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+PREFACE 

B LESSED BY Goos AND FORGED BY HEROES 
Comprised of Aldenard, the westernmost of the Three Great Continents, and its surrounding islands, the realm of Eorzea has, throughout 

history, been the cradle of several unique civilizations. Towering mountains dominate the north, their peaks forever lashed with icy winds; to 
the south, a bleak expanse of unforgiving desert holds sway. Yet these inhospitable lands hold irresistible lure fur man and monster alike, fur 
wide and deep Sow the currents of aether, and rich are the veins of power-infused crystal 



This encyclopedia is a labor of love-a love for Eorzea. It is a compilation of knowledge of our forebears. Of their histories and legends. O f 
their fables and folktales. It is a chronicle left by those who strove to unlock Eorzea's myriad mysteries that all who followed might better 
understand this great realm. It is dedicated to those who call Eorzea their home and to those who will do so one day. It is dedicated to those 
who would give their blood to see the realm persevere. It is dedicated to you, the reader, with hope that the knowledge contained within its 
pages will serve as a guide on our never-ending journey to a better tomorrow. 

A NEW ERA 
In this both harsh and vibrant region, the people of Eorzea have carved out their histories from within a cycle: of prosperous "Astral" and 

disastrous "Umbral" eras. And though the land has but recently emerged from yet another age of decline-the Seventh Umbra! Era-the 
skies remain dark. On the eastern border, the Garlean Empire masses its troops fur invasion, while the native beastmen mbes summon their 
deities, the otherworldly primals. The threats facing Eorzea will not easily be overcome. 



t 
THE BRIGH TEST BURNING CANDLE 

The life of an adventurer is the pursuit of furtune and the pursuit of fume­
the devotion of oneself to seeking out danger 

and glory wherever they might lie. 
Only the most intrepid and dauntless of souls will endeavor to embark upon such a journey. 

It is not without warrant, then, 
to assume it will ultimately be an adventurer who steps 

from the shadows of obscurity to defund Eon.ea from those who would see Her harmed­
that it wt1l be his or her tales of bravery and daring that are sung by bards fur ages to come. 

This adventurer, and every adventurer to have heretofure lived and died in our realm, 
are the true heroes of this story-Eon.ea's story. 
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BASIC AETHEROLOGY 

Not only is aether the most basic building block of all creation, but also the life energy upon 
which the various schools of magic draw. Without knowledge of aether and how it works, 
scholars would understand significantly less about the world and its inner workings. 

LIFE AND AETHER 
Within all bc~s-whether it be man, animal, or even plant-does 

aether Bow. It is the spark which grants life to the lifeless. Conversely, 
death can be said to occur once aether has left a corporeal object. From 
this it is clear to see why many scholars use the words "life " and "aether" 
mterchangeably. It can be assumed that a young man of sound mind and 
body will possess a high concentration of aetherial energy in his humours, 
whereas an older man, or one inBicted with corruption, will not. Some 
scholars have expanded upon this hypothesis saying that the consumption 

THE SOURCE OF 
ALL MAGICKS 

Manipulation of aether in a manner that deviates from its natural 
tendencies is what scholars call "magic." While the various schools 
of magic such as thaumaturgy and conjury all elllf'loy diJrering methods 
to achieve this goal, the basic concept is the same. 
A similar, yet more primitive type of aetherial manipulation can also be 

seen in non-sentient beings. A raptor breathing fire or a biast generating 
a levin-like shock are all examples of lesser-born creatures utilizing the 
aether within their bodies or available from the nearby environment to 
hunt or protect themselves from hann. 

of fuod serves not only to fill the belly, but to provide the body with 
aether lost through exertion. 

Aether is not by any means static. It constantly Bows through creation, 
forming currents through earth, water, and air which ensure that life is 
sustained throughout the world. The stoppage of these currents would 
be akin to the atrophication of a limb cut off from the heart. Aether is the 
lifeblood of Hydaelyn, and without it She-and Her children-would 
perish. 

There exist some objecu which are believed to toe the line 
between organic and ioorg,anic, gems being one eumplc. Arcaniats 
tip the scales in favor of Ii& by drawing aether into the stones-the result 
being crelltlll'CI known u Carbuncles. 



THE S1x ELEMENTS 
Aetherial energies can be divided into six distinctive elements-fire, 

wind, lightning, water, ice, and earth. These elements provide nature 
with "aspects" that govern how they act in the world For example, a 
region where aetherial currents are aspected towards fire will generally be 
hotter and drier than a region fuituring primarily ice-aspected currents-a 
region likely to be characterized by frigid climes. The same can be said fur 
the flora and fauna that populate an area. Seedkin aspected towards wind 

Fire Wind Lightning 

I NT ER- ELEMENT AL R ELATIONSHIPS 

can navigate the skies as if they were winged cloudkin. Scalek:in aspected 
towards earth will exlubit lithified skin protecting them from sharp-fanged 
predators. In addition to the six elements, there also exist two po!ts­
astral and umbral-which greatly influence the nature of the elements-an 
astral charge bringing more activity, while an umbra! charge resulting in 
more passiveness. For example, when in an astral state, fire cxlubits high 
volatility, whereas its umbra! state is characterized by dryn& 

Water Ice Earth 

Scholars have long known about the relationships of the elements, these characteristics 
documented in the ancient tome Essences & PermutArions-A TreAtue of the Six Elements, 
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CRYSTALS 
When a living ~tity dies, the aether remaining will normally leave the body and return to 

the world's aetherial currents {also known as the L ifi:stream). When a living entity, however, 
experiences death-inducing trauma, such as a mortal wound in battle, the resulting sudden 
release of its most hcavily-aspected lire energy will oft times manilest corporeally befure it can 
return to the Lifi:stream-a phenomenon we know as crystals. This can also occur when a wound 
is dealt to the very land itself, and is a reason why crystal deposits are fuund throughout the land. 
T he elemental aspect of the energy trapped in these crystals can be harnessed and used in a myriad of 

manners. Applying fire crystals to a furge can increase its internal temperature, assisting in the smelting 
of ore. The cooling properties of an ice crystal can assist a grocer in maintaining the freshness of meat 
or produce. That said, due to the extreme concentration of aspected aether within a crystal, 
direct consumption of a crystal by a living being can severely alter the aetherial balance within 
its body, ultimately resulting in severe injury or even death. 

THE TWIN REALMS 
A.etherologists believe that existence occurs on two separate but over­

lapping planes: the corporeal realm, or realm consisting of objects with 
basic physical properties; and the aetherial realm- more namely a realm 
without substance, but containing the essence of all creation. When an 
item in the corporeal realm dies or is destroyed, its aether passes back 
into the ever-Bowing currents of the aetherial realm ( sometimes re furred 
to by the Jay term, the L ifcstream). When something new is born in the 
cotporeai realm, it is granted lire with energy from the Lirestream-thus, 
a nat11ral balance is maintained between the two worlds. 

AET HERIAL T RAVEL 

Each plane exerts influence on the other, the proximity of the two 
determining the scope of that influence. In places of close proximity, 
the aetherial plane exerts a great amount of influence on the corporeal 
plane and vice versa. The corporeal plane benefits from this proximity 
by becoming rich in "ambient aether "-something that promotes lire 
and growth. Conversely, locations where there is distance between the 
corporeal and aetherial planes are thought to sufrer from harsh climes and 
be characteristically void of lire. If, for some reason, one plane were to 
become irreparably damaged, the other would also sufrer, leading to the 
eventual collapse of both. 

As was stated above, when the planes draw close in proximity, they equally exert influence 
over each other. We have already given an example of how the corporeal plane benefits from 
this influence, but what of the aetherial plane? One manner of measurable influence is how 
corporeal will can be maintained while in a state of pure aether. This ultimately allows fur 
the travel of corporeal beings through the aetherial plane without the Joss of ties to the 

beings' own plane. In simpler terms, it renders possible 
the phenomenon commonly known as "teleportation." 
Mawcks are wielded to reduce a body and will to its 

aetherial components and cross over into the aetherial 
plane. While there, the will of the host is maintained, allowing 

him to travel almost instantaneously to other locations in the 
plane, where he then crosses back, regaining his corporeal furm. 

To accomplish this, however, the host requires special "beacons" 
that point the subject where he needs to be. Aetherytes (massive 

concentrations of crystallized aether) serve as the beacons, most 
often appearing in areas where the corporeal and aetherial planes 

are the closest. These areas are already teeming with lire because 
of this proximity, which is why centers of population can be fuund near 

aetherytes. Without these bellCOns, an aetherial will would merely drift 
in the Lifcstream fur eternity, dowly breaking down into the most basic 
furm of pure aether until H ydaelyn gave those particles new furm. 

H iatorically, settlements have been establiahcd around existing deposits 
of aetberyte-iueas teeming with life due to their prounity to the aetherial 

plane. HOMver, the Sharlayans, despite a lack of eomptehenaion regarding the 
proceu involved, have succeeded in applying teehnolcgy &om previou., ages to the 
eollltruction of"portable" aetherytes which can be placed in almost any location. 



HYDAELYN 
Some scholars in the field of aetherology further believe that somewhete deep beneath 

the land slumbers a mass concentration of aetherial lire energy. These aetherologisu reli:r 
to this phenomenon as the "Mothercrystal" Still, some take this hypothesis one step 
further, stating that the existence of a Mothercrystal proves that the planet itself is alive 
and represents a heretofure unclassified biological entity. To support this theory, they point 
to the oracles and heroes of ancient history who claim unexplainable visions of the future 
or unnatural strength to overcome impossible odds. The scholars believe that it is throllgh 
these visions that the planet is conveying messages to those she entreats to aid Hc:r, with 
the reoccurring themes of"Hydaelyn's will" or the "will ofLight".which appear in the 
myths and fulklore of seemingly unrelated civilizations as proof of this belie£ 

THE AETHERIAL SEA 
A fucal point of Sharlayan academia has furever been to understand and predict Hy­

daelyn's fate. One intriguing f.ict that their scholars have uncovered is that the deeper 
into the planet's core one ventures, the more blurred the border between the corporeal 
and aetherial realm becomes, leading aetherologists to believe that if one were able to 
travel deep enough, they may be able to witness and examine the aetherial realm while 
maintaining their corporeal form. An attempt by the Sharlayans to test this hypothesis 
was put into motion with the construction of the Antitower near the Sharlayan c!ty-state 
in the Dravanian hinterlands. Built deep beneath the surface of H ydaelyn, the tower 

· focused aether into powerful magicks which pried open a window to the aetherial tcalm, 
giving mankind its first-ever view into the Pleroma and beyond. Direct contact with the 
Mothercrystal was the next step in Sharlayan's research befure the scholars were furced 
to Bee Eorzea following the Garlean Empire's invasion of the realm. 

PRIMALS 
Arcanists have devised methods of tapping into their own aetherial energy to create semi-sen­

tient, yet fully loyal familiars. This, however, is not the sole method available fur drawing 
forth an animate being from the aether. A second method involving the combining of corporeal 
aetherial energy ( usually amassed in crystalized form) with spiritual aetherial energy ( usually 
represented in the furm of faith, prayer, or willpower) in an elaborate summoning ceremony 
has, in recent years, grown increasingly common amongst the beast tribes of Eorzea. Using 
this method, powerful god-like beings known as primals can be brought to manili:st, allowing 
them the opportunity to enfurce their will on the land. The name primal is derived from the 
beast tribes' belief that these creatures are deities from which their peoples originate. In addition 
to primal, the beings have historically also been known as "eikons," by both the Allagan and 
Garlean Empires who were adamant in their dismissal of the creatures' deific status. 

Once a primal has gained a corporeal furm, the creature will oft, as a boon, offer protection 
to, or empower those who summoned it. With corporeal manili:station complete, a primal can 
also project its own internal aether upon other weak-minded beiags, corrupting their hearts 
and minds, effi:ctively creating obedient followers. This "tempering" can prove a primal's 
greatest weapon, meaning even a victory against one of the creatures will not be had without 
great sacrifice. And even these victories are short-lived, as once enough crystals are gathered 
and another ceremony performed, the demigod can be resummoned as if it never were deli:ated. 

Finally, in addition to the chaos wrought by the beings themselves, the very act of summoning 
can have adverse effi:cts on the land. The aether required in the summoning and maintaining 
of the creature's corporeal form will, without fail, draw overmuch from the surrounding 
environment's !iii: energy, turning once-lush areas into wastelands and disrupting the very 
balance of the world itsel£ 

TEMPERING 
Those tempered by a primal eventually lose nearly the entirety of their wills, leaving only 

shells that bend to the whims of the beast who hollowed them. Men in this state will give 
their own lives as easily as they would their names if it is but the wish of their new master. 
Not only do these mindless fullowers provide a formidable army, but also provide the faith 
needed to resummon the primal, should the being ever lose its corpo~al furm. Countless 
attempts, both magical and scientific, have been made to restore a tempered mind to its original 
state; however, all have ended in failure- the only known cure fur this manner of aetherial 

brainwashing being death. 
While even a single exposure to a primal's aether can tear apart a victim's mind, multiple 

exposures can lead to an eventual degradation and transfurmation of his body. Leviathan's 
"drowned" fullowers have been reported to exlnbit physical fi:atures more commonly associated 
with wavekin, while Ramuh's "touched" sylphs will grow extended beards.• 

•Proof of this final claim is, at the current moment, severely bclcing. 

In the years letding up to, as well aa thoac directly fullowiag 
the Calamity, a great number of primal, were repeatedly 
summoned by the Eorzean bcaat tribet in cleaperation to 

pl'Oleet their peoples from the Garlcm Empire. Some believe 
that this, coupled with the general resurgence of beast tribe 
activity, are why the realm still remains in a state of disarray. 
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GEOGRAPHY 
There exist three main landmasses in H ydaelyn, the largest being that which contains the 

three great continents-Aldenard, llsabard, and Othard. The fullowing section touches upon 
the locations, geography, and climate of those areas. 

THE THREE GREAT C ONTINENTS 
Situated in Hydaelyn's northern hemisphere and stretching from the 

palar region, almost to the equator, the Three Great Continents consist of 
Aldenard in the west, llsabard in the north and center, and Othard in the 
east. So great is the distance, that even the raslesl uf tr.wer vessels carried 
by f.ivorablc winds require at least a furtnight to make the journey from O Id 
Sharlayan to V ylbrand, and another two moons to travel from there to Doma. 

Regional fulklore has that Aldenard, Othard, and llsabard were once 

ALDENARD 
Westernmost of the Three Great Continents, Aldenard is most commonly 

W"upcd with Vylbrand, the Cieldalaes, and countless other small islands to 
furm the realm known as Eorzea. Compared to other regions in H ydaelyn, 
Eorzea is believed to harbor a fu greater concentration of ambient aether, 
lD8king it well suited to maintain a thriving ecological system. Drawn to 
the fertile land and abundant f.wna, mankind has long held a presence in 
Eorzea, and it is from here that many of history's greatest civilizations 
have risen. However, this abundance has also led to strife, and the wars 
to control the realm have seen many of those selfsame civilizations fall. 

Eorzea is currently governed by fuur independent city-states-Gridania 
ruling the interior furests of the Black Shroud, the sultanate of Ul'dah 
ruling the southern deserts of Thanalan, the Holy See oflshgard ruling 
the ,uorthern highlands of Coerthas, and Limsa Lominsa ruling La N oscea 
on the southwestern island of Vylbrand. as well as its neighboring seas. 
Little more than two decades ago, there was an additional pair of city-states 

ILSABARD 
Positioned between Aldenard and Othard, the continent of llsabard is 

characterized by extreme temperatures and unpredictable weather. The 
northern territories located beyond llsabard's dividing central mountain range 
are oft regarded as some of the harshest environments on H ydaelyn, with 
several coastal communities made to endure unfurgiving storms in the summer 
and frozen seas in the winter. This has ultimately impeded the advancement of 
civilization, lon:ing people to instead exhaust their resources to simply survive. 

However, fifty years ago, civilization on Ilsabard took a significant leap 

0THARD 
Othard. or the Far East, as it is commonly referred to by those living 

in the west, is the smallest of the Three Great Continents, yet much 
like Aldenard in that it is comprised of a main landmass and countless 
islands off its coasts. While Aldenard is longitudinally situated futhcr 
south than llsabard, the towering spires which line the region's northern 
border are Covered in snow year-round. and the land beyond them is 
permanently frozen. From these mountains trickles down the water which 
gives Othard lire, eventually funning the One River-the longest and 
widest watercourse .in all the Three Continents. This river passes through 
the great swath 9f grasslands in which the Auri Xaela clans live befure 
winding tllrough Y aruria-a fertile land that, until the recent invasion by 
the Gar~ Empire, was controlled by the nation ofDoma. 

brothers whose hearts were so filled with love fur one another that they 
remained inseparable fur countless aeons. One day, however, did the brothers 
Othard and llsabard grow jealous of Aldenard fur, despite being the youngest, 
he was blessed with the richest of lands. In a violent fit of anger, the brothers 
pulled themselves away from their younger sibling to where they stand today, 
Aldenard's outstretched hand clinging to llsabard's coat tail in one last final 
effort to bring him back. 

which shared Eorzea with the afurementioned fuur-Sharlayan and Ala 
Mhigo. The funner, however, was abandoned by its inhabitants out of 
fear when the Garlean Empire invaded Aldenard from the north and 
occupied Ala Mhigo. 

when, through science and ingenuity, the small northern nation ofGarlemald 
started an uprising which would eventually change the entire &cc of the 
Three Great Continents-the Magitek Revolution. After quickly toppling 
several nearby nations, the Garleans, now an empire, set their sights on 
warmer climes and led their armies across the mountains and into southern 
llsabard-an area known to Eorzcans as the Near East-am! proceeded 
to conquer all in their path until nearly the entirety of the continent was 
annexed and absorbed. 

Though connected geographically, fur thousands of years little interaction 
has taken place between llsabard and Othard, the main reason being a 
combination of near-impassible mountain ranges and dea.dly wastelands 
which severely restrict all land routes. While coastal cities have experienced 
limited contact with the outside via trade, the overall isolation of Othard 
has allowed local cultures to evolve with little to no influence from the 
west. Only in the past two decades have ~ begun to change-the ad­
vent of airship technology thrusting open the once-closed doors of the Far 
East. However, this new exposure also served to alert the pawer-hungry 
Garleans of new territory ripe fur the plucking and it was not long befure 
the Empire had set their sights on Doma and Dalmasca-two nations 
which have since been brought under the imperial standard. 



THAVNAIR 
To the south of llsabard lies a great sea known as the Bounty. The 

abundance of sea I.ire combined with its central location in relation to the 
Three Great Continents has historically seen civilizations on the islands 
of the Bounty thrive, even during the calamitous Umbra! Eras. 

The most prominent of those civilizations would have to be that of 
Radz-at-Han, located on Thavnair-the Bounty's largest landmass. 
An ancient city-state with a history stretching back thousands of years, 
Radz-at-Han is best known as the birthplace of modem alchemy. It is 
interesting to note that, despite having a very limited outward military 
presence, the city-state has succeeded in furging a non-interrerence treaty 
with the Garlean Empire, ensuring their independence while mightier 
nations fall about them, and as thus, Radz-at-Han remains an active hub 
fur trade between Eorzea. However, it has been noted by some that the 
treaty was only furmed so that Garlemald could obtain items from Eorzea 
via Thavnair, as official trade between the regions was frozen after the 
Empire's fuiled invasion twenty years past. 

M ERACYDIA 
Far to the south of the Three Great Continents, beyond the equatorial 

line, lies the second of Hydaelyo's three landmasses-Meracydia. Five 
millennia ago at the close of the Third Astral Era, the Allagan Empire, 
unsatisfied with controlling merely Aldenard, Ilsabard, and Othard, set 
their sights to the south and began an invasion that would end with 
nearly the entire continent being rendered a wasteland. While some areas 
remain uninhabitable even today, those which have been repopulated 
remain recluse and very rarely welcome contact with the civilizations of 
the northern hemisphere, ofttimes attacking any who approach, whether 
it be by sea or by air. Because of this, very little of the region is known, 
including even the most basic of geographical infurmation. 

THE NORTHERN EMPTY 
Across Abalathia's Spine, the battered seacoast of the Farrcach, and 

beyond the Bloodbrine Sea lies the Northern Empty-a vast body of 
water almost entirely void of islands, save for two major chains. The 
first, and northernmost, is a remote archipelago known as Aerslaent 
("first land")-homcland of the Sea Wolf tribe of Roegadyn. It is from 
these islands that the first inhabitants of Limsa Lominsa are said to have 
hailed-arriving on Vylbrand after a fuiled raiding attempt in the soutltl!m 
Rhotano Sea. On the second group of islands further to the west can be 
fuund Old Sharlayan, the very nation from which settlers came in the early 
Sixth Astral Era to furm a satellite city-state in the Drawnian hinterlands. 

THE SOUTHERN SEAS 
The seas fur to the south of Eorzea also teem with countless tiny islets. 

Excepting the occasional squall, proximity to H ydaelyn's equator blesses 
these islands with a warm, pleasant climate. It is from these islands that the 
Lalarell originated, using catamaran-like ships unique to their civilization 
to travel across the boundless waters and to the Great Continents. 

Interaction between Eorzea and the southern isles is remarkably 
abundant, with most trade going through Limsa Lominsa and its busy 
ports. It is also well documented that arcanima-the school from which 
arcanists draw their craft-originated in these isles and was brought to 
Vylbrand by Lalarellin immigrants to the realm. 

THE NEW WORLD 
The final of H ydaelyn's three major landmasses lies fur to the west of 

Eorzea, beyond the boundless ocean known as the Indigo Deep. Despite 
the dearth of ancient epics and historical tomes to support the land's 
existence, as recently as eighty ~ars ago it was debated whether or not 
the place was naught more than mere literary exaggeration-that is until 
a Sea Wolf adventurer hailing from Limsa Lominsa named K.etenramm 
the Blue rediscovered the region upon sailing west fur nigh two moons 
straight. Notwithstanding the sailor's repeated attempts to name the region 
K.etenland, the "New World" remains the term most commonly used today. 
Not only did K.etenramm and his crew discover the landmass, but they 

also spent several moons exploring inland, eventll:jl,fy encountering the 
denizens of the sprawling nation of Mamool Ja. K.etenramm was even 
granted audience with the nation's supreme leader, to whom he presenrcd 
various gifts from his Eorzean home. These rare gifts impressed Jhe leader 
so much, that he presented him with a massive idol furged from pure 
silver, as well as allowance to roam &cc about his nation during their stay, 
K.etenramm used this opportunity not only to map the land, but to gather 
myriad root vegetables and seeds to carry back to Limsa Lominsa. Many 
staples in modem-day Eorzean diet such as ogre pumpkins, ruby tomatoes, 
popotoes, and alligator pears are all transpbtnti from the N cw World. 
While distance prevents much modem-day interaction between the 

New World and Eorzea, recent ~an have seen an influx of Mamool Ja 
mercenaries making the trip from their homeland to make profit from the 
unrest in the east. 

Olf 
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HYDAELYN & ZODIARK 
For thousands of years, Eo=a has experienced a repeated cycle of devastation (Umbral Er.1S) and prosperity (Astral Er.1S). Recent revelations 

have shown that this Il!ay be a result of a deep-seated conflict between the will of Light, H ydaelyn, and the will of Darkness, Zodiark. 

THE ERAS 
Eorzea has been defined by its periods of growth and prosperity, wherein 

civilizations have risen and thrived until being brought down by terrible 
disasters known as Calamities which, in tum, bring upon ages of darkness 
known as Umbra! Eras. 

The most recent Calamity occurred a mere five years past, and con­
stituted a night of destruction which ushered in a period of chaos and 
uncertainty known as the Seventh Umbra! Era. This Calamity was a result 
of the full of H ydaleyn's lesser moon Dalamud in the I f72.nd year of the 
Sixth Astral Era. Upon the satellite's arrival above the Carteneau Flats in 
central Eorzea, it split apart revealing the elder primal Bahamut, who, in 
a fit of inchoate anger laid waste to anything and everything around him. 

A sc1ANS 
Throughout Eorzean history, whether it be in folklore or pyth. 

there has been mention of dark, shadowless fi~i,Sa known as -t\$:­
cians who, with their twisted words, would ii\c'ft11)trile between 
peoples-most recently teaching the beast t~~Eorzea 
how to summon primals and essentially ign~a W 
,panning multiple continents. According to re-, 
cent research by the Scions of the Seventh 
Dawn, there is proof that the Calamities, 
once believed to be natural occurrences, 
were acrually triggered by the crooked 
schemings of the Ascians in an attempt 
to bring about a phenomenon known 
as the Rejoining-a form of dimensional 
compression desired by their deity, Zodiark. 

