.
Even in the more traditional city-states and bucolic ducati,
the average Tilean citizen feels far more empowered than
his counterparts in the Empire. As a result, Tileans take great

interest in politics; afternoons and evenings are typically spent
sipping red wine in the piazzas and fora while passionately
debating the issues of the day.

The Pirate Princes
Pirates are a constant worry for Tilean trading ports and
merchants. Sartosa, the Estalian islands and the Border Princes
provide many small ports from which pirates can operate and
strike at Tilean merchant shipping with impunity.
To combat the Pirate menace, the merchant princes have
taken to issuing letters or seals of Marque, creating privateers –
essentially pirate captains who prey upon their own kind. These
will often be issued in conjunction with large bounties for the
capture or sinking of specific pirate vessels and recovery of lost
cargoes.
The merchants of Tobaro, in particular, have waged many
campaigns against pirates, including assembling a vast mercenary army to conquer a pirate stronghold on the isle of CeraScuro in 2492. As a result, Tobaro is a popular port of call for
privateer captains and mercenary marine companies, giving its
harbours an eclectic, cosmopolitan feel, as different cultures
mix and sometimes clash.

Military Matters
Armies in Tilea are formed from mercenary companies,
rather than a militia or standing force of soldiers. These armies
are motivated purely by coin, rather than loyalty or honour.
In contrast to the Empire or Bretonnia, this has broken the
nobility’s traditional monopoly on military force. Ambitious
merchants and would-be tyrants are able to raise
armies as large as those of the city states, as long as
they can afford it.
Mercenary companies also seek employment
beyond the borders of Tilea and some, such as
Leopold's Leopard Company, the Marksmen of Miragliano and the Alcatani Fellowship, have become
legendary throughout the Old World.
Retaining the services of a mercenary company
involves assigning a Condotta to a Condittiére for
a specified number of lances (a unit of soldiers that
consists of between four and six men), with the
length of service and amount of pay typically defined
up front. Many of these Condotta are incredibly
detailed, specifying, for example, what supplies are
to be provided to the army when it is camped near
a friendly city or which other armies the Condittiére may or may not fight alongside or against.
The signed contract is always stored at a temple of
Verena or at a neutral place, with both parties having
a copy to hand. The Condittiére and his men carry
this into battle with them in case they need to refer
to the contract. Its loss can cause serious problems,
especially if they don't altogether trust the client.

The Mercenary Companies
Sell-swords of all types flock to Tilea, knowing that many
opportunities for profitable employment may be found there.
The Tileans are renowned for the fact that they will hire almost
any mercenary company, no matter how untrustworthy or incompetent. Indeed, as well as retaining the services of brigands,
republicans and ogres, they have even been known to stoop to
hiring creatures such as orcs. As with all mercenaries, these
less-disciplined mercenaries often turn to banditry which, in
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itself, creates more work for other mercenaries. The villages of
the wine-growing region on the southern slopes of the Apuccini
Mountains have suffered particularly from the predations of orc
mercenaries who have forgotten who hired them and seek to
steal the wine or even enslave the winemakers.

Duellists and Assassins
Young, impetuous nobles often seek to settle vendettae in the
most simple and direct manner, duelling amongst the cramped
alleys of Tilea’s city-states. Unlike their Estalian Diestro
cousins, these Tilean duellists care little for the science and
art of the blade. Instead, they are motivated only by vengeance, honour or money. The most successful duellists become
mercenaries, selling their skill with the blade throughout the
nations of the Old World. Many of them hail from the city
of Pavona, whose ruler, the Princess Lucrezia Belladonna, is
widely suspect to be not only a skilled assassin in her own
right, but also head of the most powerful and organised guild of
assassins in the Old World, whose services are often sought by
feuding parties seeking a permanent end to a vendetta or, on occasion, by onlookers seeking to fan the flames of the vendetta.
The most enterprising duellists have established a number of
schools throughout Tilea to teach the art of the blade to aspiring
swordsmen.

The Tilean Fleet
Tileans are renowned as some of the greatest sailors in
the Old World. A great fleet of merchant ships ply the trade
routes between Tilea and the Old World’s great ports, such as
Marienburg, Erengrad and L’Anguille. In addition, Tilean ships
frequently trade with Barak Varr, Copher and even Lothern.
The Tileans’ reputation as explorers extends beyond overland
routes, like the Silk Road to Ind and Cathay; Tilean captains
have also opened up sea routes to Lustria and founded the town
of Nuevo Luccini, on the Cactus Coast. Nuevo Luccini is a
thriving Tilean trading port, complete with a temple of Luccan.
Many merchants and taverns have set up shop here, making a
living from those who wish to explore and exploit the jungle.
Alongside Tilean merchants are the galleys maintained by the
city states, these patrol the coastal waters off Tilea and are often
crewed by criminals sentenced to the oars for their crimes.

who ever lived.
Mordini was in the employ of Duke Fabriano, a typical
Tilean noble who had a long-standing vendetta against the duke
of neighbouring Organza. Mordini led many successful raids on
the Ducato of Organza, until Duke Organza was forced to pay
off Fabriano to end the vendetta. However, Duke Organza, not
wishing to suffer a complete loss of face, made it a condition of
the settlement that Mordini and his Legion were disposed of, a
condition the treacherous Duke Fabriano readily agreed to.
Sardo, another mercenary captain in Duke Fabriano’s employ, was despatched to ambush and massacre Ennio Mordini
and his company. Mordini died along with all his men during
that ambush. With his last breath, he swore revenge, that someday and somehow he would settle the account for the treachery
he had suffered on that dark day.
Five years later, the Doomed Legion, as it came to be known,
marched again, in the form of a host of skeletons under the
command of Ennio Mordini, risen from the grave as a powerful wight king. Marching upon the Ducato of Lambrusco, the
Doomed Legion stormed and overran the city, cutting Duke
Fabriano’s mercenary defenders to ribbons and massacring its
inhabitants. Of Duke Fabriano, it is whispered in the corners of
Tilean taverns that his execution was preceded by seven days of
torture at the hands of Mordini himself.
How Mordini and his men returned from the grave is the
source of much speculation. Some whisper that a mysterious
necromancer raised them for his own, unknown ambitions,
while others speculate that Mordini sold his soul to the Ruinous
Powers in order to fulfil his vendetta. Whatever brought about
his return, Mordini now rules the Dead Court of Lambrusco, a
vast haunted necropolis that serves as a warning to all men how
base treachery might be repaid.

Other Elements
The Colours
The Colours are a phenomenon unique to Tilea. These
organisations are common in the cities, where they act as vast
social clubs, often with a sporting theme. Their membership is
drawn from males of all political alignments and social levels,
who partake in drunken revelry and even, on occasion, organised violence against rival Colours. In many cities, Colours
have palazzi staffed with the finest entertainers and chefs, paid
for by members’ annual dues.
In the Republic of Verezzo, the Colours have become a significant political force, after merchants and politicians turned
them into powerful voting blocks which they use as the cornerstone of their political support.

The Curse of Mordini
The city-state of Lambrusco, nestled below the Apuccini
Mountains, illustrates the power of the vendetta and fickleness
of the Condotta. The city was once defended by an elite mercenary company, five thousand strong, under the command of
Ennio Mordini, one of the greatest Tilean mercenary captains
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