DIMENSIONAL 
COMPRESSION 

But what is dimensional compression? The Students of 
Baldesion and Scions of the Seventh Dawn have both allo­
cated resources into learning more about the phenomenon. 
Their findings are as follows: 

"Deep within the aetherial sea, Light and Darkness wage a 

Up until Dalamud's full, many Sixth Astral Era scholars convinced 
themselves that the f.ict there had already been six Calamities-each 
TCpresenting one of the six elements-was proof that there could not be a 
seventh and that the Sixth Astral Era would last indefinitely. However, 
subsequent study of Garlean Empire legatus N ael van Damus's Meteor 
project would eventually lead these scholars to the conclusion that the 
attack by Bahamut was indeed a Calamity, though one not represented by 
any one element, but rather consisting of all the elements charged astrally. 
Fallowing much deliberation between the scholars and the ruling parties 
of each of the four Eorzean city-states, the consensus was finally made 
to deem the yeiirs full.owing B@amut's advent the Seventh Umbra! Era. 

never-ending war against each other. Equal in strength, their battles end in standstills mam 
balance in the world. How ever• there was a period when the strength of Darkness grew, disrup 
this balance. From within the M<1thercrytsal, the will ofLigbt-Hydaelyn- passed judgment 
Darkness should be physically excised from the planet, and cast the will of Darkness-Zodiark~ ,pace; where 
it became the moon. However, in doing so, H ydaelyn tore the very di,nensional fabric, creating a rifr \llfiich spawned, 
forth thirteen mirror images, which have since evolved separ.itely from the original" 

This hypothesis continues by stating that of the fourteen parallel dimeQSions ( the original upon which Eorzea exists), 
seven have already faded into oblivion at the hands of the Ascians who, from the sali:ty of Eorzea, work to topple the 
walls between dilllensions, causing them to collapse in on themselves. Their purpose ? To regather the aether distnbuted. 
amongst the thirteen mirrored planes and concentrate it back to the original. where it can be used to wake the exiled 
Zodiark and restore Him to his rightful place back within Hydaelyn. This process, compressing fuurteen dimensions back 
into one, is what the Ascians refi:r to as the Ardor, and it most certainly spells destruction of life on Hydaelyn as we know it. 



THE W ARRIORS OF LIGHT 
In the moons befure the Calamity struck and ushered in the Seventh Umbra! 

Era, Eon.ea saw the rise of unlikely heroes who took up their blades to stave 
off impending doom. However, despite their countless deeds, the names and 
faces of these brave men and women have been mysteriously erased from the 
minds ofEorz.eans-all that remains being a searing white brilliance that blinds 
us from memories that should exist. These shades have since been dubbed the 
Warriors of Light, and while their identities may never be fully known by 
most, their deeds will live on in legend fur all eternity. 

T H E E CH O 

So, who were these Warriors of Light who led Eon.ea back from the 
precipice of destruction? Study of ancient documents-from musty tomes 
to wall carvings-shows us they are not unique to the Sixth Astral Era, 
and that similar heroes have appeared before every Calamity to ensure 
mankind endures. 

For example, before the great flood which marked the end of the Fifth 
Astral Era, legend tells us of twelve Archons who descended on Eon.ea to 
warn its denizens of the rising waters. There are also tales from the Near 
East which follow the exploits of great warriors known as the Zodiac 
Braves-warriors whose appearance also happens to coincide with a past 
Calamity. What, then, ties these legendary figures with the Warriors of 
Light who emerged but five summers past? One answer might be the 
Mothercrystal and the power She is hypcthesized as providing to those of 
H er choosing. Eorz.ean myth is full of tales of heroes who have been granted 
seemingly otherworldly powers. While much of this can be attributed to 
embellishments by bards looking to add spice to their honeyed tales of sword 
and sorcery, might it be that these tales also speak some truth, as the powers 
which they describe are often similar to ones docwnented by the Scions of 
the Seventh Dawn as being experienced by those fi:w who have had contact 
with H ydaelyn? This power- known as the Echo-comes in many forms, 
several of which are listed below: 

I The Power to Transcend Words 
For those blessed with the power to tranSCCnd 

words, language no looger poses a barrier to in­
tercultural communication. V oiccd utterances fule 
and are replaced by an internal understanding of 
another's intentions. Conversely, words spoken by 
one with this power are immediately understood by 
all, without need of linguistic interpretation. 

I The Power to Transcend Time 
Those granted with this furm of the Echo can 

mentally travel back in time to witness occurrences 
experienced by another. It was originally thought 
that proximity with the memory holder was necessary 
fur transcension; however, it has recently hecn dis­
covered that residual mnemonic aether lingering in a 
location can also trigger these third-person flashbacks. 

I The Power to Transcend Worlds 
Though rare, there have also been cases rcporred 

of individuals who, through the manifestation of 
H ydaclyn's very Light, can walk die aethcrial plane 
and communicate directly with the planet H ersel£ 
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THE TWELVE 
.EoruA • .A IAnd lrrrJed bJ gods. And forged hJ hero,,. 

The gods of which this epithet speaks are the Twelve­
the pillars upon which religious fuith in Eorz.ea firmly rests. 

OscHoN THE WANDERER 
Oschon is ruler of the mountains and god of wanderers and vagrants. He commands the 

element of wind and is associated with the sixth moon of the Eorrean calendar. Oschon is 
the brother ofNald'thal, and the close companion ofHalone. He is most often depicted 
as a carefree ranger wielding a bow of yew. His symbol is the walking stick. 

LLYMLAEN THE NAVIGATOR 
Llymlacn, watcher of the seas and goddess of navigation, is the guardian deity ofLimsa Lominsa. 

She commands the element of wind and is associated with the fifth moon of the Eorz.ean calendar. 
Llymlaen is the daughter ofThaliak, and the elder sister ofN ophica. She is most often depicted 
as a strong fisherwoman wielding a long-bladed harpoon. Her symbol is the wave. 

NYMEIA THE SPINNER 
N ymeia is the watcher of celestial bodies and goddess of late, She commands the 

element of water and is associated with the fourth moon of the Eorzean calendar. 
N ymeia is the younger sister of Althyk, and master of Rhalgr. She is most often 
depicted as a weaver donning a white, silken veil Her symbol is the spinning wheel 

THALIAK THE SCHOLAR 
Thaliak, ruler of rivers and wisdom and god of knowledge, is the guardian 

deity ofSharlayan. He co!Illllands the element of water and is associated with 
the third moon of the Eo= calendar. Thaliak is the lather of Llymlaen, 
and the teacher of Byregot, He is most often depicted as a reserved scholar 
holding an ashen staff. His symbol is the scroll 

MENPHINA THE LOVER 
Menphina is keeper of the twin moons and the goddess of love. She commands' 

the element of ice and is associated with the second moon of the Eorzean calendar. 
Mcnphina is the sister of Azc:yma, and the divine lover ofOschon. She is most often 
depicted as a maid carrying a round skillet. Her symbol is the full moon. 

HALO NE THE FURY 
H alone, mover of glaciers and goddess of war, is the guardian deity of Ishg;r.rd. She 

commands the element of ice and is associated with the first moon of the Eorzean calendar. 
H alone is the daughter of Rhalgr, and a bitter rival of N ophica. She is most often Jepicted 
as a relentless warrioress armed with a bronze greatshicld Her symbpl is the three spears. 



TWELVE W ORSHIP 
Belief in the Twelve, a pantheon of gods and goddesses each rep=ented 

by one of the six elements upon which all creation is rounded, has served as 
a cornerstone fur civilization in Eon.ea fur millennia. Though theologians 
remain unsure of the exact origins of Twelve worship in Eorzea, studies of 
relics from the Allagan civilization tell us that even five thousand years ago 
at the peak of the Third Astral Era, the six and six deities were already 
engrained in society-as they are today. Not only is the year divided into 
twelve, and twelve-year cycles used in modem astrology, city-states still 
choose a patron deity to serve as a guardian over their lands, with that 

deity becoming a focal point of culrural developmc;nt, such as the case 
with N ald'thal and the economically inclined Ul'dahns. 

Sometimes people from certain races .or profi:ssions will choose to focus 
their worship on a single deity. Many Miqo'te of the Seeken of the Sun 
clan will follow the teachings of Azcyrna, the Warden and goddess of the 
sun. Sailors will often pray to Llymlaen, watcher of seas and goddess 
of navigation to see their ships safely to port, and artisans will pdy to 
B yregot to guide their hands. 
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B YREGOT THE B UILDER 
B yregot is the purveyor of architecrure and industry, and god of the arts. He commands 
the element of lightning and is associated with the seventh moon of the Eonean calendar. 
Byregot is the elder brother of Halone, and pupil of Thaliak. He is most often depicted 
as an ardent smith with a two-headed hammer. His symbol is the hand. 

RHALGR THE DESTROYER 
Rhalgr, breaker of worlds, is the god of destruction and guardian deity of the now 

full.en nation of Ala Mhigo. He commands the element of lightning and is associated 
with the eighth moon of the Eonean calendar. Rhalgr is the father of both B yregot 
and Halone, and serves as attendant to Nymeia. He is most often depicted as a magi 

carrying a staff of bronze. His symbol is the streaking meteor. 

AZEYMA THE WARDEN 
Azcyma is keeper of the sun and goddess of inquiry. She commands the elell)Cllt of 

fire and is associated with the ninth moon of the Eorzean calendar. Azcyma is the 
daughter of Althyk. and the elder sister of Menphina. She is most often depicted 

as a noble lady holding a golden fan. Her symbol is the radiant sun. 

NALD'THAL THE TRADERS 
N ald'thal, overseer of the underworld and god of commerce, is the guardian 

deity of Ul'dah. He commands the element of fire and is associated witb. the 
tenth moon of the Eorzean calendar. N ald'thal is the single manifustation of 
the deific twins N ald and ThaL He is most often depicted as a discerning 

merchant holding a balance. His symbol is the cowry, an ancient shell currency. 

NoPHICA THE MATRON 
N ophica, tender of soils and harvests and goddess of abundance, is the guardian 

deity of Gridania. She commands the element of earth and is associated with the 
eleventh moon of the Eorzean calendar. N ophica is the daughter of Azcyma, and 
the younger sister of Llyml.u:n. She is most often depicted as a jubilant farmer 

holding a scythe of steel Her symbol is the spring lea£ 

ALTHYK THE KEEPER 
Althyk is the surveyor of change and space and god of time. He commands the element 

of earth and is associated with the twelfth moon of the Eorzean calendar. Althyk is the 
father of Azcyma and Menphina, and elder brother to Nymeia. He is most often depicted 

as an austere emperor wielding a mythril greataxe. His symbol is the hourglass. 
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H ELLS AND H EAVENS 
Every god and goddess of the Twelve is associated with one of the six 

controlling elements. When the deities deemed Their work on Eon.ea 
complete, They proceeded to create the firmament, the result being six 
astrally aligned heavens aspected to each of the six elements, and a final 
seventh heaven to rule them all However, a residual product of these 
heavens were six similarly aspected hells, ruled by an all-encompassing, 
umbrally aligned seventh hell The six "lower heavens" are represented 
in the sky by six constellations-star formations which astrologians also 
perceive as gates that, when opened, can allow a person to become 
attuned with the heavens and manipulate their aether. These constella­
tions revolve around the pole star which is believed to be the gate to the 
seventh and final heaven. 

While some sects of Twelve worship have different views of the 
afterlife, most believe that the righteous are promised a place in the 
heavens while sinners are doomed to an eternity of punishing trials in 
the hells. A belief made popular by a funous theologian and playwright 
of the Sixth Astral Era states that upon an evil man's death, he will fall 
to a hell that corresponds to the sins he committed in his lifetime. Once 
suffi:ring an eternity in payment for these sins, he must joUt'lley throtrgh 
the remaining five "upper hells" and witness the sins of his brothers, 
before finally arriving at the gate of the seventh hell, where his heart will 
be weighed. If it is heavy with sorrow and repentance fur what he has 
done, he will be sent to the heavens. But if it remains light, he will be 
admitted to the seventh hell where he will suffi:r forevermore. 

THE HELL AND 
HEAVEN OF FIRE 

In the Heaven of Fire sprawls an endless city 
built by N ald'thal from golden bricks fired in 
the heat of Azcyma's sun. Here reside the just 
and the fair, the honest and the philanthropic. 

The Hell of Fire was formed when the 
rubble left after the creation of its heavenly 
counterpart was cast from the firmament into 
the dark Pit and set alight Here burn those 
who wrongly judged their peers, those who 
tricked their customers, and those who gave 
and received douceurs. 

THE HELL AND 
HEAVEN OF ICE 

In the center of this heaven rises a lofty 
palace of ice-ii;; made of frozen moonbeams 
and carved with the Fury's own spear. Here 
reside epic heroes and gallant knights, the 
benevolent and the &itbful 

FJOm Halone's gelid palace do piercing 
icicles plwnmet to the Pit, creating the Hell 
of Ice. Here suffi:r cowards, deserters, and 
adulterea. 

THE HELL AND 
HEAVEN OF WATER 

To create the river which runs through the 
Heaven ofWater, Nymeia melted a star, to 
which Thaliak added the essence of knowl­
edge and then poured it forth from his Ewer. 
Here reside the scholars and inventors, the 
teachers and the entrepreneurs. 

From the bed of the celestial river did 
forsaken droplets rail to the Pit where they 
settled and stagnated, creating the Hell of 
Water. Here drown deceivers, counterfeit­
ers, mountebanks, and false prophets. 

THE HELL AND 
HEAVEN OF LIGHTNING 

In the Heavo11, of Lightning, one will 
find a towering clockwork spire built by 
Byregot with metal forged from a comet 
and p.owered by Rhalgr's levinbolts. Here 
rest e~l'S and arcJ:utecu, revolutionaries 
and conqucro,11 <If evil. 

Levin-charge<l fragments of the comet 
plummet to the Pit to form the Hell of 
Lightning-a place of damnation for nndals, 
slumlords, and warmongers. 

THE. H ELL AND 
HEAVEN OF W IND 

In the Heaven of Wind rises a towering 
mountain range atop which Oschon looks out 
upon an endless sea ruled by Llym.laeA. Here 
rest explorers and adventurers, n10untain 
climbers, saints, and those who rescued the 
aforementioned souls from pepl. 

Rogue gusts from on high incite terrible 
tempests in the Pit, creating the Hell of 
Wind. Here mountain bandits, defilers of 
land and sea, and pirates suffi:r as the air tears 
flesh from bone and soul from flesh. 

THE H ELL AND 
HEAVEN OF EARTH 

To create the Heavc:1t of Earth, Nophica 
planted a single sapling which Althyk in• 
stantlr =d to marurity by bending time 
itsel£ Under this mighty sentinel's l>ougbs 
sit. f.umcrs i11d uatw-aliats, historians and 
archaeologis&I. 

Leaves fallen from the tree and left to rot 
in the pit are what c~the Hell of Earth. 
Here lie buried thievra and defilers of nature, 

liars and revisionista. 

0,, 



• CURRENCY AND MEASUREMENTS 
-------------------

Eon.cans employ a system of units and measurements which serve to quantify various aspects of their daily lives. 
From currency to units of length and weight, funiliarity with these concepts and their origins will affurd the reader 
a deeper knowledge of the realm and the references employed by its residents to descnbe the world around them. 

A HISTORY OF COIN 

When the Sixth Umbra! Cabanity came, laying waste to the land and 
swallowing up once-proud nations of magi and wise men, the currencies minted 
and circulated by these civilizations lost their value, and the economy ofEorz.ea 
C'Cturned to a primitive system of barter and trade. fu the realm recovered 
and rebuilt itself after the dawn of the Sixth &tral Era, the currencies of 
Mhach and Amdapor came back into limited use, their values assigned roughly 
according to the worth of their component metals. 

As city-ttatcs and mtions came to ftourish, certain interests took steps to 
mint their own currencies, with Sharlayan and lshgard quick to fullow suit. As 
contact between nations in these times was limited at best, no elfurt was made 
to introduce a universal standard, and fur years, many and myriad currencies 
were nchanged throughout the land 

This changed in the years of peace that fullowed the Autumn War. Trade 
and diplomatic relations between nations ftourished, and fur reasons of 
economic convenience, voices calling fur a universal currency grew louder. 

In the year 1477 of the Sixth Astral Era, the leaders ofEonea's six great 
city-ttates came together, and after some debate reached the decision to mint 
a universal currency to be used the realm over. So it came to be that gi1, a 
coinage once used by the ancient Allagan Empire, was reinstituted as the 
standard currency fur all the land 

I On the Design of Gil 
In times of eld, coins would typically bear designs inspirQI by 

hcroco, leaders, or religious imagery of the nations that minted 
them. With the introduction of gi1 as a universal currency, 
however, a consensus of experts &om all nations made the decision 
to adopt neuml dcsigns-<ll!CS not rooted in the traditions of any one 
culture or nation.:_in the interest of avoiding needless debate. To this end, 
the f.icc ofNymcia, the Spinner, was chosen to grace the one-hundred gil coin. 

An exception to the rule can be found in the oommcmorativc one-gil ooins issued by 
the grand companiea fur Fotmdation Day, which arc emblazoned with the images of the 
leaden of their n:spective city-mtes. 

W EIGHTS AND M EASURES 

Eorzeans measure length and distance in ilms, fulms, yalms, and maims. 
The ilm is the fundamental unit of measurement, roughly equivalent to 
the length of an adult H yutan thumb, with the longer fulms, yalms, and 
maims calculated using the ilm as a base. Needless to say, as the size 
of body parts can vary wildly from person to person, these units were 
somewhat imprecise in the early days of their use. While this would rarely 
be a problem within close-knit communities, confusion quickly ensued as 
trade and commerce $pread across the realm. 

Matters came to a head in the year 986 of the Sixth futral Era, when 
a pirate who had come to Liinsa Lominsa to procure sailcloth from the 
black markets became enraged when his purchase full short of the length 
fur which he believed he had paid Though contradicting accounts of the 
incident exist, most agree that the ensuing scuffle left some fifty men dead 
or wounded Admiral Agarzahr Roehmerlsyn of Limsa Lominsa took 
swifi: action, promptly arresting the pirate who had caused the ruckus, 
lopping his thumb clean off', and declaring that it would hencefurth serve 
as the standard measure of an iim throughout the land Cast-iron replicas 
of the buccanccr's severed digit were produced in bulk and distnbutcd 
around the realm to serve as one-ilm rules, and disputes over vague 
measurements soon became a thing of the past. 

Unit 

I iJm 

I fulm 

I yaim 

I maim 

Unit 

1 omc 

Approximation 

An adult H yuran tlmmb, a ripe rolanbcrry 

1 a ilms, an adult H yuran fuot, a grown chocobo tailfcather 

3 fulms, a bastard sword blade, an adult Lalafcllin male 

1760 yalms, the distance an adult Elczcn can rw, in a tenth bell 
The approximate height ofO'Ghomoro 

Approximation 

An adult Hynwi thumb, a 100-gil ooin 

1 pomc 16 onzcs, a merchant's scale sto.nc, a block of kuJruru butter 

I tonze 
a,ooo ponzcs, a fully matured goo!)bue 
600 bottles ofWincport red (1 standard overseas shipment) 
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THE HISTORY OF EORZEA 
To fully understand the realm of Borzea, one must first delve into her past and witness the 

violent cycle of birth and destruction which forged the land from darkness. 

THE FIRST UMBRAL ERA THE CALAMITY OF WIND 
Eon.ea is characterized by elemental calamities which 

plunge the realm into short, yet harrowing periods of 
chaos known as Umbra! Eras, followed by extended 
periods of prosPJ/:ity known as Astral Eras. What then, 
you may ask, of the land before the first calamity struck? 
Drawing from the songs and writings of countless 
~ivilizations, theologians believe prehistory to be a 
tempestuous time of uncontrolled creation overseen by a 
mercurial god or _gods-creation which abruptly ends with 
the destruction of all that exists, ultimately allowing for 
the rise of mankind from the wreckage. Historians and 
schcilars of biological fields, on the other hand, claim that 
mankind could not have simply "appeared" and suggest 
an evolution of the species in the thousand thousand years 
preceding the first calalnity, What the two groups do, 
however, agree upon is that modem history begins with 
the First U mbral Era. 

It wu not until the advent af the Sixth Umbral Era 
t!mr, br the process of elimination, tcholan were able to 
dec:we with ceminty that the elemental calamity which 
Ulhercd in the First Umbra! Era waa indocd conneacd 
in some way with wind-possibly in the form af tcmblc 
hurricanes, tcmposu, or tornadoes. R=t dell.ings with 
the !Jl'IOSlcs ofMoghomc in which vilhie,c eldcn have 

spoken of a wind-driven ditastcr previous to the lint five 
calamities serve to further reinfo= this theory, 

THE FIRST ASTRAL ERA A TIME OF STONE AND FIRE 
It is during the First Astral Era that mankind is 

believed to have learned the essentials for survival-the 
ability to carve stone tools and the ability to make fire. 
Tools allowed for the rise of agriculture and a departure 
from hunting and gathering, which eventually resulted 
in the abandonment of nomadic lirestyles and saw the 
establishment of villages and towns. Within these towns, 
civilization thrived and basic sciences such as animal hus­
bandry and simple metallurgy were discovered and refined 
As the towns grew, so did the hegemonies that oversaw 
the towns until finally kingdoms were born. How ever, 
kings, as is their wont, are rarely content with what they 
have, and soon the leaders of the newly formed countries 
abandoned the creation of tools for the forging of weapons, 
and the era descended into bloodstained madness. 

Equipped with picb and uco, hiotoritns believe mankind 
made short work of nature'• bounty. Cave punting, dated 
to the Fillt Altl'al Era suggest the exiaience ofhundredt of 
now-Iott ,pccica, from two-headed biaon, to winged ooeurl­
like ocalekin, to tin relCbing over a thouiand yalmo in height. 



THE SECOND U MBRAL ERA 

THE C ALAMITY OF LIGHTNING 
Despite the constant wars waged by kings seeking to expand their domains, mankind 

thrived, its numbers multiplying with each passing summer. To house and feed the 
people, forests were felled and fields planted. To forge their tools and weapons, 
mountains were gutted and skies blackened. For countless years, nature sufrered this 
wanton spoiling of the land until finally the scales were tipped. Mountains of fire 
belched forth ink-stained clouds which covered the skies and thrust the realm into 
eternal darkness. And from the skies fell an endless rain of white-hot levinbolts which 
razed fields, boiled lakes, and split the very walls of mighty fortifications. For a full 
twelvemoon and a day did nature's fury ring. 

Fearful that the gods meant to purge the land of mankind once and for all, the 
people abandoned their homes and towns and fled underground into caves. Awaiting 
them here, however, was not salvation, but death. for the caves became breeding 
grounds fur pestilence and plague. As the people sat trapped in darkness, watching 
their families meet slow, painful ends, they concentrated their efforts on the one path 
left to them-prayer. Theologians believe it is this mixture of desperation and focused 
prayer that gave way to the very first magical incantations. 

T HE THIRD U MBRAL ERA 

THE SECOND ASTRAL ERA 

FAIT H IN ABOVE 
And so through primitive magicks did mankind endure until the skies had finally part· 

eel-those showing proficiency in these esoteric techniques rising to positions of power 
within the communities. The people were drawn to these charismatic leaders who 
accredited the fall of the previous era with the faithless kings and their unquenchable 
avarice. They claimed that only through fuith and prayer would they be saved from a 
similar fute, and thus were the first organized religions born. 

In but a matter of years, kingdoms centuries in the making were replaced with 
theocracies populated with men and women eager to prove their worth to the gods, 
that the divine beings may spare them from the land's wrath. Church leaders convinced 
the people that through the building of massive temples, monuments, and effigies would 
they achieve peace and salvation. To adorn these constructs so that the gods would 
smile upon them, the people perfected the arts of painting and goldsmithirig. To protect 
these constructs from those who would defy the gods, they solved the riddle of stceL 
To better bask in the gods' light, mankind reached high to the heavens. 

Church-<:ommissioncJ llOllltniction of countless cathodrals, temples, aod scpuk:hcn 
during the Second AJtral Era saw the rapid advancement of stoncmuonry, the 

oowtant mantra of"to the heavens,. pressuring early archUCIS to oooccne tccbniques 
that might defy the very laws of ll2tUJe. 

THE CALAMIT Y OF FIRE 
Faith and fear had given the churches absolute power over the realm; 

however, absolute power corrupts absolutely. Soon, desire fur plenary 
control pit rival religions against one another, culminating in the advent 
of an extended dark age of holy wars, witch hunts, and cleansings. Towns 
were burned, children sold into slavery, all while men and women died 
in the thousands. With no one to tend the fields at home, crops withered, 
leaving those few who had not marched to war to starvation. The coffi:rs 
of the victors swelled with the spoils taken from their enemies, but 
there was nowhere to spend this newly acquired wealth. The road to 
rebuilding would be a long one, but the people were convinced that if they 
maintained their faith. they would rise as they had done once before. By 
this time, however, the gods had grown weary with mankind-the hubris 
displayed by the church enough to convince the heavens that the people 
ofEorzea must, once again, be humbled. In the following moons, the sun 
grew large, parching the earth and sapping the lire from all creation, be 
it plant or animal V crdant fields and lush forests were reduced to dust­
choked wastelands, the people who relied on them fur their livelihoods, 
stricken with fumine. The Calamity of Fire was upon them. 



•• I 

THE BIRTH OF AN EMPIRE 
Approximately rooo years ago, Eorzean civilization reached what can arguably be considered its peak-at 

least in the sense of technological advancement and overall influence on the rest of H ydaelyn-with the 
advent of the Allagan Empire and its spread north to llsabard, east to Othard, and south to Meracydia. The 
following section examines the rise and full of the realm's most prosperous age. 

SAINT COINACH'S FIND 
Nearly six centuries ago, a determined young man in Ul'dah by the name of Coinach would srumbli r 

what would prove to be the greatest discovery of the Sixth Astral Era-relics of the great A11agan Emp~ 
An Order ofN ald'thal seminarian, Coinach was immensely clever, consistently receiving the higlwit 

marks amongst his peers. The order had high hopes for the young prodigy and envisioned him a fututc. 
leader in the church. These hopes crumbled to dust when Coinach became infutuated Wff ~ !i I 
a long-lost empire briefly mentioned in holy scripture-Allag. Despite being less than a ~ibn 
graduation, he abruptly abandoned his studies and began a fi:vered pursuit of knowledge on a~ 
most in the order regarded at best as allegory. Turning a deaf ear to the pleas of his professo C: 
was expelled from the seminary and eventually ostracized by his closest companions. Thi$J 1,o-.re,.,er, 

only fueled the young man's passion to prove his detractors wrong. To fund his obses,gi." C<ii,sach 
became a mcn;hant-every coin earned put into the acquisition of ancient tomes and the o ccrltemg 
of eitploratory digs in remote locations across the realm. It was not until the year before he pas1ecf 
away--0ver five decades after his search began-that Coinach finally found what he was looking for in a 
sparsely populated comer of Mor Dhona. Once a laughingstock in academic circles, Coinach was now a 
hero. U niversitics begged him to join their staff, while sponsors from across Eonea showered him with coin 
to finance future excavations. Further vindication was achieved after his death when he was canonized, not by 
the order which forsook him, but by the followers of Althyk, the Scholar. Coinach's name lives on to this day 
in Saint Coinach's Find-an organization dedicated to the continuation of the eponymous archaeologist's work. 

bave linoe begun escavatiom in these areas in 
bopee of making dMoir 11en big clila>very. 

THE THIRD ASTRAL ERA THE RISE OF AN EMPIRE 

Upon his death, Emperor Xande w .. interred in a tomb built within a 
cryatallli,e cavern loctted in Mor D1¥>na-reuoning behind this being 
that it wu thought ti,., coDtCl1trlled levels of pwe ac!lierial energy 
might repair the corrupted 8esh and restore Xande'I soul to his new 
body, The actual consequencea were quite diffi:rent. 

THE ORIGINS OF 
AETHEROCHEMISTRY 

The communities which emerged in the aftermath of the Calamity of Fire, while fi:arful of 
the gods, were wary to once again make them the centerpieces of their society. Pursuit of the 
divine had incurred the wrath of the heavens, so to avoid a similar fate, mankind chose to place 
distance between itself and the gods. As a result, society hegan to incus on the individual talents 
of its people. Faith in the gods gave way to faith in onesel£ With this newfound confidence, 
mankind began producing some of the greatest minds in history. New discoveries in science and 
technology were being made each day. Civilization was advancing at a rate unseen in the previous 
two Astral Eras, and at the forefront stood a man who would see that civilization reach to the 
far corners ofHydaelyn-Xande. 

Considered by many to be a genius in his own right, the highly ambitious Xande used his 
uncanny intelligence and charisma to build a nation that, while founded in science, did not deny 
the magic of the Second Astral Era. Those fi:w descendants of the priests and witches of the 
Second Astral Era were welcomed and given places where they might hone their skills and wield 
them for the good of the people. As Xande learned more of magic's potential, he assigned many 
of these "mages" to his newly formed army, where their unmatched strength on the battlefield 
allowed the young leader to subjugate neighboring lands with limited Allagan casualties. In 
less than a year, A11ag was the largest nation in Eonea and Xande crowned himself emperor. 

It goes without saying that the Allagan Empire would never have survived, let alone 
expanded and thrived, had it not been for the might of Xande's handpicked mage 
cadres. Their most important contribution to the empire, however, was not solely 
spellweaving, but the incorporation of their magicks into existjng scientific principles. 
Siege engines enhanced with magicks launched projectiles futher and with more pre­
cision. Emon:clled treadwheel cranes lifted blocks ten times their maximum load with 
a fraction of the manpower. Once the secrets of aether had been unlocked, they were 
applied not only to war, but to everyday societal needs, from construcrion to medicine, 
tnn1portation to communication. The field came to be known as aetherochemistry, and 
upon its back would the Allagana ride into a Golden Age of prosperity. 



A GOLDEN AGE 
Xande knew he would not live furever, but he was not about to allow his lifi:-'s work come to naught 

upon his passing, so he carefully groomed his offspring to carry on his legacy. As a result, in the years 
subsequent to the first emperor's death, the direct descendants of Xande fustered the growth of the 
empire by dispatching its armies to the fur comers ofllsabard and Othard. While there was resistance, 

the empire made short work of all who stood befure it, and in time there was not a city in the Three 
Great Continents where the imperial standard did not hang. 

With no more enemies to fight, peace prevat1ed and the people thrived. The fucus of the empire 
now shifted from expanding its borders to bettering the lives of those who lived within them. One 

such undertaking involved the construction of a massive array of spires at Silvertear Falls designed to 
gather the very rays of the sun and deliver that energy to the homes and manufuctories of the empire. 
With the completion ofSyrcus Tower-or the Crystal Tower, as it would come to be called in the 

scripture of later eras-the Allagans began their reliance on myriad machina to ease their daily burden 
and allow them to concentrate on bettering their minds and their souls. For three centuries, not a 
war was waged on the Three Great Continents, and the bloodshed which had spawned the empire 

became but a blemish on a furgotten age. 

The miracle of aetherochemistry had given the Allagans everything they wanted and more. Yet, a 
man who believes he has everything will not strive to create anew. Lacking the drive that once made 
it great, society slowly fell into disarray. The people had grown complacent, abandoning learning 

and drowning themselves in leisure, relegating any and all work to machina. Birth rates plummeted 
while suicide became increasingly common. Leaders grew corrupt and complacent, leading to isolated 
uprisings in the worst of cases. 

AMON'S SCHEME 
The empire was becoming crushed under its own weight, inching 

ever closer to destruction while its people sat glassy-eyed in their 

homes, dangerously dependent on the luxuries science afforded 
them. There was one man, however, who was not about to stand 
idly by as oblivion crept ever closer-a talented technologist by 
the name of Amon. Amon believed that what the Allagans 
needed to save them was not another invention or 
technological breakthrough, but a strong leader-a 
leader who could ignite the fires in the hearts of 

men and wake society from its apathy-induced 
stupor. A leader the likes of Emperor Xande the 
First. Instead, however, of waiting until another 

individual with the qualities of Xande appeared, Amon 
believed better success would be had with a more direct 
approach-resurrecting Xande himse!£ 

Techniques to temporarily restore lire to mortified 

llesh by growing it anew had already been discovered 
by Allagan scientists. Amon believed, however, a 
temporary return would not be enough to ensure a rise 
from the ashes of the once-mighty Allagan Empire. 

What were needed were the secrets to eternal lire. 
And so Amon began a series of experiments, combining 

chimerobiology and cloning, in a last desperate effort to 
achieve immortality. In the early stages of those experiments, 

he used brigands and revolutionaries to test his newly developed 
techniques. Once his methods had been refined, he moved next 

to the emperor's bloodline, and finally to his own sci£ The results 

were promising, prompting Amon to move to the second stage of 
his plan-the unearthing of Xande's tomb and the resurrection of 
the emperor. Utilizing the solar energies collected in the Crystal 
Tower combined with his newly perfected vivification techniques, 

Amon achieved the impossible. Xande walked Eorzea once again. 

Glasya Labolas 
One of Amon'• few voluntary 1abjccta, 

General Phlegethon 

In the ycan p,ecediag the Sevei!th Umbral Era and the 
re~mcrgcucc of the Crystal Tower, 1eholan had very 
little to draw upon reguding the 1un-collcctiog spira'I 
appcarana:. Early attempll by artist, COll1IDiMioned bySaiQr 
Coinacli's Find to recreate the Crywtal Toweri while bcou· 
tiful, were ultimately fir dnfcrent thao the ICtUIII COllltnlCt. 

One of few great minds in • land that had s,en 

the slaw, yet ateady numbing « ill people's in­
tcllijpce, Amon long lamented the sorry ttatc of 
A1bg, cotlCClltl'iWII hit early scientific elli,tu on 

developing~ to increac mental~. 
He ,oon realized that it was not Jmowkdg: that 
the A11agans bcked. If 111ydling, they had too 

much. Wbat hil people lacked wa • leader. With 
a renewed seme of fuaia, Amon shffied his atudiea to the 

field of vivimancy, and ,oon was c:onductmgn:pcrimems on 

hil own lbh in orda to attain hio 6nal g<*l-die resurrfflion 
of Xande the Fint. 

Scylla 
A higb-nnlcing, an:hm<ge of the Albglll 
imperial cadrct, Scylh WU tricnd by 
Amon-a lifelong advcnary within the 
imperial collrt-into participating in the mad 
technol<>gist'• a:perimcnta with immorality. 
Promised neveHnding life and limitlc11 
power, Scylla bcgnadgingly agreed to the 
alteration of her corporeal furm., oaly to 
wake from the MlCltbctia to find the ,napping 
maws of wild bounda, creatura moot cbpised, 
by the magc, where her own 
headhadona, 
been. 

Glaya Labola-commandcr of the Imperial 
Honor Guard-wu fiercely loyal to the empire, 
joying himaelf by penonally tncking down 111d 
mcn:ilc11ly crwhing 111y and all sceda of rebellion. 
The esperimentl were 1ucccuful in granting the 
cotMl1ltldcr UIIIIIOttldity, C11111ring ccernal acrvice under 
the great Emperor Xaodc; howe\oer, side eflecl1 saw 
hia almdy-<lark mind further fevered. 

Lcadct of one of 111111)' rebelliom that eniptc,I in the waniag ycan of the AUagan Empiie, im­
perial annala paint Phlcgcthon u a murdel'OIII villain. Writing, of the~~. 
reveal the general's stat\11 u a hero of the people. Adoml tboup he WU, the n:volutioD&ry 
leader was eventually captured by agenta of the empize and hil bocly wu foralily altend 
tbroagh oorcery and oc:icntc, his mind broken and conditiooed to obey. 



EYES SOUTHWARD 
Amon's genius and obsessive nature made dangerous bedrellows, leading to the 

death of countless s1;1bjccts befure ultimately bearing fruit. Not only was Xande 
resurrected from his millennium-long slumber, but had achieved both UJll]lortality 
and an otherworldly vigor in the process. Over the next few days, the emperor 
was briefed by Amon of the myriad changes the realm had seen in the thousand 
years since his death-the advancement of civilization, the extent of the empire's 
reach, and the state of her people. Once aware of what he had to work with, 
he moved quickly to right the ship, starting with the assassination of the current 
emperor and any loyalists to the regime by the G lasya Labo las-lead Imperial 
Honor Guard. With the throne reclaimed and potential challengers to Xande's 
llllthority conveniently disappeared, the new emperor wasted little time restoring 
the heretofore impotent Imperial Army to its former size and strength, and order­
ing it on its first mission-the full-furce invasion and occupation of the southern 
continent, Meracydia. 

Just as Amon had predicted, Xande's return had revitalized the empire, igniting a 
fire in the hearts of the complacent and providing them with purpose. The army's 
ranks swelled with new recruits, manufuctories began hiring manual laborers to 
meet increased demand fur weaponry, and scholarly circles were abuzz with new 
"discoveries and ~ntions. The Allagan Empire would be great once again, and 
the road to greamess led south. The Meracydians, however, were not about to 
give up their homes without a fight. While the empire's first wave of attacks were 
largely successful due to the &ct they were unexpected, subsequent raids into 
Mel'llC}'dia proved more difficult. The native peoples of the southern continent 
banded together under the leadership of the dragons who also claimed dominion in 
Meracydia. While without equal on the Three Great Continents, the Imperial Army's 
chimerical watbeasts were no match fur the dragons' fiery breath, and countless casualties 
were sufii:red. This, however, only served to further motivate the scientists of Allag in 
their ungodly pursuit of might through biological manipulation, and it was not long befure 
they had created abominations which exceeded the might of the Meracydian Horde. In a 
decisive and bloody battle, the Allagans slew the dawn wyrm, Bahamut, paving the way 
fur immediate -occupation_.or so they believed. 

Kaliya 
A product of both mechanical and bio­

logical ingenuity, the solid steel aberration 
Kaliya was developed in the Aetherochem­

ical R.cscarch Facility in Azy, Lia to combat 
the dragon legiom of Me=ydia. This mechanized hyrda 

could withstand not only attacks &om r.w>r-sharp f.wga and talons, but 
also the white-hot flames of dragonbrcath, and proved invaluable in 
the cunpoigns waged on the southem contincnL So eflecrive was the 
creation, the All2gan, would eventually plaoc one within Bahamut'1 
metal gaol to guard the great wynn. 

THE WARRING TRIAD AND BAHAMUT 
With the dragons all but defeated, the Meracydians turned to their gods fur 

salvation, invoking terrible beings known as "eikons" in one final attempt to 
rid their land of the Allagans. While there is no record of any eikon (currently, 
"primal") summonings on Meracydia prior to the imperial invasion, immediately 
fullowing the full of Rahamut, multiple mbea were simultaneously successful in 
calling their deities from the aether, suggesting that a third party may have been 
involved in the passing of the specific knowledge required to do so. 
Of these eikons, three-Sephirot the Fiend, Sophia the Goddess, and Zurvan 

the Demon-or the "Warring Triad," as they would come to be called, would 
prove the most problematic fur the invaders from the north, temporarily driving 
the Allagans back to the Meracydian coasts. A furious Xande demanded a 
solution from his imperial cadre of mages, threatening to kill a man a day until 
they fulfilled his seemingly impossible request. How could one rid the world 
of a being that could simply be resummoned the moment it was slain? In their 
desperation, the mages turned to the very enemy they fought fur inspiration, and 
befure too IIlllllY of their brethren had succumbed tu the emperor's wrath, they 
discovered a new branch of spellcasting which would ultimately become the roots 
of modem summoning, and utilized it to neutralize the power of the Warring 
Triad by imprisoning them, instead of defeating them outright 

Victory over the eikons should have marked the end of conflict in Meracydia, 
but the southern continent was not yet willing to concede defeat Devastated 
by her mate Bahamut's demise at the hand of the Allagans, the wyrm Tiamat 
endeavored to resurrect the dawn dragon in the same manner that the mbes of 
Meracydia summoned the eikons-as a deity. What rose from the ashes, however, 
was but a shade of the dusk wyrm's beloved Bahamut. Twisted with rage, the 

great wyrm unleashed his fury on the Allagans, erasing almost immediately 
any advantage the empire had seized. 

Bahamut 
One of the tint brood, Bahamut lived for co1111tlcSJ centuries u ruler of the 

southern skies until being ,lain by the power-hw,gry Albgaft Empire. When the 

dusk wyrm Ti:unat learned ofhet beloved', 1111timcly • the, with the aid ofMeracydia'I 
rcmain/JJg dragon horde, chose to ignore the W1nWl&' of her kin and attempt a ,ummoning 

of the spirit ofBahamut. Her sorrow 10d anguilh, combined with the rage of her kin, 
however, com,pted the spirit as ir ~ed fiom the Lifeotream-thc rctult a a,ad 

tyrant little resembling what had once hccn the dawn wynn. 



VICTORY IN 
MERACYDIA 

Emperor Xande found great joy in 
the ever-changing tide of battle, and is 
claimed to have said that he never felt 

more "alive" than during the slaughter 
of the Meracydian campaign. He also 

believed that a man was only as strong as 
those he slew, and therefiire would welcome 

the onslaught of his enemies with open arms, 
using them as opportunities to gain even more power. 

The war with Meracydia fueled the advancement 
of Allagan technology and deepened the empire's 

knowledge of arcane magicks. Not only could a 
dragon or an eikon now be captured, but it could 
be tamed, controlled Its very life essence could 
be tapped and used as a source or seemi!lgly 
endless energy-a fate that ultimately befell 
the Warring Triad. In a breakthrough by the 

The Cloud of Darkness 
One of the undispu~ rulers of the void and an entity 
of immeasurable strength, the Cloud of Darkness 
occupies the bighcat rung of the hierarchy of twelve. 
Thia terrifying voidsent entered into a dark covenant 
with Emperor Xande in a bid to in~e th<, physical 
realm via heretofore 1ealed "voidgatco." Thar cove­
nant applico to not Oll!y the emperor himself, but all of 
his bloodline, emwillg that 21 long 21 an heir remains, 
conrrol over the voidscnt queen is obsolure. 

imperial mages, communion with voidsent was 
achieved, ultimately culminating in the signing of a 

pact between Emperor Xande and the self-proclaimed 
"ruler" of the void, the Cloud of Darkness. In exdiange 

&,- an unlimited supply of vessels which would house the 
mmions of the void, allowing them to remain in the corporeal 

realm, the emperor merely demanded that the voidsent fight fur 
him on the shores of Meracydia. With each enemy slain, a new 

vessel would become available, allowing for the immediate summoning of 
a host and subsequent possession of the body. The more the undead army killed, the larger their 
ranks swelled, until not even the mighty Bahamut reborn could overcome their numbers. The 
great wyrm grew gradually weaker, as the crystals required to maintain his strength became scarce 
due to overharvesring. Unable to wield his former might, Bahamut was finally captured and fitted 
with neurolinks, effi:ctively making him a tool of the empire, and putting an end to Meracydian 
campaign. The Allagan Empire had claimed yet another prize. 

T HE FOURTH U MBRAL E RA 

THE CALAMITY OF EARTH 
Meracydia had fallen and the empire was now the largest it had been in its entire history. The 

emperor, however, was unable to savor his victory overlong, War had quenched his lust for 
blood, but with its end came a sense of emptiness. Experiencing death had shown Xande the 
very limits of life, and he would no longer be satisfied with the mundanity of reigning in a time 
of peace. An obsession with slaughter and destruction tightened its grip on Xande's mind and 
slowly drove him to madness. His following orders would only serve to prove this. 

The emperor bid the encapsulation of the neurolinked Bahamut in a massive iron sphere. The 
sphere would be launched into the heavens and set into motion around the moon, where it 
would use the wyrm's affinity to fire-aspected aether to gather energy from the sun in a form 
more concentrated than the weak rays which make their way to H ydaelyn's surface. With that 
energy, Xande would open a gate to the void the likes the world had never seen, and from beyond 
would he summon the very Cloud of Darkness herself so that she might rain her destruction 
upon the corporeal realm, eventually driving the world to that edge of death that the emperor 
longed to experience once again. 

Unsurprisingly, very few Allagans shared the same twisted aspirations as Xande, and seeds of 
unrest quickly took root. Independent resistance cells joined together to form an army which 
drove the mad emperor and his few remaining loyalists out of the imperial palace and into the 
Crystal Tower. Unfortunately, this maneuver was too little too late. The satellite containing 
Bahamut was activated remotely by Xande, commencing the transference of aetherial energy. 
The voidgate would open soon. 

Yet it never did, for Xande and his technologists had made a grave miscalculation. While the 
tower had been fortified to endure the increased energy flow, the land upon which it was 
built could not withstand the sheer force being applied to it. In a matter of moments, 
the ground began to crack, until it finally crumbled away, swallowing the Crystal 
Tower and Xande with it. The resistance's victory, however, was short-lived 
The Crystal Tower's collapse triggered a chain reaction of trcmblors which 
shook the entire realm, toppling mountains and literally tearing the land 
asunder. In mere moments, the Allagan Empire was laid to waste. Yet even 
as the Crystal Tower was sinking, Emperor Xande's most trusted aide, the 
technologist Amon, invoked powerful magicb and halted the flow of time within 
the structure. The tower and its denizens fell into a deep slumber. 

Many of the Allagan Empire'• D101t da,iget'OUI e,q,eri­
mcnts- includmg the creation of chimerical bioweapoary 
and the core components used in the Balwnut wcllite-were 

conducted Ullder a veil of secrecy ar the muimum"IC<:llrity 
floating research complex known u A,-,. Lia. 
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PRINCESS SALINA'S LEGACY 
With the Crystal Tower buried, a civilization which had almost completely 

relied on the tower's energy to function was plunged into utter chaos. 
Machines ground to a halt, lamps full dark. lines of communication and 
tr.uisportation were severed. Those who served on artificially levitated 
employment sectors such as Aiys Lia were suddenly trapped, the flow of 
supplies upon which they relied fur the maintenance of their racilities dried 
up. Without the energy and manpower to keep them in check, the chimerical 
aberrations contained in these quarantined areas escaped their cages and soon 
turned on their creators. Realizing that control would not easily be regained, 
the floating islands were quickly abandoned by the remaining Allagans. They 
would remain uninhabited by all but the chimeras fur five millennia until 
their ~covery at the dawn of the Seventh Astral Era. 

Though the worWwide calamity had claimed the lives of the majority of 
the empire's population, including those of the royal bloodline, there was 
one descended from Xande the First who survived the quakes-the young 
Princess Salina. 'Sharp-witted fur her age, the princess was quick to realize 
the true illlplicarions of the fall of the S yrcus Tower, and the fuct that it 
had not truly been destroyed, only buried While the spire served to trap the 
horrors within, it also served to preserve them. Lacking the means to destroy 
the tower, she instead chose to utilize the power that had been granted her 
via her ancestor's most unholy pact, fur as long as the blood of the Xande line 
remained intact, there would ever be a furce which could keep the Cloud of 
Darkness under control Uriliz.ing the remnants of Allagan biotechnology, 
Princess Salina transfi:rred her bloodline and the power it held to a trusted 
ally with hopes that it would endure until it was again required Proof of 
this power became known as the Allagan Eye and can still be seen today in 
many of those with anCC5tral ties to the Miqo'te Seeker of the Sun G tribe. 

lromally, it waa IID0tber alamitoulevcnt that nw the rc-cmc'!'P""'ofthc Cryrul Tower 
&om itl five tbou&and YI'"" alwnbcr. Aa fur the honot1 that lurlccd within, it was aa Princcoo 
Salina lwl fcued-Xande, Amon. and the Cloud of Darimcsa lwl not perished in their 
time buried beneath H ydaelyn. F ommately, nor had the impcrilll bloodline, and through 
the cfttnu of the G tribe and a lnve bond of""'-, the threat of domination at the hands 
of ml waa once ag:wi thwarted. 

UNEI AND DoGA 
Seeking to raise Xande from the dead, the technologist 

Amon looked to the first emperor's descendants. His 
subjects were Unei and Doga, two members of the 
royal bloodline. Using techniques perfi:cted in his dark 
laboratoriums, Amon created dou:ns of copies of each. 
He called them "clones," echoes of the original made 
flesh. yet lacking a soul Thus, these experilllents were 
put to use as weapons when Amon could glean no more 
from them. 

Though Unei and Doga both supported the emperor's 
second ascension, they learned of his descent into 
madness with horror. They gave unto two clones their 
spirits, a measure fur if they themselves fuiled to thwart 
the emperor. The clones are said to have been imbued 
with an unbending purpose: to end Xande's unholy 
covenant. 

Befure the original Unei and Doga could prevail, the 
Crystal Tower entered its con-long slumber. When it 
awoke after the Calamity, so did the two clones within. 
Fortuitously, they then came upon a group of scholars 
calling themselves NOAH. After many trials and 
tnbulations, it was this ~llowship that saw an end to 
the first emperor and the fruit of his temblc ambitions. 



THE FORGOTTEN AGE 
There exist almost no records of the years immediately fullowing the full of the mighty 

Allagan Empire. This dark period is loosely referred to as the Forgotten Age, fur very little 
is known of how its people lived. 

THE FOURTH ASTRAL ERA THE FALL OF CIVILIZATION 
From what information-mostly based in oral tradition-remains of the 

early Fourth Astral Era, blame fur the rail of civilization was placed firmly 
on man's lust fur knowledge. The people deemed that the answers to lifi:'s 
mysteries were ~t left with the gods. Pursuit of that which lies beyond 
man's ken was seen as a sin, and that it was this covetousness that proved 
the impetus fur his destruction. A widespread shunning of any and all 
manner of higher learning began. Books were burned and parents refrained 
from teaching letters to their children. Surviving Allagan technologies 
were destroyed, buildings were toppled or buried, and the learned-what 
fuw remained-were exiled or even killed Civilization took a giant leap 
backward to a time not unlike the Second Astral Era. The pendulum had 
swung, and an era-long thirst fur knowledge was quickly replaced with 
an unmoving rear in the heavens. Stories of the Allagan Empire survived 

now only in scripture, where the rallen civilization was reduced to a simple 
device used to teach lessons on the sin of hubris. 

For approximately fifteen hundred years-a number long speculateif; but 
only recently confirmed with the discovery of an operating expulsion node 
in Azys Lia placing the abandonment of the floating research complex 
at five thousand years ago-the silent war against knowledge continuecft 
the church manipulating what knowledge (if any) trickled its way down 
to the masses. Religious leaders went even as fur as introducing a new 
alphabet fur their holy scriptures, taught only to men and women of the 
cloth, so as to solidify their control over the realm through the continued 
illiteracy of the common people. It is therefurc ironic that this alphabet 
fur the privileged would eventually evolve into the Eorzean script used 
throughout the realm today. 

THE FIFTH UMBRAL ERA T HE CALAMITY OF ICE 
As is the case with nearly the entirety of the Fourth Astral Era, the great calamity 

which would end the period is also shrouded in mystery. Tribal legend and local fulklore 
does, however, speak of a seemingly endless winter that brought with it bitter cold, 
raging snowstorms, and giant rivers of ice. Without the ability to grow crops, much of 
the population perished, or was furced to flee to the south and its more temperate climes. 
It is believed that for the years that encompassed the Fifth Umbral Era-or as it is 
also known, the Age of Eternal Frost-much of the Bloodbrine Sea was frozen solid, 
on one hand preventing fishing and decimating the populations of sea lifi:, but on the 
other, allowing fur the migration of Miqo'te tribes from southern Ilsabard into northern 
Eorzea-tnbes made up of descendants of the very same Miqo'te who were persecuted 
against and driven from Eorzea by the Allagan Empire almost two millennia earlier. 
The newly hardened seas of this frigid era provided the tribes with a means around the 
massive peaks of Gyr Abania that prevented their return in the Fourth Astral Era, and 
while there was little awaiting them in the rime-encrusted realm when they arrived, their 
uncanny ability in the hunt granted them a means of survival until the frost had melted 

le w .. DOC loog after their n:ruro 
co the realm chic the Miqo'te 
lcanied of the new Eoruan 
alphabet. Tnoal oeen wen: 
quick co dlim that the F.acc 
the DIIDlbc.- of lcttcn in chat 
alphabct~ tWe11tf .. ls-di• 
n:ctly wtreapon<lcd with chc 

cuct number of Seeker of"the 
Sun usbt:o tblc had made the 
~ ICrOI& the frozen ICU 

Wal IIIOIC forcuttoua, ~ 
C01IVincing the cribco chat they 
sbould each take - of thOle 
lcnenintoil,rwne. 
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THE AGE OF ENLIGHTENMENT 
"The Fifth .Astral Era was an age ef'U11told wonder,, when the arcane arts burgeoned and the great 

cif111i,:,11tiom that commanded such powers floumhed. .Alas, thil age of enlightrnmmt would not last • 
The War ef the Magi 'brought the great floods ef the Sixth Vmbral Calamity, 
which 1waflowed once-proud nations and left "'"'!fat but a battered wasteland in its wake." 

- Nenekko Neko, Ul'dahn scholar 

THE FIFTH ASTRAL ERA SEEDS OF MAGIC 
At the dawn ohhe Fifth Astral Era, as Eorzea was huddling in the 

bitter cold of the Endless Frost, the people of the realm once more 
beseeched the Twelve fur warmth. It was during this time that a 
magnificent cathedral was built on the edge of the Black Shroud, a 
sanctuary where people would fervently pray to the gods and harness 
the power of their blessings through the use of magic. These rituals 
rose in prominence as a way fur the survivors of the Fifth Calamity 
to cope with the era's bleak prospects, and served as a driving furce 
in the realm's revital.i2.arion. 

As the harsh climes subsided, the people 
once again set out across the realm. Small 
,settlements grew into towns, then cities, 
each with their own unique culture. The 
universal worship of the Twelve splintered 
as the denizens of these communities sought 
to assert their newfound sense of identity 
by choosing patron deities to protect them. 
These widening differences in culture, 
religion, and approaches to the arcane 
arts would lead to intense contests for 
supremacy between nations. 

A PRECURSOR TO WAR 
Fledgling cities emerged arouBd the dae-hundredth year of the Fifth Astral 

Era, and fur the next two and a half centuries, the number of city-states 

would grow to tweive-each :12aying tribute to a unique g"1p.L.ifJlj,,l&::III .cl. 
the Eorzean pantheon. T~ c · -sr;1.1e , ,wcvc:r, ~ 

of their modem-day ~,,un1rrput1, and the onset of the Age of 
Enlightenment was rife wit1i turmoil, with territorial borders 
endlessly redrawn as smaller domains fuund themselves 
ravaged, divided, or integrated into larger populations. 

By the thousandth year of the Fifth Astral E1~e _ 
realm's sovereign nations numbered six, the most trmi1- • 
inent among them Mhach, located in the w ian ~ "'· 

of Yafaem; :Amdapor, si~ tJ111: pJaim of central 
Aldenard (or what is now the South Shroud); and 
N ym, spanning the western coas !he Ia1c 
Vylbrand. In the latter h 
city-S~ Which had l,c l'CI 

centuries of intermittent u 
find themselves embroiled 
an entirely difrerent scale. 

The 6nt Sanctum of the Twelve is believed to have been erected around 
the dawn of the Fifth Astral Era. After yean of disute, the original structure 
fell into ruin, overgrown by the thick bnuh of the Bbck Shroud and lying 
forgotten until after the Seventh Umbnl Cwmity when it wu unearthed and 
restored to ill former glory. In the modem age, it also serve& as a hall wherein 
the gods bear witness to the declaration of eternal bonds between loven. 

. .. ,. 
,,, . .-•~ 



THE DARK CITY OF MHACH 
The lands of Y afaem are presently mired in an uninhabitable saltwater 

swamp, yet this was not always the case. When the icy winds of the 
Fifth Umbra! Calamity abated, thawed snows trickled down from the 
northeastern mountains of Abalathia to form the White Maiden, which, 
in time, nurtured the soils of the lowlands. The region transformed into 
a fertile landscape, and it was near the five-hundredth year of the Fifth 
Astral Era that the region's people came together to establish the city 
of Mhach. 

wielding significant influence outside their inunediatc domain. The balance 
srufted drastically in Mhach's fuvor around the year 800, however, when 
a sorceress by the name S hatotto came upon a ruinous form of magic. A 
tale passed down by practitioners of the art in the Order of N ald'thal 
claims it was Shatotto who first developed the ability to draw upon 
ambient aether to imbue her spells with deadly power. Thus did the realm 
witness the birth of modem black magic. 

The Mhachi used this newfound knowledge to bolster the strength of 
their army, and were successfully able to weather the tumultuous ebb and 
flow of feuds that reduced lllany other city-states to rubble, ultimately 
rising to become a substantial military power. 

At the time of its foundation, Mhach was merely one among twelve 
undistinguished city-states struggling to survive. The Amdapori were 
the dominant power, controlling a sizable portion of central Eorrea and 

Powerful voidscnt were brought to heel via the 

N ulhtonc, reducing them to naught more tha.n 
strategic wcapon, fur the Mlw:hi milituy. A imge 
by the name of Calomtcri combined the power of 
... ~ aystal with the ritual oomumption 
of voidsent blood to achieve a twisted form of 

immon:wty, that ,he might guard this artifact tiom 
th'*' who might acek to demoy it. 

VOIDMAGICKS 
Although the Mhachi were known masters of black magic. the extent of their power 
was not limited to Shatotto's school of spellcraft. Toward the autumn years of the 

Fifth Astral Era, the civilization had begun perfecting voidmagicks-the 
summoning and manipulation of creatures known as "voids~t" from 
beyond the corporeal realm. 

A report by the scholars of the Nominated Observers of Artifacts 
Historical defines the "void" as "An otherworld parallel to the one in 

which man dwells. Abnormal events can weaken the veil between worlds, 
tearing it asunder and allowing the voidsent to invade the material realm. 

These fiends have a depraved appetite, and seek our world merely to consume the 
aether it contains, allowing neither beast nor man to stand in their way." 

The mages of the Allagan Empire had previously experimented in forging 
covenants with the demons of the void in hopes of harnessing the creatures' 
powers. The Mhachi expanded on this endeavor, adding extra protea;ions to their 

experimCllts so as not to invite the same f.ite that befell the Allagans. 
To this end, the magcs developed an occult device-the N ullstone-to 

preserve themselves and their city should a pact be broken. If a 
summoned voidsent refused to obey the master, a voidmagy could smite 

the feral being using the N ullstone to sever its ties to the corporeal 
realm. It was in mastering this power that Mhachi came to 
believe in their civilization's supremacy over all others, 
eventually driving them to war . 

C=turea 0IICgOri2ed in the upper n,ugs of the twelve-tiered voidoent bieran:hy 
cannot pa.,s through dimensional borden by Wllf of an artificial tear. They inlt=d 
require a willing veael from the corporeal aide, possessing their soul and entering 
the world by way of a "'IIUIIIDOlling." The N ullstone !1'IS the capability to destroy 
that veucl and nullify the pact between it and the IWblDOllCr, making it a powerful tool 

in maintlining control over even the most powcdi,l aE voidsent. 

op 



THE ANCIENT CITY OF AMDAPOR 
At the dawn of the Fifth Astral Era, a group of H yur arrived in what is now 

the South Shroud. T he area in which they settled was an open plain interspersed 
with mas&ive outcrops of light-colored rock. distinctly bereft of the thick furcst 
cover now associated with the region. The abundance of stone allowed the H yur 
to erect citttptiorudly sturdy ttructurcs, and by the year 300, central Aldenard had 
transfunned into the bustling city of Amdapor. 

The people of Amdapor attempted to commune with the enigmatic elementals of 
the Black Shroud. that they might pattakc in the bounty of the furest. The elemen· 
tals-cver llllttUsting of men-declined any interaction with their new neighbors, 
contcnt with the distance bc:twecn them. The Amdapori respected this wish and 
did not furcibly encroach upon the sacred hoh, save fur the occasional pursuit of 

quarry during a hunt. It is worth mentioning, however, that the elementals did 

not entirely shun outsiders during this period; amicable relations were maintained 
with the Ixali tribes, the elementals allowing them ingress into the Shroud upon 
deeming the beastmen no threat to the furcst 's natural balance. 

As their city-stste prospered, the Amdapori fucused on furtifying their domain, 
expanding their defenses by constructing an enonnous stronghold atop a knoll 
outside the city proper. Paying reverence to N ophica, the goddess of abundance, 
they claimed to cherish hattnony with nature, and promised their neighbors a 
peaceful coexistence. The societies in the surrounding vicinity benefited from this 
philosophy, and Amdapor was viewed not as a threat, but a respected elder watching 
over its eleven fellow cities. Thus did it come to be known as "the ancient city." 

THE DISCOVERY OF WHITE MAGIC 
The Amdapori initially harnessed basic magicks fur use in their city's defi:nses, drawing and 

expanding upon the primitive knowledge of golem creation to temporarily imbue stone statues 
with Im. Ho~ver, in the ninth century, mages of the ancient city bore witness to Mhach's use 
of the destructive arts to subjugate ueighboring city-states. Wary of their neighbor's ambitions, 
the Amdapori sought to counter these black magicks by improving upon their own spellcraft, 
weaving with the intent to purify, ward, and heal-the art of white magic. 
It has been argued that without the discovery of white 

magic, Amdapor would likely have succumbed to Mhach's 
ambitions. That the ancient city had developed a means 
to keep the black mages in check prevented the Mhachi 
army from waging a full-fledged assault on Amdapor, lest 
they, too, suilcr yievous losses. Thus fur the next few 
centuries did Eoriea experience a fragile, 
yet laatiag peace fustered by the precarious 
balance between the two nations and their 
opposing schools of magic. 

Carved duriag the Fifth Aatrol En, this willged lion ia 
an emon:elled ltOIIC guazdi,an capoble o£ nwupulalir,g white 
mp: u im owa will-a tc0tamcnt to the adnacement of 
Allllloponan::mel>lplbiliria. 

Despite their sinister ,uage, demon walls arc not 
voidsem, but furgwn aeatcd uaing a primal furm of 
Amdapori white ,mgic. By imcnbing a stODc wall with 
ID arcane pottem of blood, these golems would spring 
to life to intimidm and repel trelpllSIOn. 
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W AR ON TH E HORIZON 
The peoples of Eorrea flourished in the peace brought about by the 

impasse between the black and white schools of sorcery. Following in the 
footsteps of Mhach and Amdapor, other city-states began developing their 
own forms of spellcraft in attempts to further their societies. This approach 
to the achievement of prosperity was vastly difrerent than that taken by 
the Allagans of the Third Astral Era, eschewing technological growth 
fur advancement of a more arcane nature. However, progress would come 
with a hefty price, as man would soon become drunk on the might that 
arcane puissance would bring him. Societies built upon fuundations of 
magic were furced to sacrifice their natural surroundings as vast amounts 
of aether were drawn from the land in order to maintain the cities' 
magnificence. The realm's enlightenment had become a double-edged 
sword; each mage city maintained the facade of an edifying heritage while 

The Wanderer's Palace was a massive stone temple dedicated to the Nymians' 
patron god, Oschon-ruler of the mountains and protector of vagrants. It appears 

to be coincidence that Vylbrand's indigenous kobold tribes also worshiped 

the mountains, revering Mt. O'Ghomoro as their sacred "mother," bur this 

commonality is believed to be why the N ymians were able to fustcr amicable 

relati<>ns with the beastmen. 

I t . , 
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THE NYMIAN P LAGUE 
The War of the Magi raged fur nigh on three centuries befure N'ym 

was stricken by a mysterious plague, severely crippling the city-state. One 
common theory used to explain how the scourge was spread involves a 
curious story concerning a band of N ymian sailors who had been cast 
adrift in the south seas afi:er their ship was battered by a fi:arsome storm. 

The disoriented seamen landed on a desert isle, where they met a native 
tribe of Lalafi:lls, who nursed them back to health and mended their 
broken vessel so they might return safi:ly to N ym. Befure the traders 
disembarked, the islanders bestowed upon them a parting gift-an ornate 
amphora. Not long afi:er the sailors returned to the floating city and 
presented the token of friendship, Nym's people full one by one to an 
incurable sickness heretofure unseen on Vylbrand. It was not until it 
was too late that N ymian scholars discovered the amphora to be part 
of an elaborate Mhachi plan that would see the unleashing of Bitoso-a 
pestilence-carrying voidsent summoned to Eorrea fur the sole patpose of 
decimating the N ymian population. 

Many of those :dllictcd with the N :,mm plague were rowed from 
a deep slumber when the protective barrier that for ccnturioo 

bad isolated the Wanderer', P.i.a: from the outside world was 
shatb,rcd by the &lien shards of Dawnud. With no knowledge 

of the plague and ttl disfiguring cflccts OD the skin and CX• 

tremiti«, thole early cxpl=n of the recemly 
,ur&a:d temple claimed the ruim to be 
inhabi~ by tooberries-mythical ran­

corous creatUreS believed to stalk the 
shadows of night io search af n,venge. 

secretly honing their offi:nsive magicks. 
One need not be an oracle to see that this interlude of peace would soon 

draw to an end. The mages of Mhach silently turned their eyes to the 
dark, seeking to slake their expansionist ambitions by ama!lsing an army 
of voidsent thralls. Amdapor kept their outward appearance as a rich 
bastion of arts and culture, but daunting sculptures of its "guardians" 
soon appeared in every comer of the city. While the actUal catalyst fur 
war remains lost to time, it is known that the frequency of political and' 
military posturing between the two nations increasea in dramatic fashion 
as the realm approached the mid thirteenth century. and ere long the 
entirety of Eorz.ea became entangled in an inescapab~ web of strifi:. The 
War of the Magi had begun. 

T HE FLOATING CITY OF NYM 
Near the ;ooth year of the Fifth Astral Era, scores ofL~llin sailors 

arrived on Vylbrand's shores in longboats woven of reeds. Here, the 
mercantilists built a meager settlement on the southern part of the isle 
with hopes of establishing trade with the native kobold tnoes. In time, 
their lonely outpost would grow into the maritime city of N ym. 

N ym's population was not as robust the other twelve city-sr:u:es, but 
what the N ymians lacked in ascendancy they made up fur in commerce, 
making full use of their consummate skills in seafuring. N ym's sailors were 
a rough and rowdy lot. traits they used to their advantage in establishing 
the Royal Marines-a small, yet fearsome naval furce that was placed in 
charge of the city's defenses. Translations of N ymian records depict the 
Marines as axe-wielding marauders who would fight aloogside a handful 
of talented mages who provided healing and support by way of their own 
uniquely developed brand of spellcraft. Despite their humble rankJ, the 
Marines' tact proved their greatest strength-a great portion of N ym's 
legacy alluding to legends of their fierce martial prowess. E vcn during the 
great war, the Royal Marines ensured that their small nation maintained 
its independence by valiantly repelling wave after wave ofvoidsent sent 
by the Mhachi across the Rothlyt SouncL 

Those who contracted the voidsent's disease experienced disfiguring 
symptoms-their nose and ears melted away, their limbs shriveled, and 
their flesh turned a ghastly shade of green. A~mpts to contain the plague 
included isolation of the infi:cted. who were locked away within the 
Wanderer's Palace-the sacred Nymian temple ofOschon. The NY111ians 
remained wholly unaware of Bitoso's cloaked presence, and even as the 
temple's halls became filled with the sick and dying, the plague continued 
to spread Panic over the Green Death eventually drove the city-s~ 
mages to their wits' end, leaving them with no choice but to take dras~ 
measures. In a last fit of desperation, the mages used their magicks to 
swell the land's waters, sealing the Wanderer's Palace as well as the 
rates of those trapped inside. Hysteria surrounding the plague would 
eventually consume the N ymians, leading their nation down the path of 
self-destruction. The Mhachi were ready to reap the seeds of desrructiGll 
they had sown. 

Bitoso's ability to -1 bis limn left the 
Nymiam ~ 11 1n the actml 

ausc of the plague that was con­
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THE BATTLE OF AMDAPOR 
By the year rpo, the War of the Magi was nearing a climax as the 

voidmages ofMhach _pushed ever closer to Amdapor. Despite having stood 
fur centuries, Amdapor Keep-the ancient city's first line of defunse-was 
quick to fill to Mhach's full army of otherworldly demons. With the gate 
to ~r lain open, the voidmagcs heralded their arrival in the city 
proper with the swnmoning of Diabolos, a high-ranking voidsent meant 
to seal Amdapor's f.ite. 
However, Mhach sorely underestimated the defensive magicks of Am­

dapor. To withstand Diabolos and the minions under his unht>ly command, 
the white mages breathed lire into the city's most powerful stone guardians. 
Gathering their collective strength, the Amdapori were able to seal away 
the void prince, furcing the Mhachi to withdraw. Yet while the ancient 

Cnfizd md giffu Im: bf the mages of Amdopor, Kuribo io oae of nm,y 
pmm- cn:,md around dio city ID CIIUllb:I' the widoem innsion. 

Uliag advimced a:dmiqum boned o..,,- cralllrios. the Amdapori 
wae able ID ame a goba who bad nor only maacrcd mutial 
aniiay, bur ucme lfCllcaami&, as wdL 

city may have triumphed that day, it was a hollow victory, for it did little 
to stall the sun as it set on this once-great civilization. The era's darkest 
hour was nigh. 

The Mhachi march on Amdapor was not the sole cause of Eonea's 
downfu!L Three centuries of ceaseless assault on the land had taken its toll, 
the drain of energies used to propagate war sending the realm's elemental 
balance askew. This final battle was merely the straw which saw the 
balance break. Only after the dust settled did the people of Eon:ea begin to 
truly notice the damage they had wrought. The realm's most powerful seers 
were called to scry the realm's future, but what they foresaw was darkness. 
It was too late to amend their ways. A Calamity was upon them, and soon 
the waters would rise to purge the land of those who had ravaged her so. 

The Mhachi had intended Diabolos ID be l.bcir IICa1't We>pOII ill annihibring the 
Amdzpori mases mc1 toppling the ..-city. What they bad undc=timattd wa 
the cbperatioa with which the white 1D>geS would fight ID dcli:nd their bmoe, and 
the home of their chiJdn:n. Though 1112117 gue their lm:s ill the 121k, Diabolos 
wu ~ sealed deep bcn=h the cay, and Amdapor was sak..fur a time. 

BIRTH OF THE GRAND COMPANI ES 
Scholars and mages from all nations entreated their governments to {if 

not temporarily) set aside their diffi:rences and focus their attentions on 
the larger problem at hand. Monitoring of the realm's aether indicated 
an unhealthy imbalance toward water, suggesting the manifustation of a 
Calamity-scale flood of epic proportions. The city-states' leaders could 
not long deny the evidence laid before them, and though begrudgingly at 
fint, soon began to pool their resources, hastily creating central command 
centers to first and foremost address the protection of civilians from the 
ODllling deluge. These emergency furccs would later become known as 

the "Grand Companies." 
The N ymians, despite still reeling from the losses incurred by the 

plague, ordered their dwindled military li:irccs out into the rising seas 
to construct an expansive floating net of protective wards dubbed Op­
eration Maelstrom. Amdapor mobilized what remained of its military to 
commence the evacuation of the realm's people north to the mountains 
of Abalathia's Spine, abandoning the c,ity so many had recently given 
their lives to defend. 



THE ARK OF 
THE MHACHI 

As the Grand Companies of Mhach and Amdapor 
enacted their contingency plans to evacuate their 
citizenry to higher ground, the Mhachi were 
looking beyond the mountains-well beyond. 
Confident in their ability to control any and all 
monstrosities wrested from the void, the city-state 
began construction of an airship known as the 
"Ark," designed to run on the dark energies of 
an entire legion of voidsent sealed within its hu!L 
The rulers of Mhach envisioned that the floating 
sanctuary would carry entire families and their 
livelihoods-livestock, seeds, supplies-into the 
skies where they would wait in relative safety until 
the waters of the Calamity had receded. 
Yet even with a myriad of mindless thralls at their disposal, the Ark still 

required a core powerful enough to see the vessel to the heavens. Thus the 
voidmages sought the power of a voidsent the likes of which they had never 
befure summoned-a ruler from one of the highest tiers of the voidal hierarchy: 
Scathach, the Shadow Q!!.een. Only a mage of strong mind could endeavor to 
control so potent a prisoner without use of the N ullstone, which, by this time, 
had been lost to the rising waters. The responsibility was ultimately given to 
Cessair Blackwind, a high voidmage of questionable repute and outspoken critic 
of the War of the Magi. 

Upon learning of the Ark and the means by which the Mhachi mages sought to 
power the vessel, Cessair voiced her vehement disapproval of the plan, claiming it 
reckless at best, deadly at worst. However, the rising seas that had already begun 
to swallow the realm lefi her little choice, and she reluctantly agreed to helm 
the plan if only to save the lives of her people. Cessair and her cadre of fifty and 
three voidmages boarded the Ark and successfully contained within a complex 
network of interconnected coffins the energies of S cathach and more than fifty 
score voidscnt. The vessel launched to the cheers of an entire nation-the hopes 
that their efforts would lead to the preservation of their society. The Ark and 
her passengers, however, were never to return. 

Despite the peerless talent of Cessair and her cadre, the overwhelming power 
of the Shadow Q!!.een could not long be contained. The mages' grip on Scathach 
slowly loosened, and the lesser creatures under the queen's command oscapcd 
their fetters. F rec to roam the ship, the voidsent took full advantage of the tight 
quarters to make quick work of the Mhachi citizenry. Fearing that a complete 
loss of control was inevitable, the high voidmage and her loyal compeers chose to 
sacrifice their lives in one final attempt to redouble the seal on Scathach and return 
her minions to their coffins. With no surviving voidmages, the familiar Cait Sith 
was lefi alone aboard the masterless vessel as it wandered through the mists of the 
Sea of Clouds, where it has since been given a more ominous title-the Void Ark. 

Advaaccmcnt. in ainhip tedmology adiieml in the blC Sixth and early 
Seventh Astral Er21 have given rise to in=aed aumben of apcditiom 
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T HE SIXTH UMBRAL ERA THE C ALAMITY OF WAT ER 
As both scholar and seer scried, the realm's elemental imbalance culmi­

nated in a fur-reaching 8ood that eventually swept over Eorzea, and with 
the Calamity ofWater did the Fifih Asttal Era come to a close. Coastal 
towns were pummeled by tidal waves while rivers overflowed their banks, 
swallowing settlements and leaving inarable soils in their wake. The great 
city of Mhach was swallowed whole by a torrent the likes of which the 
realm had heretofore never experienced; the few who remained drowned 
as they cast their eyes and hopes heavensward, content in the belief that 
the Ark would sec the glory of their people endure. Those who had the 
sense to retreat to higher ground would return to Y afuem to learn they 
were the inheritors to a wasteland of salt-clogged swamps where even 
the hardiest of weeds refused to take root, let alone crops with which 
one might sustain a f.unily. 

The few remaining Nymian citizens who had not been touched by the 
Green Death evacuated north into the mountainous regions of outer La 
Noscca, as the Royal Marines commenced their ambitious Operation 
Maelstrom. While the Grand Company was successful in turning back 
the largest ofswells, the mages were unable to prevent the scores of sub­
sequent waves from pulverizing their coastal city-state. Lands reclaimed 
by the sea were reduced to rocky reefs, leaving nary an holm to which 
N ym's few survivors might return. 

As most of their lands' energies had been exhausted in their efforts to 
seal Diabolos, there was little remaining fur Amdapor's white mages to 
draw upon to stay the waters which had already enveloped the territories 
held by N ym and Mhach. The alternative was a hurried exodus into the 
highlands of Gyr Abania befure the deluge reached the ancient city. The 
region abandoned, the elementals, who had quietly borne witness to the 
Amdapori people's rapacious consumption of the land's aether, saw to it 
that the city remnants be devoured in thick, sorcerous brush not long alter 
the waters receded, thereafter preventing ingress into Amdapor. Thus did 
the ruins remain hidden from mortal eyes until the elementals' glamours 
were dispelled during the Seventh Calamity. 
It could be said that the greatest of Eorzea's magical civiliiations 

succumbed to a chaos of their own contriving, yet it would be misguided 
to conclude that the entirety of mankind was beyond redemption fur 
the sins of a few; amidst the strife of the Calamity and the subsequeslt 
Sixth Umbra! Era, legends have long told of the advenr of a band of 
saviors known as the Twelve Archons, who helped to warn the people of 
impending doom and provide salvation to countless scores in their time of 
need. Without chatn11ions such as ~ the path tQ the Sixth Asttal Era 
may have been longer and more fraught with peril than it actually was. 
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THE SIXTH ASTRAL ERA 

PROSPERITY AND PROGRESS 
Overcoming Calamities of each of the six basic elements, the people of the Sixth Astral Era 

believed that the worst was behind them, and that the consequent era would furetell everlasting 
prosperity. We now know this was but a false hope, and that a seventh period of destruction 
awaited them almost sixteen centuries hence. This still, however, begs the question: if the six 
basic elements were accounted fur, why, then, did a seventh calamity arise? To find the answer, 
one must travel back to the dawn of the Sixth Astral Era, where man began his journey anew. 

THE AGE OF RESTORAT ION YEARS 1-400 
Scars left by the Sixth Umbral Era ran deep, instilling much 

?!es pair into the hearts of the realm's fi:w survivors. Fearing 
that its continued use might further their woes, the art of 
magic was widely forbidden. Libraries housing ancient tomes 
were put to flame, while those who practiced-or were ru­
mored to ~-the art of spellcraft were hunted down and 
tried as criminals. Many a learned man met the same demise, 
as the masses had become so incensed they could no longer 
di&tinguish the diffi:rence between science and sorcery. With 
the D111jority of their greatest minds lost, the fi:w remaining 
nations of the Fifth Astral Era crumbled and vanished, their 
peoples scattering about the realm to lay claim to what little 
resources remained. Driven by the primal urge to survive, 
tnbes and clans banded together into small communities and 
~ a ccnturies4ong journey to rebuild their broken lives. 

THE AGE OF COMMUNION YEARS 400-1000 
Four hundred years removed from the great deluge, Eorzea's population finally began to 

experience a resurgence. Immigrants from islands beyond the Bloodbrine Sea, as well as the 
eastern continents ofOthard and llsabanl arrived in Aldenard in droves. Three great migratory 
waves ofH yur also inllicted irreversible change on E=a's papulation distribution. 

Racial tension reached its peak at this time, with individual races seen gravitating to certain 
city-stateli to esapc l!!!necution-the Elezen to lshgard in the highlands of Cocrthas; the 
Lalarell to Belah'dia in the deserts ofThanalan; and the Roegadyn to Limsa Lominsa on the 
island ofVylbrand Hbwever, even this was not without its problems. It was only a matter 
of years befure infighting amongst the Lalarellin royalty of Belah'dia resulted in the nation's 
f.tll and its bifurcation into two new city-states, UPdah and Sil'dih. 

That is not to say, however, that the period was devoid of racial harmony. Their banishment 
from the Black Shroud by the spirits of the furest worked towards strengthening the bonds 
between the Hyur and the Elezen living in the Black Shroud, ultimately leading to their 
joint establishment of the underground city of Gelmorra. 

Ishgard 
Isbganlian tcripture teaches that King Thordan answered the Olli of 
H alone to Jeod his people to the Promised Land in Coenhas one thousand 
ycan past, which would place tho uea'I scttlcmcnt around the latter half 
of the amh ccnntry. This, bowe-,cr, has sina: been proven by historians 
IX> be erroneous, u nowlJ UllCal'thtd evidence dates the Elezem' arrival 
in Cocrthas at least two hundred years earlier. 



THE AGE OF STRIFE YEARS 1000-1300 
For the next several hundred years, the city-states exhibited steady progress 

as they continued to grow and gain power. When they sought to expand their 
claim on surrounding lands, however, new complications arose. Territorial feuds 
betwixt neighbors led to heightened tensions in the outlands. Indigenous beast 
tribes such as the kobolds and the lxal, infuriated with those whom they perceived 
as invaders, began to rise in defiance, despoiling the land in protest. Unable to 
put aside their difrerences, Ul'dah and Sil'dih waged a petty war until neither 
side could remember why it was they fuught at all 

As bloody battles broke out across the realm, the balance of power began to 
shift once more. Rivers ran with blood while coin flowed from the hands of the 
ambitious into the pockets of mercenaries and sellswords. Ul'dah emerged as 
rulers of Thanalan afi:er finally conquering their sister city-state and reducing it 
to rubble. The warring tribes of Gyr Abania were at long last brought together 
by the Highland H yur clan, and joined to furm the city-state of Ala Mhigo. Ad­
vancements in shipbuilding teclmiques strengthened Limsa Lominsa's dominion 
over the seas, while increased dealings with the lands beyond Eonea transfurmed 
the maririme city-state into a wealthy melting pot of cultures. 

Afi:er many long years of developing the art, the people of Gelmorra finally 
succeeded in using con jury to achieve communion with the spirits of the Black 
Shroud, and convinced the elementals to grant them residence in the furest. It is 
also at this time that the spirits, angered by the violent actions of the Ixal, sent 
the tnbe into exile beyond the Black Shroud's protective barrier-the Hedge. 
Free to emerge from their underground refuge, and rid of the troublesome Ixal, 
the people of Gelmorra established a new city-state, Gridania. 

Not all raidems of Gclmorn cho,c to lca\"C the oms ill which their people had 
reaided fur centuriel, eq,rcaing disn,,st towardt the elementals who hid dri,cn 
them midaground ill the 6nt place. Thooc few Elozen who rcfuocd to leave the 

city would, in time, beaxnc known as the Dmkwiglm. 

THE AGE OF STABILITY 
YEARS 1300-1500 

Weary of fighting, the people of Eorzea sought to mend bonds that had grown tom and fi:ayed 
over the centuries. Aggressive tactics were abandoned fur diplomacy, and inter-city-state commerce 
was restored. As technology and culture were shared, the nations experienced_ a prosperity unseen 
since the Fifi:h Astral Era. The city-states of Limsa Lominsa, Gridania, Ul'dah. Ishgard, Ab 
Mhigo, and Shllrbyan matured, and became the fucal points of Eonean civil.iurioo. Peace, fur 
once, finally prevailed in the land. 

The Sbarla}"IIIS who rravcned 1011th and east into the North­
ern Waares to ICttle in Eonca brought with them a WCllth 

of knowledge long loot. Seeking to resuscitate the wisdom 
of the ancients and ~- the dark n:alm, the 1cholan 
were tireless in their c:ffi,ru, For example, it was through their 
interVention that Eorzeaos were once again able to harness the 

teleportativc propertiel of aetherytcs, the construction of the 

Aethcroet being part of this lc:gocy. 

However, the opening of these doors eventually lead to the closing of others. Fearing their 
livelihood would be lost or altered by the influx of new people and ideas, iljdependent crafi:smcn 
and warriors alike began banding together to preserve their trades. They furmcd guilds not only 
to safeguard their knowledge, but to provide themselves with the wherewithal to furm business 
partnerships which would help assure their financial stability. 

Unfurtunately, where man treads, peace is never long to last. In an attempt to expand their 
influence into the Black Shroud, Ab Mhigo exploited the realm's illusion of 5CCllrity by launching 
a series of large-scale campaigns into Tinolqa which would eventually lead to the onset of the 
Autumn War. 

THE RISE OF GARLEMALD 
YEARS 1500-1560 
What little magicks the Gridanians pcrrected in the gcnerarions since their departure from Gelmorra were 

no match fur the sheer martial might of the Ala Mhigan furces, and it appeared the sylvan city-state would 
quickly full to her invaders. However, in a move most unexpected, the city-states oflshgard, Ul'dah, and 
Limsa Lominsa dispatched their armies to Gridania's aid, and just as quickly as the Autumn War began, 
so it was resolved. Borders were set and tteaties signed. City-states would remain independent, but the 
rise of one would not be tolerated. And thus peace once again settled over the realm. 

Outside Aldenard, the Barnes of conquest began to rise. To the north. on the continent of llsabard, 
the Republic of Garlemald was overwhelming nearby nations with their iron war machina, seizing their 
land and consuming their cultures. In the year Jj',.2, the leader of the republic, Solus Galvus, declared 
Garlemald an empire and appointed himself emperor. The new imperial army, now swelling with the 
might of countless assimilated nations, methodically subjugated the eastern continent of Othard and the 
remaining lands of Ilsabard, welcoming those nations willing to bow to imperial rule, while erasing those 
which refused the Garlean standard. 
With two of the three great conrincnts now under its control, the Garlean Empire set its sights on 

Aldenard, and in the year Jj'"7, sent the XIVth legion to conquer Ab Mhigo in the first step to bring 
Eorzca's people under imperial rule. 

This early magitek armor prototype WU de>eloped 
by cha RcpublicciGar~ lnapol,le of Sigbt, itt 
--oouldbelt be detcnlied .. "~" 
yer the macbiua"a filllr illdepeadent mobility llllde it 
• furmidable weapon in the imperial aneml. 
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THE ROOT OF CONSEQyENCE 
Subsequent generations of historians will ever argue which underlying event was the true 

Cltlllyst that brought about the Seventh Umbral Calamity; however, it would be remiss to 

furm an opinion without first observing those events which transpired in the autumn of the 

Sixth Astral Era, culminating in that fateful battle on the plains of Carteneau. 

THE BATTLE OF SILVERTEAR SKIES 
The fall of Ala Mhigo did quick work in spurring the remaining free 

populations of Borzea to action. The fuur city-states-L imsa Lominsa, 

Ul'dah, Gridania, and lshgard-furmed an alliance in the year I J61 to 
deter the Garlean Empire's advances into the region. The Sharlayans, 
however, did not join this pact. The scholars' abhorrence of war com­
pelled them to dispatch a special envoy to Garlemald shortly after Ala 
Mihgo's surrender fur the sole purpose of diplomatic proceedings. These 
efforts were in vain as the Garleans refused to meet the envoy at the 
negotiating table. Failing to reach a political solution, the Forum decreed 

that the scholars would abandon the colony in the Dravanian Hinterlands 
altogether and returned to their homeland across the N orthem Wastes. 

Once Ala Mhigo had been fully assimilated into the empire both 
politically and economically, the XIVth Imperial Legion focused on 
hastening the progress of the Eon.can campaign. In 156a, the imperial 
Beet accompanied by the mighty flagship .Agri111 furged its way into Mor 
Dhona to Silverrear Falls. It was there that the legion's armada encoun­
tered unexpected resistance, yet not at the hands of man, but of the wyrm 
Midgardsormr-fprgotten guardian deity of the lake. The great dragon 
~ed out to his kin, who pitted themselves against the Ga.rleans' Beet in 

an aerial battle of epic proportions. The battle ended when Midgardsormr 
and the .Agri111 collided and plwnmeted to the land, compelling the legion 
into a swift and complete retreat from Mor Dhona. 

Not long after Midgardsormr's demise, something unexplained 
occurred. Eonea's beast tribes began summoning their own gods-the 

"priinals "-into the corporeal realm. Dubbed "eikons" by the Garleans 
who questioned .their divine origins, these powerful creatures were 
deemed a threat to imperial rule and soon made a target of its armies. 

THE AGE OF CALM 
The Holy See of Ishgard withdrew from the Eorzean Alliance in 

IJ63, unwilling to divert military power used fighting the thousand-year 
Dragonsong War to efforts against the now idle Garlean Empire, citing 
the E mperor's suspension of their Eon.can eampaign following the Battle 

of Silvertcar Skies. With the invasion haired, imperial furces stationed 

in Ala Mhigo in~tead began construction of Baelsar's Wall between 
the newly annexed Gyr Abanian territories and Gridania. Despite not 

knowing whether the wall was to serve as a means fur the Empire to 
secretly prepare fur a second invasion, or rather to simply quarantine a 

realm deemed plagued by false, yet deadly beastmen gods, the Holy Sec 
concluded that the Garlean armies would not be mobilizing their furces 
any time soon, and that the city-state's manpower would be better suited 

defending lshgard against the recent rise of N idhogg. 

The lbg,bip Ap under attack by a horde led by Mic!gardsonnr, rhe &tbcr of all dragons. 
The hollow oorpse of the great wyrm remains in Silvettcar Lake, perpetually entwined 
with the wrcclragc of the Garlean war vessel 

XIV th Legion legatus, Gaius van Baelsar, quickly observed the futility 
of engaging the eikons in battle, as the vanquished "gods" were brought 
back time and again through the use of crystals and prayer. Moreover, 
there were increasing reports that the "blessings" of these primal beings 
were transforming men into fanatics who would tum on their own kind 

in the names of their new rulers. Without a proper military strategy to 
address the eikon threat, Emperor Solus ws Galvus would eventually 

order Baelsar to suspend the Eorzean campaign. 
It was also at this time that, after five years of preparation, the Shar­

layans would embark on their exodus from the Dravanian hinterlands 

back to Old Sharlayan. In the span of a single night, an entire population 
vanished from the realm, leaving the remaining Eorzeans to tackle the 

myriad problems that still faced Eorzea. 

With the cessation of Garlemald's expansion, Eorzea entered a brief 
period of respite from the hostilities that had plagued the region fur so 

long. Without an enemy to engage, the Eorzean Alliance lasted but in 
name as its armies were dissolved and its resources reallocated. While 

the threat of incursion had subsided, the countless scores of infantry who 
had, w1til n:u:ntly, lived, ate, and breathed war were left without work 
and without a cause. It was amidst this uncertainty that the Adventurers' 
Guild was furmed. Providing steady employment fur displaced soldiers, 
the guilds not only helped these men and women re-integrate into society, 
but also provided the commonfulk with a means to complete tasks which 
had become too dangerous since the imperial invasion and the rise of the 

beast tribes. The Age of Adventure was upon Eorzea. 



THE CIRCLE OF K NOWING 
In the year 1f6!1., the venerable Louisoix Leveilleur quietly gathered 

twelve of his pupils in the Sharlayan motherland for an ambitious 
undertaking. They formed the Circle of Knowing, a group of esteemed 
researchers and scholars known as "Archons" dedicated to a single 
mission: the salvation of Eorzea. Weary of war and displeased with the 
Forum's unwillingness to intervene, the Circle vowed to take matters 
into their own hands through more clandestine means. 

Louisoix knew that in order to dissuade the threat of a Garlean 
invasion, the Eonean Alliance would eventually have to bare 
its teeth. The sage dispatched his fellow Archons to the 
three city-states, hoping they would be able to convince 
each of the respective leaders to re-establish the Grand 
Companies- consolidated centers of command which would 
combine military, economic, and technological resources to 
prepare for forthcoming disaster. While a new concept to 
many in the Sixth Astral Era, this was not the first time 
entities of this nature had been introduced to Eorzea. 
Fifteen hundred years prior as the sun threatened to 
set on the Fifi:h Astral Era, these city-states called 
upon these selfsame organizations to see to the 
evacuation of a realm beset with the rising waters 
of a calamity. 

Though reluctant at first, the leaders of the 
Sixth Astral Era were wise enough to see the 
benefits an alliance built upon the foundation 
of Grand Companies would provide their city-

THE PRIMAL THREAT 
It took time, however, for the city-states to warm to the Circle of 

Knowing's pleas for unity. The realm had lost a common enemy when 
the imperial legion retreated back behind Baelsar's Wall, lessening the 
necessity of an all-encompassing alliance. City-states instead turned their 
focus inward to territorial disputes with the local beast tnbes-disputes 
which had increased in frequency and severity since the Battle of Silver­
tear Skies. The need to quickly and efficiently deal with the beastmen was 
reinforced by the fuct the tribes had begun summoning aetherial entities 
considered by the tribes to be the deities from which their forebears 
claimed descent. These beings were widely known as "primals," or the 
"first beings." 

___ ., ... _____ _ 
-----· .. --·-"' ... ____ ,.._., __ _ -------....--____ . __ .., ___ _ 

A tf6+ report by the MJdml E:,, on the incident at Amojina &: Sons Mythril Pit T-3 
whemn the site was attacked by a colosul fino-breattw,g boas~ This broadsheet is the 

first •IIIIIIDOOillg of the prism! lint n:cordcd in detail. 

states, and thus they cast their bitter quarreb aside fur the better of their 
realm. The Circle ofKnowing's eflorts had not been in vain, and over the 
course of the next several years, they would ultimately play a significant 
role in the shaping of Eorzea's history. 

A particularly alarming incident involving a primal arose in 1r64, when 
Amalj'aa from the plains of Pagith'an summoned their god, lfiit, in an 
eflort to reclaim Zan'rak-ancestral lands sacred to the tribe. As their god 
wreaked havoc in southern Thanalan, laying waste to a mythril excavation 
site operated by the Amajina & Sons Mineral Concern, the tribe's army 
marched on outposts garrisoned by Ul'dah, overwhelming the unprepared 
soldiers and reclaiming the land as their own. This was, however, not 
an isolated incident. The kobold and Sahagin tnbes ofVylbrand had also 
been granted the secrets of summoning primals, and began doing so with 
increased frequency. Though much of the realm cowered at the beastmen's 
newfound might, there were those who refused to be intimidated, and 
instead welcomed the opportunity fur f.une. It was during this tumultuous 
time that a death-or-glory band of braggadocios known as the Company of 
Heroes made a name fur itself hunting down the self-proclaimed gods who 
plagued Limsa Lominsa. These acts of bravery, however, had little, if any, 
efrect on the balance of power within the realm. If anything, Eorzea's 
adventurers fuund themselves trapped in a vicious cycle, slaying one primal 
only to see another rise again, just as powerful as before. 
It was the Circle of Knowing that first observed the environmental 

decay being caused by the repeated summoning of primals. The ceremo~ 
required massive quantities of aether-based crystals-crystals required for 
the land to maintain elemental balance. The Circle, hitherto focused 
on saving the realm from Garlean invaders, were quick to realize that 
there would be no realm to save if the beast tribes first bled the land 
dry of its aether. To tackle this new threat, the Archons enlisted the 
talents of the Students of Baldesion-a fellow Sharlayan organization 
dedicated to the pursuit of knpwledge-to search for clues as to how the 
beast tribes inherited such knowledge. Afi:er moons of poring over dusty 
tomes and furgotten archives, the scholars discovered evidence connecting 
primal summoning to an enigmatic band of purportedly shadowless entities 
known as the Ascians. Further study would be required to d~termine 
motive and the degree to which the Ascians were involved, but time was 
not on the realm's side. Despite a lack of evidence, the Circle approached 
the esteemed leaden of Eorzea's city-statei and informed them of the, 
albeit incomplete, results of their research. Much to the Circle'& surprite, 
the reports were taken anything but lightly. The city .. tates recognized 
the gravity of the situation, and all agreed to act immedilltely on the 
infurmation provided them. The Circle of Knowing had proved itself 
indispensable source of knowledge, cementing itself as a centcrpieoe in 
the now realm-wide effi>rt to neumlize the primal threat. 



·'· 

REVIVAL OF THE GRAND COM PANIES 
The temporary respite from Garlean hostilities appeared to be nearing its 

end by the year 1170, when the airship battalions of the XIV th Legion 
moved to occupy the airspace above Baelsar's Wall Commercial flights in 
the area were cancelled indefinitely as civilian airships operated by Highwind 
Skyl!l'ays were fired upon without distinction. Travel and trade in the region 
were 1CVCrely disrupted as merchants were forced to abandon the conve­
nience of ait routes fur more time-consuming and dangerous land routes. 

This occupation of airspace, while concerning, did not appear to be a 
full-scale resumption of G;irlemald's foray into the realm. That step was 
not taken until two years later when N ael van Darn us, Legatus of the 
VII th Imperial Legion marched his men into Ala Mhigo, joining Gaius van 
Baelsar's XIV th battalions and eflectively doubling the imperial presence in 
the realm. Damus's presence in the region confirmed the Eorzean leaders' 
li:an and ptovidcd them more than enough cause to embrace the Circle of 
Knowing's plan to re~tablish the Grand Companies. Their purpose set, the 

city-states moved swiftly to pass laws granting power to the newly formed 
Maelstrom of Limsa Lominsa, the Immortal Flames of Ul'dah, and the 
Order of the Twin Adder in Gridania. 

The city-states held august ceremonies to celebrate the rise of the Grand 
Companies, hoping that the revelry would enkindle the spirits of the masses, 
compelling them to enlist The events sponsored by the ruling elite were 
majestic alf.urs in which fiery-eyed battle marshals and generals would 
deliver passionate speeches to enraptured audiences in streets bright with 
the colors of the state. Full aware of their prowess in defending the realm, 
Company officials appealed directly to adventurers, encouraging them to 
lend their arms to a cause most worthy, and one most profitable. Divisions 
specially tailored to these skilled combatants were established by all three 
Grand Companies-the Maelstrom, the Immortal Flames, and the Order of 
the Twin Adder each vying to lure the most formidable to join their ranks. 

RISE OF THE WHITE RAVEN 
A sense of foreboding accompanied N ael van Darnus when the White Raven arrived in the western 

with his Vllth Imperial Legion. The legatus had been groomed fur the military since child­
h · lather a decorated war hero in the battles that saw Garlcmald become an empire-ant.! was 
[lte'J to his esteemed rank shortly after the elder van Darnus succumbed to a sudden illness. 

The ioung legatui was, however, quick to make it dear he would not linger long in the shadow of 
his wcdea;s ... his first order as legatus being the public execution of his lather's closest advisors. 

This brash act provided the legatus with a considerable amount of ill-gained notoriety within 
the Garlein capital, leading to rumors that van Darnus the younger had contributed to his 
father's all.too timely demise. However, N ael's social status and military rank essentially 
ensured he would never be tried in any court Bound by rear, the VII th Legion grew into a 

iorce unequalled on the battlefield, and under the White Raven's leadership, nations within 
the ea$tC:m continent of Othard fell one after another. The lcgatus had amassed scores of 
c:tucial tktories in the empire's eastern campaign-enough, in fact, to draw the eye of 
~r Solus zos Galvus himself, who went on to publically recognize van Darnus 
as a man of exceptional talent 
The ~mperor was well past his eightieth namcday by the year 1;7a, but old age would 

not dull his ambitions to unify the Three Great Continents under Garlean rule. After 
fllllllgamating the political affiurs of the occupied territories in Othard, he set his sights 

once l!gain upon Aldenard and her vexing eikons. When the Emperor declared the 
diliilation of the eikons as one of his administration's top priorities, van Damus 

W1S swift to seize upon the oppommity. He approached his liege with a proposal 
1'!'r ridding Eorzea of its fulse gods once and fur all, using House Darnus's closely 

arded knowledge of Allagan relics to succeed where others had &iled. And so 
the wheels of fate began to tum, leading Eorzea towards events that would 

eventually culminate in the Seventh U mbral Calamity. 

Jt is widely believed Lcgotus Nacl van Darnus earned the cplrhet "White Raven" 
g:oa, the sheen of his polished plate mail, but thooc who served under the mad 
~andcr cJ,im • came &om the ominous eye with which he watthed his subordi­
nates. l1eapite bis~ alfoiding him • posician in the relatively uli, rearguard. van 

D-~fencd tofoin the advoncc ranb and fight &t the fuce with his gw,halberd 
B~anianre. 



THE M ETEOR PROJECT 
R EVISITED 
In the 41st year of the first Emperor's rule, a decade befure N ael van 

Darnus's arrival on the western front, the Garleans attempted communi­

cation with the lesser moon Dalamud under the guidance of the Empire's 
principal engineer and grand minister of industry, Midas nan Garlond. 
Dubbed "Project Meteor," the operation's single test was conducted in 
the imperial stronghold of Bozja Citadel using Allagan artifu:ts donated 
by House Damus. 

The project was proposed by nan Garlond after Emperor Salus zos 
Galvus had tasked the engineer with finding a solution to the eikon 
threat. From records discovered within the artifu:ts, the grand minister 
was able to glean that the armies of Allag had also exchanged blows 
with the eikons, eventually conceiving a method to overcome the beings. 

Detailed descriptions of that method, however, were conveniently missing 
from the records. A piece to the puzzle presented itself when Garlond's 

research uncovered that the lesser moon Dalamud was not a natural 
celestial body gifted by the gods, but rather an ancient satellite of Allagan 

manufacture. Nan Garlond surmised that within the moon's metallic 
nacelle slumbered a great source of untapped energy-{orgotten power 
which could transfurm the moon into a weapon of absolute destruction if 
pulled down from the skies and unleashed upon Eorzea. The moon would 
serve as the Empire's own "meteor." 

The Meteor Project was soon drafted and the tantalizing prospect of 
an all-powerful weapon was met with broad approval within the Imperial 

Court. Mere days after receiving the Emperor's blessing, nan Garland 
would travel to the Garlean city of Bozja to conduct the first attempt 
to communicate with Dalamud. The immensity of the satellite's power 

was indeed confirmed that day, but at a disastrous cost. Nearly five 
millennia-worth of amassed energy was directed by the moon to the 

citadel's makeshift transmission tower. The beam emitted by Dalamud 
was so intense that not only the tower, but the entire city was evaporated 
in an instant. Effi>rts were made by the Imperial Censors to hide the event 

from public scrutiny, but the vanishing of a major commercial center was 
too big a secret to suppress. News of the catastrophe quickly spread across 

H ydaelyn and later became known as the Bozja Incident. 
The loss of Midas nan Garland, the lunar transmitter, and the entirety 

of the Allagan records stored at Bozja Citadel seemingly sealed the rate 

Solus Galvua made a name for himself u a decortted 
lcgatus iD the Gorlean Republici gaining popuiaritt by 

proposing the integration of imgitelc~ onq used in 
industry-into Gorlemald'a ormy llld 111iDg it to subjugate Il­
sabord's northern provmca. He had aeon but thirty slllllll>ed 
when he overthrew the republic', ruling party and crowned 

himself emperor iD a bid to institnte an imperial regime. 
Hia reign would continue fur more than fO yean until 
hia death in the 6nt yeor of the Seventh Umbnl Era. 

of the Meteor Project. The Emperor declared he had no interest in 
power of such an unpredictable nature and ordered that the project be 
dismantled immediately. Nae! van Darnus, however, was not yet ready 
to abandon his obsession with the Meteor Project, refusing to allow 
the efforts of House Darnus to be left fur naught. After learning of his 
deployment to Eorzea, van Darnus knew his wait was over and seiud 
upon the opportunity to appeal to the Emperor regardillg the merilli of 
resurrecting the project, cwming he had discovered a means by which 
to successfully control Dalamud. After enduring a decade-long stalemate 
on the Eorzean front, the aged Emperor, impatient to solidify his legacy 
befure his death, had once again become willing to entertain the notion 

of a realm-wide "cleansing" of the beastmen and their eikons. Thus the 
second phase of the Meteor Project was commenced. 

A THREE-SIDED STRUGGLE 

ID the days prec,eding his death, N ael van Da.rnu, was 
completely consumed by his oboeuion with Dalamud. 
H ia manner bec:tme increuingly emtic, llld he •poke 
quisoticdly of &acrificing his body and 10111 to the red 
moon. Some poat-Callmity diacounea argue that it ia 
highly likely that hia .. lllty WU being compromised hy 
the influence of a prim1L 

With the second phase of the Meteor Project underway, N ael van Darnus procccdcd to stockpile the 
energy that would eventually be required to mcilitatc Dalamud's full. The legatus asserted that fur Meteor to 

succeed, the empire would need to both acquire massive quantities of crystals, as well as secure areas fuund 
to exlubit high concentrations of aether. AJ the lesser moon turned deep crimson, the VII th Imperial Legion 

deployed magitek-equipped squadrons throughout Borzea to harvest crystal nodes, wlu1st still others were 
tasked with seizing the Black Shroud's Toto-Rak and the Dzemael Darkhold in Coerthas. The imperial 

garrison also worked to excavate the remnants of Allagan technology left behind in Borzea, actively seekiqg 

any records which could prove useful to N ael's engineers. 
The Grand Companies, though wholly unaware of the VII th Imperial Legion's motives fur this most 

recent incursion, sounded the alarums. Adventurers comprising the Companies' ranks were dispatched to the 
Black Shroud and Coerthas, and were successful in not only halting the imperial operations, but reclaimidg 

the occupied outposts. This handful of victories bolstered confidence in the Grand Companies' ability to 
thwart the imperial furccs, providing light fur a realm that fuund itself-plunged into darkness. 

Y ct the Empire was not the only enemy with which Borzea had to conte11d. Recognizing an increase in 

primal activity that appeared to coincide directly with the Empire's invasion, the Archon Louisoix made the 
long journey to Eorzea with the intention of convincing the Grand Companies that if they sought victory, 
the beast tribes were not to be ignored The Circle of Knowing ~red a solution-use the adventuren 
to launch a two-tiered offensive. This plan, however, was not without iu complications. Nae! van Darnus 

himself appeared befure adventurers sent to slay lfut, drawing furth his halberd to slice open a vein of 
aether in the primal's cloister and furce an untimely retreat. Soon after, the mooglcs of the Black Shroud 
summoned a manifi:station of a fubled murderous regent, while the Ixali called upon the mad Garuda. The 
Circle of Knowing scrambled to gather intelligence on these primal$ and the tribes who had, hcretofo!e, 
been unable or llllwilling to summon them. Under the Archons' guidance, the adventuren were successful 

in their endeavors to temporarily quell the beastmen's wrath, yet it became clear these were hollow victories 
when it was discovered that the !lood of aether which flowed from the primals upon uieir demise did not 
return to the land; it was instead being absorbed into Dalamud The realm, it appeared, could not be stopped 

from sinking ever deeper into chaos. 



r 

INFILTRAT ION OF CAST RUM Novu M 
While the Grand Companies were preoccupied with the primal menace, the Vllth 

and XIVth legions were nearing completion of Castrum Novum. A furmidable 
outpost in the comer of Mor Dhona, the castrum would play a crucial role in 
N ael van Damus's Eonean campaign, housing within its walls a replicated lunar 
transmitter. 

Little time passecl befure Castrum Novum caught the attention of the master 
engineer Cid nan Garlond, rounder ofGarlond Ironworks and refugee from Gar­
lemald, whose vast knowledge of magitek weaponry hacl proven invaluable 
to the Eonean leaders. Garlond hacl learned from intercepted documents 
that some manner of fr,111Smission apparatus was being erected in the 
rortrcas, and knew all too well what the Garleans were plotting, fur he 
was the son of none other than Midas nan Garlond-lcader of the first 
phase of the Meteor Project who perished in that fateful experitnent at 
Bozja Citadel Conducting further investigation, Garland was alarmed 
to discover that the lunar transmitter was already operational, slowly 
but inexorably pulling Dalamud towards the atmosphere on a collision 
course with the planet. He appealed to the Grand Companies fur 
emergency assistance, and the three leaders of the city-stateS spared 
no time in refunning the Eorzean Alliance, which hacl existed in 
name alone fur so long, pooling their military resources fur a joint 

operation. 
The mission to-destroy the lunar transmitter was an ambitious one. 

A handful of platoons from the Grand Companies would lay siege to 
the castrum's front gates as a diversion while a party of furmidable adventurers would infiltrate 
from behind, dispatching imperial patrols befure entering the inner chamber to destroy the 
cerulcum generators fueling the transmitter and render it useless. Morale was high in what 
was considered a pivotal moment in the Eonean Alliance's stand against the Empire, and 
the operation was a rousing success. The band of adventurers engaged both man and magitek 
within Castrum N ovum's walls, and by their hand the lunar transmitter went up in flames. 

It was during the Alli='• 
attack on the lunu tran1mitter that the imperial legion first 
deployed the unmanned magitek units known as vanguards. In 
addition to being utiliu:d in otlcnsive maneuvers agaimt the 

Eonean Alliance, the vanguard& were al,o placed in defensive 
p01t111C1 along the wall& of Caattum N ovum. 

To KILL A RAVEN 
The adventurers hacl accomplished their objective in deactivating the 

lunar transmitter; however, they were affurded scarce time to celebrate 
their triumph as N ael van Damus greeted the squadron in the inner 
chamber. He delivered what the histories would describe as a convoluted 
tirade at the Eonean Alliance's brazen attempt to fuil his plans. Befure 
vanishing from the castrum, Damus delivered a final message to the 
adventurers that was nlnrmingly clear-the lunar Lr.wlimitter was no 
longer needed to bring about Dalamud's fall Astrological observations 
thereafter would confirm the lcgatus's words: despite the dismantling of 
the apparatus, the lesser moon continued its descent. 

Reconnaissance was immediately dispatched to ascertain van Damus's 
whereabouts, and it was soon revealed that he hacl fled in the general 
direction of Coerthas. A council meeting of the Eorzean Alliance was 
convened as some surmised that the lcgatus had anticipatecl the storming 
ofCastrum Novum, and was already possessed of knowledge that would 
ensure the red moon's plunge to the surface. Urianger Augurelt of the 

Circle of Knowing cootnbured his own research, linking the lesser moon 
to ancient Allag. The Archon's report also spoke of scores of Allagan ruins 
in the Fields of Glory, and the leaders of the alliance had little doubts 
that the legatus hacl set course for the eastern lowlands. 

Three reconnaissance units-one from each of the respective Grand 
Companies-were tasked with surveying the lowlands fur signs of van 
Damus, but none survived a barrage of enormous pieces of meteoric 
fragments that rained down from the lesser moon. 0 bservers in the area 
soon discovered that the trajectory of the rocks upon their comrades' 
positions was no natural phenomenon, but a deliberate assault. Io their 
report to the Alliance, they spoke of how they witnessed a chain of crags 
floating above the land, the most central of which was emitting a single 
beam of light into the heavens towards Dalamud in the selfsame wise that 
the lunar transmitter had at Castrum N ovum. These were the All.:igan 
ruins from the Archon•s report. 

So it was that the council of the Eorzean Alliance arrived at the conclu­
sion that, fur the sake of the realm's survival, N ael van Damus must be 
stopped by any means necessary. A small group of adventurers rose to the 
task, and Cid nan Garlond offered them passage to Rivenroad-the center 
of the floating islets-aboard his airship, the Enterprise. It was there that 

the adventurers would clash with the maniacal legatus in a battle 
to the death. For all the White Raven's power and might, it 
would be his last stand, as the adventurers dealt the final blow. 

Upon his cleath, the squadron escaped from Coerthas as the islets 
crumbled, strewing debris across the land. Garlond's airship 
set course fur Gridaoia, and the adventurers were greeted as 
heroes when the council heard the news: van Damus was no 
more, the realm was saved. This jubilation too, however, 
would prove short-lived. 

Harboring considerable miagivinga about Gulcmald's military approach 
to ei:panaion, Cid nan Garlond-!11111Cr c~r and funner Garlcan 
Minister of lnduatry-and a number of hia rcoeatehm defected, seeking 
aaylum in Eon.ca. The modem and ligbtweight E."'"7rilt waa deaigned 

and comtructcd by Garlond immediately fullawing hia arrival in Eon.ea. 



DESPERATION 
It was the Circle of Knowing who bore the dismal tidings-while the 

Allagan ruins had been destroyed in the battle with N ael van Darnus, the 
red moon remained unwavering in its collision course toward the planet. 
The headquarters of the Grand Companies were in pandemonium upon 
hearing the report, until Archon Louisoix proffered an unorthodox, if 
not desperate proposal to save the realm from destruction: solemn prayer. 

The sage proposed that by invoking the twelve deities of the Eorzean 
pantheon, the realm might beseech the higher powers to repel Dalamud 
back into the heavens and seal away the Allagan relic's power. Needless to 

say, this notion was met with some criticism. Some pointed out that calling 
upon the Twelve in such a manner would make them no different than 

LIVING ON A PRAYER 
As the Circle of Knowing completed preparations for the summon­

ing, they beseeched adventurers to serve as its guiding light. These 
adventurers embarked on a pilgrimage to kneel before the marks of 
the Twelve and summon the power of the gods. The Grand Companies 

did their part by leading the residents of the city-states in fi:rvent prayer 
to their patron gods as well In this time of impending darkness, it was said 
that the entire realm gathered to entreat the heavens with one voice, an Eorzea 
united by the litanies of its people. 

the savage beastmen who unleashed the primals upon the land. Others 
questioned whether summoning the Twe!Ye would not render all of 
Eorzea's people mindless thralls to their influence, as was seen with the 
beastmen's gods. Archon Louisoix assured his compeers that his proposed 
invocation was not akin to a primal summoning. On the contrary, he 
would search fur a way to entreat the Twelve to merely lend their divine 
power to save the realm. 
The leaders of the Eonean Alliance accepted the gamble that Archon 

Louisoix set before them, yet none could deny an underlying feeling of 
despair-for history had proven time and again that all eras of prosperiq 
must eventually give way to calamity and chaos. 

As adventurers and smallfolk alike proceeded according to Archon Louisoix's plan, 
the Garlean Empire stirred. The Eonean Alliance received word that the remnants of 

the now-leaderless VII th Imperial Legion were amassing on the plains of Carteneau, 
where Dalamud was expected to make landfall This information had come from the 
most unlikely of sources: Gaius van Baelsar, legatus of the XIV th Imperial Legion. 
who appeared himself before an adventurer making his pilgrimage. The legatus relayed 
to the adventurer that the men of the VII th had become as fanatical as their commander 
had before them; they refused to accept N ael van Darnus's death, and marched towards· 
the plains at what they claimed was the behest of a man who no longer lived. As van 
Baelsar told it, the VII th intended to secure the area around Carteneau to ensure 
that none could forestall Dalamud's impact, and that they were ready to defend 
the plains with their lives. 

With van Baelsar's confession, the Eorzean Alliance faced a new crisis. To 
complete the summoning ritual that Louisoix envisioned, the final invocation 
would need to be made directly beneath the lesser moon. It now became 
clear that the limited resources of the Grand Companies would first have 
to contend with the VII th legion, conquerors of the Eastern continent and 
the Empire's elite. The stage was set and the players took their positions; 
Carteneau would bear witness to a decisive battle for the fate ofEorzea, 
the hopes and dreams of its people pitted against the ruinous desires 
of an army steeped in madness beneath the encroaching red moon. 

Gaius V2n Baekar sought to OODqllCI' Eanea ml l>ring ill 112tWm under the imperial :,,>kc. 
It wu for this reaaon that be bittcriy opposed the M~r P"!iect as proposed by his fellow 
logatus Nacl van Damus, who would rather ICC the cmirety of the realm bum. 



THE BATTLE OF CARTENEAU 

The ciry-tta~ of the Eorzean Alliance steeled themselves fur their 
final engagement. The defi:nse ofUl'dah was left in the hands of the 
Brass Blades and the $ultansworn, as the lounortal Flames depart· 
ed fur Carteneau from the Gate of Thal, east of the city. Passing 
through this gate was II time-honored tradition fur Ul'dah's 
armies, fur it was said that the keeper of the dead would grant 
death once to those who departed from his egress, thus allowing 
them to avoid a second death on the battlefield. Meanwhile, in 
Limsa Lominsa, the ink was barely dry on the Galadion Accord 
when the Maelstrom eulisted the help of powerful pirate factions 
in $CCUring the plains under the scarlet standard. Notorious pirate 
bands such as the Bloody Executioners, the Kraken's AT1DS, and 
the Sanguine S ircns became free companies invested with full 
martial authority. The Twin Adders of Gridania departed the 
Black Shroud w.ith Elder Seedseer Kan-E-Senna, flanked by the 
Wood Wailers and marksmen of the Gods' <l!!jver, with a nominal 
contingent remaining behind to guard the city. Marching with the 
.Grand Companies' ranks were scores of adventurers, wielding mighty 
weapons they had won in their journeys. 

T he armies of the Eorzean Alliance assembled in northern Thanalan, 
proceeding as one north to Mor D hona befure pushing into the plains 
from the west. The remnants of the VII th legion placed themselves in 
furmations on the eastern edge of the plains, while a detachment from 
Castrum Centri would assault the Grand Companies from the rear. 
The coounanders of the Eorzean Alliance countered the offunsive by 
dispatching adventurers to keep the Castrum Centri cohom at bay while 
their frontlines advanced toward the Imperial host. 

Both sides had made their first move, and the Battle of Carteneau had 
begun. As the main in&ntry of the Eorzean Alliance spread out to meet the 
imperial furccs head-on, Archon Louisoix soon arrived and commenced his 
summoning of the Twelve from a promontory overlooking the battlefield. 
Here, he would endeavor to fucus their divine powers on Dalamud. 

The vanguards of both armies clashed as the tide of battle ebbed and 
flowed in fuvor of the Alliance, then the imperials, and back again. The 
Garleans, however, would soona>mpletely overrum the odds when they 
deployed the next phase of their strategy: ten score magitek knights, 
each aboard their own reaper-class magitek battle armor. The offunsive 
prowess of these uewly developed war machines was overwhelming, and 
the Alliance's tentative hold on the front line began to f.tlter. 

For the Eorzean Alliance, this was the first large-scale operation to 
combine the eiforts of so many diffurent furces. Commanders struggled to 
properly coordinate the movements of each unit; ad hoc members of the 
G rand Companies such as the pirate factions of Limsa Lominsa and the 
Ala Mhigans serving among the Iounortal Flames employed tactics that 
diffured from, and often conflicted with. one another. In that sense, it could 
be said that the vast umy which fuced off the VII th legion in Cartencau was 
little more than a haphazard assemblage of units charging aimlessly furward 

with but 
a common 
purpose to bind 
them. The confusion 
increased tenful<l when the 
magitek knights'-' and their reapers 
descended upon the Eorzean fucrions-whatever 
orders had been handed down meaningless now, as every man fuught 
for himsel£ The Alliance's numbers fur exceeded that of the dwindled 
imperial legion, yet the lack of a cohesive strategy meant the full power 
of their forces was never brought to bear. The Garleans, while fewer in 
number, had at their disposal an array of advanced technology and years 
of conditioning under a strict military regimen. Once the reapers had been 
deployed, the Vllth swifi:ly gained the upper hand. 

At this chaotic juncrure, the adventurers proved the Alliance's salvation. 
Those who were sent to dispatch the legion's diversionary force at 
Castrum Centri made their belated debut and quickly joined the fray. 
They were no strangers to the maneuverings of magitek weaponry, and 
reinvigorated the Eorzean side by forcefully advancing upon the legion's 
reapers. Through the adventurers' elfurts, the imperials were pushed back, 
allowing the Eorzean Alliance to claw its way furward once more. 



THE ELDER PRIMAL BAHAMUT 

None on the battlefield were prepared for that which bronght the hostilities to an end. Upon quitting the firmament. 
and entering the skies above Carteneau, the red moon cracked, and from within the iron sphere emerged an ancient 
primal the likes of which Eonea had never seen. 

According to post-Calamity research by the Archons of the Circle of Knowing, the primal that the Allagans enslaved 
within Dalamud was none other than the dreadwyrm Bahamut, last summoned some five millennia prior by a horde 
of dragons on the southern continent of Meracydia when their motherland was invaded by the Allagan J;.mpire. The 
vessel broken and Bahamut released from his shackles, the colossal wyrm took wing to inflict his millennia of rage 
upon the realm. The elder primal tore away from Carteneau and rained a fiery hell upon the land. In the end, there 
was truth in N ael van Damus's incoherent ramblings addressed to the moon. The legatus was aware of the monstrosity 
housed within Dalamud, and was heeding Bahamut's plea to be freed from his prison. 
Both the molten shards that rained down from Dalamud and the searing flames which spewed forth from the 

dreadwyrm's maw were indiscriminate in their paths, and war became an afterthought as friend and foe alike Bed the 
battlefield in terror. As the men of both armies ran for their lives, Louisoix Leveilleur kept silent vigil over Cartctteau, 

unwavering in his effurt to summon forth the power of the Twelve. 
Though Louisoix may have fuiled in his attempt to repel Dalamud back into the heavens, he would not allow Eorzea 

to bear the brunt of Bahamut's rampage, toiling on borrowed time to seal the elder primal away where he could rnzc the 
· realm no more. Wielding the legendary stalfTupsimati, he drew from the great reservoirs of aether flowing forth from the 
land, channeling its strength together with the overwhelming prayers of the people. The power of the Twelve manifi:sted 

itself in complex runes in the sky in the most powerful sealing enchantment attempted in Eonean history. The stone marks 
of the deities that were being nourished by the prayers of the Circle of Knowing were engulfi:d in pillars of light, becoming 

glowing spears that pierced the dreadwyrm, binding him in place as the runes confined him in a new prison. The plains of 
Carteneau were bathed in the light of the Twelve, and it appeared that the ritual was complete. 

Despite the fuct that all eyes were fixated upon the summoning of the Twelve, there appear to be no wimesses who can recall 
with certainty what happened afi:er the elder primal was enveloped in the gods' light. It is said that Archon Louisoix's powerful 

spell combined with the vast emanations of aether had warped the memories of all who survived, an effi:ct which lingered long afi:er the 
Calamity. What is known for certain is that by the time the light of the Twelve had dissipated, Bahamut was no more. At the same token, 

the fuces of Eonea's heroes-the adventurers by whose deeds Archon Louisoix's incantation came to pass-were lost to history, So it was that 
Eorzea plunged into the Seventh Umbral Era. 

Dalamud looms in the sky above CartencaU, bathing the plllins in an 
eerie red glow. It is said that this ominous illumination, together with 
the chaos and confusion of wor, led many to believe that the battle 
was being fuught in the seventh hell itscl£ 



AFTERMATH 
After Bahamut broke free from his fetters, the fields of Carteneau descended into chaos. 

The commanden of the Eorz.ean Alliance ordered a full withdrawal to save as many lives 
as they could from the indiscriminate fury of the primal Military records state that General 
Raubahn of the Immortal Flames was hesitant to order a retreat after the adventurers had 
regained the line, but he yielded at the insistence of his compeer, Kan-E-Senna of the 
Twin Adders. As their linkpearls had fallen silent due to the massive aetherial disrurbances 
attnbuted to Bahamut, the commanders were furred to deliver their orders by officers on 
fuot. Maelstrom Command often claims that Admiral Merlwyb Bloefuiswyn rode down to 
the battlefield herself on her beloved chocobo steed Victory to halt the pirate bands who 
bra.vely fuught on even after the primal emerged. 

Yet there was no lictory to be had at the Battle of Carteneau. The Eonean Alliance 
furmally withdrew their companies from the plains and the remnants of the VII th Imperial 
~on, warriors known fur their brutal conquests the realm over, scattered and fled in 
all directions. 

After the retreat, the troops of the Eonean Alliance scaled back to northern Thanalan. 
It was there that the Immortal Flames established a camp, swiftly tending to the wounded 
and tallying the survivors among the ranks. The Maelstrom suffi:red a blow during the 
withdrawal when Admiral Merlwyb sustained a grave wound that saw her removed from 
the battlefield. Serving in her stead, Grand Storm Marshal Eynzahr Slafyrsyn gave the 
order that the Maelstrom fall back to Limsa Lominsa. The Twin Adders, however, would 
not return to the Shroud fur some time, as Kan-E-Senna volunteered her troops to furm 
search parties and return to Carteneau, providing assistance to friend and fue alike who lay 
wounded-but breathing-on those hellish plains. The compassion of the Elder Seedseer, 
herself an accomplished healer, would save no small number of men from their fates. 

A MosT REMARKABLE REBIRTH 

Countless •pliiucrin&1 of Dalamud rained down on the banldield at 

Can=, compo,ed of not ooly the moon's outer shell, but fr.agmcnts 
of the inner modules which had confined the elder primal 

It was not only on the battlefield of Cartencau that innumerable lives 
were lost to the ~. Many casualties are ascnbcd to the shattered 
Dalamud's flaming &agtnents which rained down upon the land from the 
peaks ofCoerthas to the descrrs ofThanalan. No small number of civilians in 
Limsa Lominsa perished in a tidal wave that engulfed the coastline, caused 
when a giant fragment of the fullcn moon's outer shell plummered into the 
nearby sea. Still many more perished to the raging fircsto;ms that burst furth 
from the 8aring ball of aetheric energy unleashed by Bahamut. 
Just when all hope seemed lost amidst the chaos and destruction, the land 

came alive and showed signs of an inexplicable rebirth. The survivors of the 

Calamity believe that Archon Louisoix's invocation of the Twelve's power 
was the driving furce which vanquished Bahamut, and could not be described 
as anything other than a miracle of the gods. Both speculation and rumor about 
the invocation would abound, with many speaking of a curious phenomenon in 
the sky above Cartcncau-a brilliant light in the shape of a Phoenix. Archon 
Louisoix's body was never recovered, though &agmcm:s of his legendary stalf 
Tupsitnati were discovered amongst the debris in Cartcneau by a Twin Adder 
search party. The devastation at the center of Bahamut's rage was a\lsolute, 
making the details of what truly occurred on that fateful night subject to 
vigorous debate among scholars fur genenuio~ to come. 



A CHRONOLOGY OF 
THE SIXTH ASTRAL ERA 
To furge a path to the future, one must first understand the past. What deeds and events 

of the Sixth Astral Era set our realm on the path to destruction that would culminate in the 
Seventh Umbral Calamity? This timeline enumerates the major happenings ofEorzea and its 
city-states leading up to that fateful day when catastrophe struck. 

r=-
Limsa Lominsa . Gridania . Ul'dah l lshgard -Sharlayan IIAlaMhigo ~ The Garlean Empire 

Year I City-state I Event 

ca. JO 

:&01 

• 
The frigid climes brought furth by the great deluge subside, heralding the advent of the Sixth Astral Era. 

Survivors of the Sixth Umbra! Calamity furm small communities in Gyr Abani2, descending into coofiict over the area's limited resources. Many 8ee AbaJathia 
entirely as the floodwaters recede. 

f .. l The Arcbon N yunkrepf leads a group of refugees away from the chaos of the mountains, sailing to an island in the Northern Empty, where they fuund the 
9 village that will later blossom into the city of Sbatlayan. 

----
t .. 1 With a burgeoning populace, the Sbatlayan sysrem of direct democracy becomes unviahle, and the Forum is instituted as a decision-making body where elecml 
~ peers debate key issues of governance that had theretofure.been at• standstill 

-----

ca. j6o 

ca.no 

600 

601 

Sharlayan astrologian Lewphon pens 'Tl,, Fiv, .Agr,-M E..-..,An Chrwwl'f}, an attempt to unify the independent alendars used by each of the city-.tates in 

the Fifth Astral En. 

The H yur tnbes emigrate en masse from the northern continent ofllsabard in the first of three great m.igntory waves, and their numbers in Eon.ea begin to swelL 

A band of Elezen displaced from their ancestral home in central Aldenard come to settle in Coertbas. 
- -=e::....- ------

I 

• 
• 

Elezen settlen come to the Sea of Clouds, where they commence construction of the mountainside sanctuary to Halonc that will later become Saint Tbordan's 
Basilica. Small villages spring up in the vicinity, laying the fuundation fur the nation oflsbgard. 

Sbatlayan society names its first "Archons," individuab ,,;ho have distinguished themselves ins~ fields of study. These Arcbons gather an/rrorm an 
educational body, the Studium, to serve as an institure of higher lcaming. 

According to Ishg2rdian holy scripture, Hf marks the year when King Thordan is visited by the goddess Halone, who beseeches him to guide his people to the 
Promised Land of Coertbas. As the legend is told, the great wyrm N idbogg attacks the caravans on their journey, and King Tbordan and half of his men are slain 
befure the dragon is valiantly driven away. The remaining knights, including the king's son, Haldrath, guide the Elezen ,urvivon to their destination. 

In trUth, King Tbordan and his knights twelve ambush and slay Ratatoskr of the First Brood, devouring the sbe-<lragon's e:,a to aaiuire pq:ten,aiUnJ 

wisdom. Enraged by this betrayal, the great wyrm Nidhogg pursues and kills the king and half of his company, heralding the end of the era ofpeaci: and the 
beginning of the Dragonsong War . 

The Holy See employs the power of twenty and fuur dragon eya to erea a great arcane ward-later to he known as Danilli,n's Collar-that envelops the 
entirety of lsbgud, as the city steels its defenses against the coming raids by N idhogg's brood. 

The progenitors of the fuur High Houses join together with the clergy of the I,hgardian Orthodox Church to pen a historic narrative that <>mits derails of the 
betrayal and slaying of Ratatoskr. This new myrh of the nari<>n', founding is indoctrinated through the educatioo « Ishgardian dilldttn. 

The sanctuary to Halone undergoes extensive reconsrruction, and is renamed Saint Thordan's Basilica. 

Scholars of the Studium sua:essfully decipher ancient texts pertaining to aethcryte travel, a discovery which ,na1ces the construclion of new aetberym powole. 

A ream of researchers from the Studium commences a survey of the northern isles. 

The Studium concludes a full survey of the area within their territorial boundaries. They ronstruct aethetytes on each of the fuur isles----ccntral Sharlayan, the 
northern Isle of Haun, the eastern Isle of Y om, and the southem Isle of Val-and perfurm a successful rest of teleportation magicb. 

------ --- ----
ca. 660 

666 

669 

ca. 700 

ca. 710 

137 

ca. 740 

~ 

~ 

H yur emigrate to Eo= en masse in the second of three great migratory waves. 

Driven from their home by the Hyuran settlers, whose numhen oootinue to swell, the Elezen begin to colonize the Black Shroud. 

Sharlayan scholars glean a furm of fumble releportation magic from Fifth Astral Era tomes. The first empirical test of the ,pell rcsul!s in the disappearan,::e 
of the researchers and a handful of observers. 

The Council discontinues its search fur the missing persona involved in the casting of the ancient releportation spell, and designates the spell as furbiddtn 
magic, banning its further use. 

cc--· 

I The Lalalcllin descendants of the magi of Mhacb arrive in the remore frontier of Thanahn. 

The Hyur begin to colonize the Black Shroud, leading to territorial contentions with the Elezen. 

Mhachi settlers in Thanalan fuund the kingdom of Belab'dia. 

The Elezen and H yuran settlen of the Black Shroud reconcile their ~=ces, and together build the sulm:rranean city of Gebnorra to in-ct themselves 
from the threat of the elementals. 



o*1J 

V I c· E ,ear , rty~tate vent 

CL 7JO 

7JJ 

761 

787 

ca. 800 

8t7 

871 

87; 

874 • --
87J • 
880 • 

• 

H yur emigrate to Eon.ea en masse in the third and final of their gtoat migratory wav.._ 

Albin the Ashen, a H yuran chieftain, leads a band of his men to invade Thanalan, and is swiftly dispatched by Belab'dian furoes. 

The Azwc Dragoon Va!eroyant repels an attack by the wyrm Nidbor,g, who had been dotDWlt fur several decades. 

The Azwc Dngoqn Valcray=t leaves lshgard to defend a small village &om the Dravanian Horde, but is ,lain in battle protecting a group of shepherds. 

The Garieam, alii,r ~ defeat in their territorial claims in the southern region ofllsabard, aoss the central mountain range and settle in the snow-dad northlands. 

Thirty years after his death, the Azwc Dragoon Valeroyant is canonized as a Halonic saint by the Holy Sec. 

Lalafuto III, sultan of Belab'dia, vanishes under mysterious circumstana:s. 
------- ------

The long I02l'Ch fur Kmg Lalafuto III is abandoned, and his wife Memcto is crowned as ruling sultana. 

The G•llllii"", a ship crewed by Roeg,,dyn refugees seeking to escape the tyranny of their homeland after a f.uled coup d'etat, departs the isle of Aerslacnt in 

the Northern Empty. 
---- -------
The G•l.di.n runs aground on the southern coast ofVylbrand. The refugees abandon the ship, settling on the island, where they round the maritime city of 
Limsa Lominsa. 

-------
~SJmlayun ~ bdlmd fur Thanalan a>nlCS UPon the stran<fed Gahdion and offers wistance, which is refused by its erstwhile crew as unnecessary. 

A~ tti"bc- rownslolk in a scttlewtnt in wcstun La Noscca. 

Battle ensues as a militia is dispatched from Limsa Lominsa to defend the settlements of western La N oscea. The Lominsans are victorious in their skirmishes 

with the kobold tribes along the narrow oorridor leading to Upper La N=, and the region comes to be known as Skull Valley after the Lominsans line 
the path with the death's-heads of their roes as a warning to would-be trespassers. 

Elilwaen, first Admiral of Limsa Lominsa, sua:umbs to an unknown disease (possibly the Lung Rot) at seventy and six. In his last will, he names his confidant 

Tragghyr the Cold as his s=or, beginning a tradition ofLominsan Admirals being sclccted by •PPointment 

Sbarlay:u, signs an agreement with Belab'dia to construct an aetheryte network across Thanalan, leading to the development of the first full-Oedged aethemet 
inEor:r,ea. 

Adiniral Tragghyr recruit> a group of like-minded men to form the Knights of the Barracuda, the Lominsan navy. Commanding its land forces, popularly 

known as the Yellow J ~ he leads a raid on kobold territories in the name of the city-state. 

• ",l'be Kliighta of the ~ establi&h Camp Skull V allcy m western l.<11,~ seizing a Portion of kobold lands and opening the region for oolonization. 

L,rge-scole logging commences in lower La Noscea. The Lominsam establish Moraby Drydocks, and commence building war vessels with their newfuund 

resource,. 

With the boom in ship construction, acts of piracy by Lominsan citizens become increasingly commonplace. ca. 910 
_ _,,,c::__ -----------------

ca. 93° • 
~ 

-- ---
931 ~ 

937 C) 

- - --
ca. 94° • 

941 El 
-----

963 

964 I 

961 

966 

967 • 
----

968 • 
969 I 

ca. 970 • 
ca.980 

The Garicans establish the Republic of Garlemald in the northern reaches of Ilsabard. 

To contend with the armed csoort convoys aa,ompanying merchant vessels, pirates begin to join forces under their own Bags, and oountlcss pirare bands 

rerroriz.e the seas. 

The Republic of Garlemald is dealt a crippling blow when its capital is raided by the H yuran nomads of the north. 

The Republic furgcs an alliance with the Roegadyn mountain clans, enlisting Rnegadyn battle mages as mercenaries to fortify defenses around the perimeter 

of the <apilaL 
-- ---- --------

Bolstered liY. the strength of the Roegadyn battle magcs, the Garlean army su=ds in repelling the nomads. 

Pirate bands vie fur suprelD2C}' amongst themselves, with oonflicts growing increasingly violent. The Admiral's authority weakens, public order rapidly 
deteriorates, and blood feuds between pirate crews continue fur the next two decades. 

The R.ocgadyn mountain clans demand compensation from Garlemald fur the services of their people in driving off the Hyur. After momhs of negotiation, 
talks b=k down and the mercenaries withdraw from the capital 

The incumbent Admiral of Limsa Lominsa is wassinatcd, and Agatzahr R ochmerlsyn-a refurmed buccaneer-ii "{)Pointed to serve in his stead. 

Civil war breaks out in Belah'dia, as the twin princes Sasagan and Sasawefu each assert their claim to the throne. 

S1Luwefii's army eniploys Sh:irlaynn aetberytes in an ambush on Sasagan', enc.wq,numts. In reraliation, Sasagan'o army dcstro:,, an aetherytt while in use, 
caJJJing nearly eight hundred ofSasawefu•s men to vanish without a trace. 

Sh:irlayan orden the temporary suspension of their acthemet in Thanalan unril a resolution can be =bed in the Bclah'dian civil war. 

Admiral Agmahr githen the warring Jlirare crews and reacJ,es agreement fur a code of conduct, ending two decades of bloody conflict. -------
Agatzahr establishes the Uprig!it Thieves as back-alley enfurcen of the code • 

Aenaiir temporarily expands the Powen of Admiral to include governing of the maritime city and promptly institutes a tari1f on looted goods, routing the 
funds to the Knights of the Barracuda. Their sttengtb and numbers bolstered, the navy scores a string of victories against the kobolds, claiming a significant 

portion of the beastmen'o lands fur Lilnsa Lominsa. 

Tbe Temple Knight Ser Toripbaniel bnttally slaughten a clergymasi of the Holy See known to have abused orphans in his charge. The knight is tried fur 
murder, but earns his release in a trial bf d>mbat. Ser Toriphaniel'• acriom gamer him recognition .. the fint "dark knight." 

llelab'dia is divided and two kingdoms emerge: Sil'dih under Sasawcfu and Ul•dal, under S""'&"). 
-------

The fuunding f.uber of Urdah, Sastgan UI Sisigan, forms the Suh,inswom from the knights who contributed to the birth of the nation. The holy blade 
Oathkeeper is bestowed UPon their leader, and three elite paladins are gifted the swords Curtana, Joyeusc, and Duraruhl, hewn from the same stone. 

Marking the end of the prolonged =itorial comlict, the Lominsans of southern V ylbrand allow the beastmcn to lllllintain posoession of Mount O'Gbomoro, 
their ucred summit in the north. 

A market fur plundered goods emerges in Liinsa Lominsa, and scanring trade begins in earnest. 



Year I City-s- ( Event 

ca. 980 

991 

992. 

ca. 1000 

ca. 102.0 

1049 

ca. IOfO 

10f8 

1062. 

1076 

1077 

1081 

1084 

1093 

ca. 1100 

1104 

1117 

1122. 
----

112.3 

ca. 1130 

113f 

• • • • 
• • 
• • 
' ' 
' 
' • • 
' 
' • • 

------ --------------
A, sea trade 8ouruhes, Llmsa Lominsa expcricuces an in8ux of Plainsfullc Lalafell Significant number, ofHyur Midlanders and Miqo't,, Seelcerl of thc Sun 
also come to the city-some in search of a fm: liti:, othen abducted by and assimilated into pirate bands-and its popul= grows ever more diverse. 

Agatuhr announces the first Trident, a contest among the piraa: powers that will henceforth serve to choose future Admirals of Limsa Lominsa. 

The first Trident is held, and its victor inaugurated as new Admiral of Limsa Lominsa. 

Ui'dah first enlists the aid of R.oeg:adyn and Highlander sellswords in their continuing war against Sil'dih. 

The lxal incur the wrath of the elementals and are cast out of the Black Shroud. The tnocs migrate to Xelpbatol, cast of Abalathia's Spine. 

Sahagin marauden assail the pirate ship, the Nomw:h, in the Indigo Deep. 

Tensiom with the Sahagin in the Indigo Deep rise, with reports of wide scale attacks by the bcastmen on Lominsan vessels, machant and pm alike. 

A pirate ctCW known as the Seaspray parley with the Sahagin. The beastmen agree to an alliance on the condition that the pirates offi:r saailices to LeviatJwi. 
and the two parries jointly engage in piracy. 

The Azure Dragoon subdues a massive dragon in the western highlands of Cocrthas, aided by a contingent of magci from the Holy See who spcllbiml the fue 
into slumber. The body and limbs of the great wyrm are enveloped in ash and stone, funning the 8oating isle known as the Dreaming Dngon. 

Admiral Melvaan appoint> lkuku lku, an arcanist hailing from the south sea isles, as an advisor in matrers of govemancc. At the Lalafell's suggestion, MCMilln's 
Gate is established to inspect and tax maritime traffic. 

After much trial and error, the conjurer Jorio successfully communes with the elementals. Talks are held in Peaccgatden, and the citizens of Gclmom arc pcnni=d to 

live in the Black Shroud. 

The inhabitann of Gelmorra begin construction of the furest city of Gridania. The hamlet of Q...uarrymill is fuundcd on the sire where stone is cut and harvcsll:d 
fur building materials. 

Brother Jorin's wile bears him a son, who is born with two distinct round bumps on his head. 

The curious knobs on the head of Jorin'• eWest son grow into horns. He soon displays an ability ro prophesy natural even~ rainstorms, blight in the 

apple orchards, and a plague of catfish-and is celebrated as a child of the gods. 

J orin's eWcst son stops aging, and is feared to harbor an unknown sickness. The child refutes this, declaring it a sign that the eletDCIIWS have chosen him as a 
mediator between the furest spirits and man. He discards his birth name and takes ro calling himself 1-0hok-Pota, which he describes as the sound made by 
the aetheric waves when the elementals speak unto him. H encefurth, J orin and his children adopt the surname Pot:a. 

A permanent coliseum is erected as gladiatorial cnlture becomes 6rmly entrenched in Ul'dah. 

The batbor town of Aleport is fuunded in western La N oscea. 

The child of a Hyuran family in Gridania is the second to be born with horns. 1-0hok-Pota offi:n to take the child in his care, bestowmg upon the child 
the name ofU-Kote-Num. Henccfurth, the homed chiWren ofGridania come to be known as Padjals, and are raised with great care in the Stillglade Fane. 

Cultivated vineyards thrive in Eastern La Noscca, and the batnlet ofWineport is establisllcd. 

1-0hok:-Pota, who had already been serving as Gridania's de fu:to political leader, officially assumes the role at the behest of the Secdseer COUllcil, and it 
conlerred the new title of Elder Seedscer. 

The Cedarwood in lower La Noscca goes barren from excess logging. R.eclamation of upper La Noscca commences to address the ;increasing demand fur 
lumber from Lominsan shipyards. 

---------------
Ans he Im Cotter unifies the military might of G:,r Abania•s watring clans and buiWs a citadel on the shores of an eastern lake, marking the birth of the 

city ... tatc of Ala Mhigo. 

ca. 1140 Hostilities with the kobolds Hare anew as the Lominsans colonize the lands of upper La Noscea. 
---==---

1146 I 
n.t,8 • 
llfO • 
11f4 • 11f9 • 
1162. • 
1177 • 
1178 • 
1179 

1181 • 
1189 

The lady dragPOD Reinette carries out her revenge on the dragons who killed her lover. She then lays down her spear Goe Bolg and takes a vow of pcwcity, 
living out the rest of her days as a nun in service of the poor and downtrodden. 

The Knights of the Barracuda launch a wide ... cale offi:nsive against the kobolds in the north to secure the furcsn of Oakwood, • primary soun:e of shipbuilding 
lumber. In the third major conquest of koboW lands, they claim the surrounding area fur Lunsa Lominsa, establishing the garrison CaDJtl Iron Lake on the 

shoreline. 

A system of tolls is enacted, ro be collected from merchant> mveling through Ala Mhigo and Gyr Abania in return fur safe passage between Eorua and the 

Near East 

Ala Mhigan pikemen drive out the invading H yuran nomads from northern Othanl, and tales of their courage and marti:il prowess resound across Eorr.ca. 

Lalawefu Sil Tatawefu ascends the throne in Sil'dih and increases taxes to spur economic refurm. 

Lalawefu takes measures to secure a stable warer SOW'CC, and is hailed by his people as the "King of Spring>." The act deals a seriOld lilow to Ul'dah, as 

Sil'dih's warcr supply is diverted from upstream of their sister sultanate's own reservoir. 

Lalawefu of Sil'dih succumbs to illness. 

A withering drought overt2kes Thanalan. Sil'dih fulls into economic dccline, and itt people voice public discontent with the ,ultana..,,. excaai,e taution. 

Ul'dah invades Sil'dih ro reclaim their water supply. Sil'dih takes advantage of the crisis ro unify in people under a common cause, and w,gcs a war of 
resistance against its sister state. 

UJ•dah enlists thc services of Ala Mhigan mercenaries, and thc soldiers of furtwlc swell their ranks as the kingdom besieges Sil'dih. 

Ul'dabn thawnatwyp develop the Traden' Spurn, an alchemical concoction with the power to reanimate the dead. With this dcvastatiag weapon, they lay 
waste to Sil'dih. 

1-0hok-Pota celebrates his one-hundredth namcday, though his appeatall\" remains that of a boy of ten ,ummcn. 

Lady Reinette, the former Azure Dragoon, expires in a nunnery at sixty and sis. 

019 



Year i' City- Event __ , 

• 
CL 12.00 • • 

• 

After their triumph over Sil'dih, emissaries from a thriving Ul'dah board Lominsan-buih ships and set sail fur the Near East to establish trade. 

With the espaosion of maritime Ir.Ide, the number ofUl'dahn merchantJ t1lking the land-based eastem trade routes begins to decline, and Ala Mhigo struggles 
to suswn itJelf on the meager tolls. 

Piracy enters its golden age, and raids by Lominsan cor>airs on merchant ships laden with Ul'dahn riches are the order of the day. 

Ul'dahn merchants begin annilig their vessels to protect their livelihoods on the open sea, but strUggle to fend olf the Lominsan pirates and their superior 
ttmtic:tl aptitude. 

The pirate king Mistbeard appear> on the Five Seas, his fu:e cona:aled by a ghastly mask as he unifies several pirate bands under his flagship, the HAAr. His 
l,gend grows as he and his crew plunder the seas with impunity. 

Swgan III is imprisoned and ousted as ruler of Ul'dab in a political coup. Baldric Thome is crowned sultan, marking the beginning of the Thome dymsty. 

Mist beard is reportedly slain at sea in battle with an armed merchant vessel from the Near Eastern city of Radz-<1t-H an. 

A wealth of treasures is plundered from a R.uh.-at-Han argosy, giving rise to rumors that Mistbeard is alive and well Time and again the pirate king is reported 
as dead only to ,aurfu:c, leading many to believe the man immortal 

-----• 
• 
• 
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Baldric Thome'• only daughter Edvya disappear> from the pabcc. Fearing the wor>t, the sultan orders a city-wide search fur the princess. The Sultanswom 

evenrually disoover Edvya with the assistance of a young girl oflow birth. The incident would later be remembered as the national holiday, "Little Lady's Day." 

Ul'dah rel.oc2tes its capital atop of the ruins of fallen S il'dih. 

The enslaved hecatoncheire giantJ of Copperbell Mines revolt against their masrers when the encbantmenu on their helms wear olf, and the miners furcc a 

cave-in of the lowest depths to seal the giants within. The mine is shuttered under the pretense that its veins have run barren. 

Lady Reinettc is canonized by the Holy See a century after her death. Unpopular with the clergy fur having abandoned her duties as a dragoon at a young 
age, she is beloved by the oommonfulk fur having devoted her life in service of the poor and downtrodden. The See elenres her to sainthood, in what is widely 

seen as an attempt to distract the public from corruption within the cbun:h. 

Scholars of Sharlayan establish a researcb outpost in the Dravanian Hinter lands fur further observation of the aetherial sea. 

Sharlayan enlists the service of Ala Mhigan mercenaries to subdue the beasts that roam the hinterlands and ensure the safety of their outpost 

A Sharlayan survey team discovers a vast system of subterranean caverns beneath the Dravanian hinterlands. They commence construction of an aetherial 
observation fu:ility, the precursor to the Antitower. 

The Creeping Death strikes, spreading rapidly among the Hyur ofGridania. 

An alchemist sent from Ul'dah develops a cure fur the Creeping Deatls Though the spread is contained, the H yuran population is left decimated by the disease, 

dnurically transfurming the r.u:ial makeup of the city. 

Waves of undead pour furth from the Sil'dihn waterways beneath the city • 

Responding to a series of zombie attacks across Thanalan, the sultana.te •pproacbes their therctofure enemy, the Amalj'aa, with a proposal to join furces against 
their common undead fue. Tbe Amaij'aa-eager to cleanse their sacred land of the fuul corpses-accept the offer, and Zahar'ak is established as a joint garrison. 

1-0hok-Pota passes aw.y peaccfully in meditation at the age of two hundred and seventy-two. To the end, be showed no signs of sickness, and is believed 
to have died of old age. 

Ala Mhigan mercenaries are contracted by Ul'dah in the sultanate's dli,rr to purge the city of the undead droves. 

----------
Tbe mighry Dtavani.w gener.d Darks,ole awakens and leads an army of wyveros in a raid on the villages of the eastern Coerthas highlands. The Temple KnightJ 
and dragoons join furces to retaliate, and succeed in repelling the dragon threat. A mortally wounded Darbcale tumbles from the heavens and plummets into 
the depths cf Clearwater Lake, and the battlefield is hena:furth known as the Field of Glory. 

With the aid of the Ala Mhigan meroenaries, the sultanate at long last is successful in ridding the city of the undead. 

The Royal House of Thome abdicates the throne and restores sovereig,,ty to the Howe ofUI, marking the ascension of the second Ul Dymsty. 

The ha! innovate a method of enclosing ceruleum vapors to furm floating pouches that can be employed in the rransport of heavy cargo. 

The Forum Adopts • proponl to erect a fu1uw city and colm>y on the sire of the research camp in the Uravanian hinterlands. 

The fim wave of settlen from the motherland set out fur the Dravanian hinterlands. 

The Wood Wailets engage Ixal trespassing into the Jllack Shroud to gather rimber, driving them out of the furest. 

In response to rcpeated lxali incursions, the Gods' <l!!/ver is established to fend olf extemal threals to the Twelveswood. 

Stonemason Percclle begins work on a starue ofHaldrath to be erected in the westem higbhnds ofCoerthas. 

Sasamo Ul Samo f.ils in her e!ot to overthrow the ruling sultana, her elder sister. 

Stonemason Percclle compleres tbe starue ofHaldrath in the Coerthas westem highlands. 

Massive deposits of rare mythril ore are discovered in Thanalan, leading to the Mad Mythril Rwh and a period of unprecedented economic prosperity. 

The Jul, h:iving m:ade significant advances in their air bladder t=inology, invent the first dirigtlile. 

Tavem prop~ Amajina recruits a number of her~ patrons to fuund Amajina & Sons Mineral Concem, a mining int>:iat 

The Blacksmiths' Guild is established, that the Lominsan art of IJilithing may be preserved and its traditions paased down to future generations. 

Tbe Jul, through techoological advances and careful s.tudy of the winds, sucaed in devising a means to steer their dirigibles at will, though this capacity is 
limited to certain seasons. They begin outfitting their crafi with armored planes fur use in battle. 

The eiriuns of Gridania incur the ire of the elementals of the Black Shroud, awakening the gr,:enwrath. A DllDlber of thl!ir tldcrly ofter them.selves in ucrifice 
to expunge tbe woodsin, sparing the people expulsion &om the furest. 

Tbe Goldsmiths' Guild ofUl'dah adapts advanced clockwork mecbanisms to fuhion the first mammet, a living puitpet. The prototype mammet is named Mnejing. 
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II King Manfred abruptly assert> his sovereign right to the East Shroud, di.patching General Gylbarde and his men across the Velodyoa River to seize Gridanian 
terril.'Oty. The incunion marb the outbreak of the Autumn War. 

---------

• 
' 

v ainchclon WhitCWllter, a decorated pikeman, is appointed as supreme commander of the Gridanian fura,s and leads his troop into battle with the Ala Mhigan 
invaders at Finesand Banks. The battle ends in a snlemate between the two parties, and Vainchelon furms a defi:nsive line at Nine Im t9 stem the advance 

of the Ala Mhigan army. 

V aincbelon perishes from a sudden illness at camp. Osbcrn, his second, assumes command, abandoning V aincbclon's defi:nsive position and leading the Gridanwio 
in a &ontal assault on the Ala Mhigan furces. 

General Gylbarde ambushes the Gridanian troops en route to Finesand, surrounding and spilling the blood of the Gridanian column with six thousand metL 

General Gylbarde thrice deflects the desperate adv,na:s of Commander Osbem In addition to capturing Osbcrn and scores of his ot!iten, Gyl.barde', army 
also seizes possession of Claustrum, the Secdsccrs' legendary staff. The First Battle ofTinoqla concludes with a decisive Ala Mhigan victory. 

The thaumaturge <ll!quruka Tatarula. is fuund guilty of practicing forbidden imgicb, and imprisoned in the M.....ja Pit. 

The nations of Isbgard, Ul'dah, and Linisa Lominsa send reinfuroements to Grid2nia, and their combined fura,s deal a aippl.ing blow-to army 
at East End. General Gylbardc is slain in oombat, and King Manfred is wounded when be rushes to the &onrlines to restore morale. The Second Battle of 
Tinolqa ends with a decisive victory fur the Alliance. 

=------ -------
Former Wood Wailer captain Miswlc establishes the Lanccn' Guild. 

The Enigm,, Cotkx is completed. 
---- -------

• 
• 
• • ~ • • • 
• -
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• 

The seventy-second Trident is held. 
One..:yed Wyltted is fuvored in the contest, but is betrayed by his first mate K,,irlach, and his archrival Geisswaen clainis victory. Upon assuming the admirahhip, 
Geisswaen orders Wylficd to be crucified at Bearded Rock. 

The Ul'dahn merchant Tatanora purchases the confiscated lxali dirigible from the Gods' Qi!iver in Gridani2. Using knowledge of ceru!e,;;;, _.;;pon gleaned 
from the cnft, he amasses a fortune from the production and sale of chocobo coaches. 

--------
Grear merchant caravans employing chocobo carriages are organized, and set off fur the cast. Meanwhile, Ala Mhigo is furccd to dramatically reduce their 
highroad tolls as patt of their terms of surrender in the Autumn War. As a result, overland transport regains popularity as an alternative to the piracy-plagued 
sea routes. 

Flourishing oommercc and aoss-bordcr trade prompt the need fur standardization of currency and measurements. By conscnsw of the six city-st:ites, the gil 
of ancient Allag is revived and adopted u a univenal currency, and with it the ilm/onze system of weig,bts and measures. 

Wealthy merchants invest large sums of money into the Coliseum, which wes the funds to construct Halatali, a training ground fur professional gladiaton. 

Skystccl Manumctory is established and begins developing new weaponry to be used in the war against the Dravanian Horde. 

Solus zos Galvus, fint son of the estccmcd House Galvus, is bortL 

The Lominsan adventUrer Kctenramm the Blue embatb on an apeditiona,y voyage across the western seas. 

krenramm di.coven uncharted lands across the western ..... He rakes to lhore, making first cont= with the thriving nation oftbc Maq,pol.Ja. 

Ketennmm and bis crew pay visit to the aboriginal capital of the Mamool J a. The expedition m3kcs an offering of Lomins2n gifts to the Aumd>, who in return 
bestows upon bis guests treasures of the finest silver. 

ktenramm returns to Linisa Lominsa from the New World. 

Word of ktenramm's miraculous di.co very spreads across the city ... rare. and more and more Lominsans set sail in search of ¥),,ry and riches in the N cw 
World, ushering in a golden age of exploratioa. Tbcsc voyages are met with dilliculrics-shipwrecks in the rough western seas, arnbusbc< by the Sah:tgin of 
the Indigo Deep-and the docb and alehouses of the capital are abuzz. with tales of furtunc and woe. 

Solus ws Galvus enlists in the Republican army at the age of sixteen. 

Solus zos Galvus's exploits in bank: earn him a promotion to legatus at the age of twenty and fuur. He promptly pushes through reforms which sanction the 
use of magitek in the imperial legions. 

The Republic of Garlemald begins furcefully wbjugating and annexing its neighboring city-states. 

Limsa Lominsa petitions the kobold rnbes fur a peace accord in order to fucus their strength OD the carnpaigi, against the Sah:igin, and avoid fighting • war OD 

two fronts. Ar the conclusion of negotiation, with the ur Order Patriarch, the two parties sign a pact of non~ which ,mes "to man goes the bounties 
of the sea, and to the kobolds the bounties of the land." The ambiguity of the agreement, however, will eventually invite further conflict. 

----- ---------
His aa,omplishmcnts having garnered him the undivided support of the citizctliy, Solus zos Galvus is named Du:tator, the supreme commander ol'Garlemald, 

~ 
at the age of twenty and eight. 

--------
The Republic first employs airships in its military conquests, easily conquering the small nation of Dalmasca in • di.play of terrifying power. Over the comiig 
years, the Garlcans seize control over the majotjly of the northern territories. ----- --------• In what is oommonly known as the Battle of the Indigo Deep, the Knights of the Banacuda and numerous pirate fleets jdin fura,s and ,ail into the Indigo 

Deep to subjugate the Sahagin, an operation that ends in fuilure. -------- ------• --

l¢DJ 

• • 

Legendary brawler Cornelia unites those gwliaton vened in the art of fisticufli into a ~ of pugilists in the hopes of passing down her all..:ncompassing 
style of unarmed combat to future generations. 

The oorthlands ofllsahard are unified under Garlcan rule. Dictator Sohll ws Galvus declares that the Republic will hencdortb be govemed as an imperial regime, 
and crowns himself Garlemald', first emperor at the age of thirty and one. 

The Garlean Empire adopts their own calendar, with yean counted aaxmling to the Emperor's reigl,. 

Tatanora succeeds in reproducing Inli technology and manuJ.ctures dirigibles in mass quantic:ico, leading ro • surge in exploratl"'I by Sight. 

A battle ensues between Misrbcard', crew and the Lcagttc of I.<l# Bastard, in the open sea ofF eastern La N oscea. Comirie,, lives are IGSt,, and the coastline comes 
to be known as Bloodsbore, as its waters run red with the blood of the fallc!L 

Admiral Guobkyf "Mastclcaver" Bhaldwaensyn, a noted gourmand, establishes the Culinarians' Guild as part of a oomprehcmive dli,rt to c:ompile and 
catalogue the most delicious recipes from all comcn of the realm. 

op. 
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The imperial logions of Garlcmald launch a miliwy campzign on the eastern continent. 

An:hon Matoya compl;tes her rcsc2tCh on 2Ctheric convcrgance as a means to counter the Garlean menace. The resulting tome, On .Attbm,; C""""!!"''• is 
denounced bf the Forum as being more dangerous to Sharlayan than the enemy, and hencefurth banned as forbidden knowledge. 

Tatanora use.s his accrued furtune to fuund Highwind Skyway;, a prinr.ely-owncd company focused on tourism and commercial applications of air travel 

Merlwyb Bloelhiswyn, future Admiral ofLimsa Lomitisa, is born. 

The Darldight Raiden, a mer=ary group under the command of Gerbald the Red, eru!icare an enormous poisonous snake in the Aurum Vale, earning themselves 
fune and furtune. - ---- ------------------------·-----------
The Seedseen issue a decree to close the Thousand Maws of Toto-Rak, citing inhumane treatment of the prisonen confined therein. 

The Daildight Raiden &.ii in an artempt to purge Cutter's Cry of the chimera thar lurks in its depths. The mercenary group is cflectively disbanded as most 

of its memben are slain. 

The eonllict between King Theodoric and the Fist of Rhalgr intensifies. In the name of quelling the insurrection, the king leads a vast army to the site of the 
monkhood's main temple, raz.ing it to the ground and massacring its disciples. 

At nillctecn, Raubahn Aldynn is ordered to suppress an angry mob as an officer of the Ala Mhigan army. He earns wide renown when he succeeds in the 
task without ,pilling • drop of blood 

¢Pl Tbe imperial logions conquer and annex Doma, a small border nation on the eastern conrinent of Othard. 

The XIV th Legion advances on the Ala Mhigan border . 

• Merlwyb Bloefhiswyn assumes command of the League of Loot Bastards. 
------

•• • ----,,---

• 
• 

R.aubahn is assigned to the border furces as the XIV th Legion closes in. He and his comrades undertake a series of diversionary maneuvers which succeed in 

keeping the imperial furces at_ ba_y_. __________ _ 

Raubahn makes short work of an imperial magitek contingent in a border skiramh, toying with the enemy, and is promoted to a position of high command fur 

his deeds. His isnpressive accomplishments on the field of battle cam him further trust and acclaisn among his men. 

Merlwyb, now twenty, leads the League of Lost Bastards on an. expedition to the New World. 
------ ------- -------------------------

Kan-E-Senna becomes a conjurer at six years of age. 

The nilil,g sultan, Sasabaru UI Sisibaru, is wed to Nanasha UI Nasha. 

The H- phmden a fureign vessel loaded with ceremonial gifts for the royal wedding in Ul'dah. Mistbeard md the wealth of tteasures vanish shortly thereafter. 

R.aubahn is struck by an imperial sniper, suffering grievous wounds. Withdrawing from the frontlines, he returns to his home village in the mountains of Gyr 

Abania to convalcscc. 

Merlwyb triumphantly returns to Limsa Lominsa, having discovered safe passage to the New World. 

Nanamo Ul Namo, first daughter of the sultan and heir to the throne, is born. 

The people of Ala Mhigo revolt against the tyrannical King Theodoric. The kinf,,guard is complicit in the uprising, igtloring their liege'• orders and opening 
the gates of the pal= to the revolutionaries. - --- - ----

El 

e: 

Seizing the QppOrtunity amidst CODfusion and pclirical upheovlll, the XIV th Legion subjugates and llWleiu::, Ala Mhigo with little resistance. 

Still nursing his wounds, R.aubahn leaves Gyr Abania at twenty and fuur to wander the realm. 
- ------ ----------------

The Forum votes to abandon the colony in the Dravanian hinterlands, and preparations fur the exodus begin under the leadership of the dignitary Fourchcnault 
Leveillcur. ---

• ,.,.s • 
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Count Tarresson de Dzcmael disburses his own coin to fuwicc the excavation and co11Struction of Dzcmacl Darkhold, a subterranean furtress and safe haveo 

from dragon raids. 

Merlwyb, now twenty and fuur, forms an armed merchant armada and embarks on a trade expeditioo to the west. 

Under the influeooe of the Syndicate, the sullllllate enacts a law furbidding all dealings with beast tnlies. All beastmcn are evicted from the city, save fur a 

handful of prooperous Qigim merchants and other rare cxceprioos • 

Raubahn, now twenty and seven, arrives m the Sultanate only to be mistllken fur an imperial spy. He is imprisoned by the Brass Blades and furced to light 

in the gladiator pits. ----
Upon the death of his p~r, Thordan VII is ordained .Archbishop of the Holy See. 

Kan-E-Scnna is named a Sccdseer at twelve •="-
Sultan Sasabaru and Sultana Nanasha perish in an accident while traveling abroad. Nanamo Ul Namo is crowned as Ul'dah's seventeenth Nling sovereign at 

the age of five. 

Limsa Lomima, Gridania, Ul'dab, and Isbgard furm a joint milit21'f alliance to address the impending threat of a Garlean invasion, and the Eorzean Alliance is 

funna1ly in:wgunted. 

The twins Alphinawl and Alisae are born to House Leveillcur. 

The Battle ofSilvertear Skies is waged. 
The .4f;ri,,,, llag,hip dreadnaught of the XIV th ~ is dispatched to Mor Dhona where it is assailed by the ancient wpm, Midgardsormr. The .&gm, 
crashes in mortal combat with the wyrm, and the lq,jon is furred to retreat. - -----
After five years ofpreparstion, the Sharlayan residents of the Dravanian hinterlands abandon their colony to rerum ta the Old World in a mass exodus. 

Archoo Loo.isoix gathers twelve of hi, dlsciplca and forms the Circle of Knowing, a sectet society with a self-proc~ goal of saving Eorzea from disaster 

furetold. 

Archons from the Circle of Knowing arrive in Eorzea. They split up and tnvel to each of the realm's city .. tan:I, meeting with their leaden and olfcring 't"ords of 

wi,dom regarding the ~instatement of the Grand Companies. 
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The kobolds summon their god, Tirui. Tensions with Limsa Lominsa mount as the beastmen frequently ftllture into La Noocca to mine the crystals ncccssary 
fur their ritual 

The Sahogin, seelcing to summon their god, Leviathan, begin to amass crystals. The Coral Tridents, a faction ofSahigin pintea led bf Novv, the Scarlet Sea 
Devil, launch repeated attacks on Lominsan men:hant vessels. 

------
The bal summon their god, Garuda. With her divine blessing, they invent the &intone, an arcane apparatus that gives them the abilily ro fly their war 

balloons at will 

Flying an advana:d model of war balloon powered by airstones, the Inl make a furay into Coertha.<, where they establish a base fur their aerial sq~ 'at 

the site of the present-day colony of N at,ilan. 

The XIV th Legion postpones the Eonean campaign due to the primal threat, and proc:=ds with the construction ofBaelsar's Wall on the border of the Bbck 
Shroud and Gyr Abania to defend their land against potential incursions by the beastmen and their gods. 

-------
On the continent of Othard, Grand Minister Midas nan Garlond conducts the first field test of the Mereor Project at the Citadel Botja. A massive quantity 

of ene,gy ia released &om Dalamud, obliterating the tower and the surrounding city, ausing heavy ClSualties. 

The 1110untain village of Ferndale ia laid to waste by a rea:ntly awakened Nidhor,g. 

A goobbue breaks free of ia arane fetters during a parade and proc:=ds to runs amok through the streets. Asci1i2, one of the 1pcctators, ~ orp 
of twelve when her f.i.ther ia killed by the rampaging beast. 

age 

Is hg ard withdraws &om the Eonean Alliance, declaring the Gar lean threat all but over with the rcrrcat of the imperial furc:a to Ala Mhigo. Historians agree, 
however, that the true motivation fur the withdrawal was the Holy See's desire to divert their full military strength to the Dravao.ian threat in the wake of 
N idhogg's reappcarana:. 

The joint military of the Eonean Alliance disbands fullowing the withdrawal of Ishgardian troops, theretofurc the largest presence of all constituent membcn. 
While an allied security <XlW!cil is established in its stead, the Alliana:'s military ties remain in name only. 

The eighty-fifth Trident is held, and victory is claimed by Merlwyb, leader of the League of Lost Bastards, who by tradition is inaugur.at!OII as Admiral of 
L imsa Lominsa. 

Admiral Merlwyb outlaws piracy in Limsa Lominsa as part of an dfurt to improve diplomatic relations with other nations, and the Upright Thieves arc 
restructured as an underground organization, the Rogues' Guild 

• 
Highwind Skyways announces a partnership with Garlond Ironworks, a collaboration which soon bears &uit in the furm of a lightweight airship model fueled 
by a a:rulcum propulsion engine. With this new technology, H ighwind Skyway, begins offi:ring regular passenger service connecting the three major city­

-----·-.----T-he_ co_ns_ tructio11 of_ D_u:_mae __ l_D_ ar_kb_o_ld-e-xpe- rienccs significant delay, due to a acamty of building materials. 

• • • • 
• 
• • • 
I 

Mythril Pit T-3, an exavation site in southern Thanalan managed by Amajina & Sons Mineral Concern, is destroyed by what is described as •a mammoth 
fire-spewing monstrosity." This is later determined to be the first recorded sighting of I fut, Lord of the Inferno . 

The Admiral enlists the services of the Company of Heroes, a mercenary group, and tasks them with subduing the primals Titan and Leviathan. 

Sultana N:mamo Ul Namo shows mercy on the gladiator Raubahn, sparing him when his life is endangered in a rigged match in the Coliseum. 

Ishgard plaocs severe restrictions on chocobo expom after grazing pastures arc devastated by the Dravanian Horde. 

The Company of Heroes vanquiabcs Titan, Lord of Cngt. 

A joint offensive by the Company of Heroes and the Knights of the Barracuda succccds in felling Leviathan, Lord of the Whorl 

The beastman gods Titan and Leviathan arc summoned anew • 

The kobolds commence excavation of the southern reaches of O'Ghomoro, leading to the construction of the U'Ghamaro Mines . 

Hilcbbrand Helidor Mwmilian Mandcrvillc, son ofGodbcrt and heir to the pr=incnt House Mandervillc, runs away from home. 

V oidsent gargoyles attack a team of 1tonccutters at work in the tunnels beneath Dzcmael Darkbold, leaving few swvivors. Con.11:UCtion is postponed indefinire)J, 
and the incident besmirches the name of House DzcmaeL 

Minfilia, age eig~n, makes her first cont:u:t with the Archon Louisoix by way of her friend Tbancred, and learns that she possesses the power known as 

the Echo. 

Tarresson de Du:mael relinquishes his claim to the head of House Du:macl and passes on the <XlW!tship to his eldest son. 
------- -----------

A dreadnaught of the XIV th Legion opens fire and shooa down a Highwind Skyways airship transporting civilian passengers. 
-=-----

• 
• 
• 

---------

Highwind Skyway, suspends regular airship scrvia: indefinitely due to rcpc=d attacks by Garlcan furccs oo civilian vessels, limiting flights to instana:s of 
extraordinary circumstance. 

Raubahn achieve, an unprecedented thousand victories in the arena. He then purchases the Coliseum with his prir.e money and earns himself a seat on the 

Syndicate. 

At the Coliseum, the guildmaster of the Gladiato11' Guild loses his life in a fixed bout that shocks the nation. In the wake of the incidcm, the popular gladiator 

Aldis, known as the Sword ofNald, is banished &om Ul'dah. 

At the age of twenty, Minfilia rounds the Path of the Twelve, that those who possess the power of the Echo might COlbc together and explore how their 
powers might be wielded fur the common good. 

The Archons of the Circle of Knowing infilttate occupied Gyr Abania in an attempt to assist those Ala Mhigam who seek asylum abrood, but many Jive, arc 

lost when the Garlcans catch wind of the defection. 

The wandering minstrel sets olf fur Eonea after a long journey that carried him to the far comers of the world. 

Alphinaud and Alisaie Leveillcur enter the Studium u age clcven, the youngest 1tudents ever to be admitttd. 

The city-stares of Limsa Lominsa, urdah, and Gridania furm their Grand Companies. 
Subsequent events leading up to and in the aftermath of tl>c Seventh Umbral Calamity arc dewl.cd iD M••arin of tin C"'-"7, 
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A REALM REBORN 
Every end marks a new beginning. So it was that Eonea, in the five years fullowing the Seventh Umbral 

Calamiry, rose from the ashes to rebuild-as did their would-be imperial conquerors. 

TALES FROM THE CALAMITY 
There was much work to be done in the days following the events 

at Carteneau. Countless Eo=ans had been robbed of their homes and 
livelihoods, for Bahamut had managed to wreak untold destruction before 
he was defi:ated In Ul'dah rioters had taken to the streets, driven by 
madness and fi:ar. It was only by the impassioned words of the Sultana 
Nanamo Ul Namo and the brave actions of her seven defenders that order 
was restored, and formal efrorts to administer aid and succor to the people 
could begin. In Limsa Lominsa, Admiral Merlwyb Bloefhiswyn, who 
had lain in a state of torpor after suffering injuries during the Battle of 
Carteneau, awoke and set about establishing the Maelstrom's temporary 
command at the Moraby Drydocks, which had been sheltered from the 
worst of the great wave which had lain waste to Vylbrand's coast. And in 
Gridania, Kan-E-Senna's younger siblings R.aya-0 and A-Ruhn oversaw 
the 1"C00very cfrorts while the Elder Seedsccr remained in Carteneau for 
a time, seeking out what few survivors remained and saving those who 
could yet be saved 

Meanwhile, having watched the battle unfold from the deck of an 
imperial airship, Legatus Gaius van Baelsar, commander of the XIV th 

A NEW DAWN 
Six months after the full of Dabmud, in a quiet comer of Ul'dah, the 

surviving members of the Circle of Knowing and the Path of the Twelve 
came together to discuss their shared future. 

The Path of the Twelve, formed in 1170, had ostensibly been an 
obscure religious sect devoted to the punuit of spiritual knowledge. In 
truth, however, it had been a haven for "walkers" of the path-men 
and women blessed with the Echo, a power whose potential they were 
only beginning to understand, and its charismatic Antecedent, the Lady 
Minfilia, was herself among the strongest in this gift. 

Min£1ia had awoken to her power at the age of seventeen, when she 
somehow found herself walking in the memories of another. Troubled 
and terrified by the experience, she confided in Thancrcd, an old friend 
and secret member of the Circle of Knowing-though this she did not 
know at the time. Iucognizing the signs, Thancred introduced Min£lia 
to Louisoix Leveillcur, his master and mentor, who shared with her 
his knowledge of the Echo-a power said to have been bestowed upon 
individuals on the cusp of an Umbra! Cabmity-that they might st-and 
against the coming darkness. The Echo, he claimed, was more than the 
stuff of ltgcnds, and the selfsame power M infilia possessed. Though wary 
at first, she and the Archon became close friends, and it was with his 
enthusiastic encouragement that she would found the Path of the Twelve, 

Legion, saw an opportunity. Upon withdrawing to Ala Mhigo with the 
remainder of his fleet, he sent troops to Mor Dhona's Castrum Novum, 
with orders to execute the remnants of van Damus's VII th Legion and 
secure the fortresS for the XIV th. From there they dispatched cohorts to 
La N oscea, Thanalan, the Black Shroud, and Coerthas, and upon the 
lands they claimed were built many new castra. 

Although the Eorz.ean Alliance was not blind to the Empire's aggression, 
they had not the strength to oppose them. When the ;th Cohort en­
croached upon Ul'dahn interests in northern Thanalan, it was all General 
Raubahn and the Immottal Flames could do to hold the line. Once the 
two sides had retreated behind their fortifications, the Ul'dahns could 
only look on helplessly as the Garleans commenced the construction of 
Castrum Meridianum-a dagger pointed at the very heart of Eorz.ea. 

and the two organizations would support each other in various endeavors 
over the coming years. 
On the eve of the Battle of Carteneau, Louisoix had come to her 

organization's headquarters, the Waking Sands, to reveal to her his plans 
to forestall Eorz.ea's destruction. The Archon would summon the Twelve 
using forbidden arts known only to him, and with their combined strength, 
prevent the full of the lesser moon. Such strength, however, posed a threat 
in itself, for should Eorz.ea's patron deities assume physical form, it seemed 
more than likely that they would be prone to the same appetites as the 
gods of the beastmen. Should that prove the case, their mere presence 
would bleed the land of life. And so Louisoix would instead call upon a 
fraction of the Twelve's power-enough to stay Oalamud's descent, and 
no more. Alas, to ensure all would come to pass as intended, he would 
need to take his own lire in the midst of the ritual 

However, Louisoix had come for another purpose than to discuss his 
impending death. He had seen in the Antecedent great potential, and 
during that meeting he told her the role he would have her play in the days 
to come. So it was that, six months after that &teful day, in accordance 
with Louisoix Leveilleur's wishes, the Circle of Knowing and the Path 
of the Twelve were merged to form the Scions of the Seventh Dawn, 
under the leadership of Minfilia. 



A NEW HERO 
For .many, the fucts surrounding the Calamity remain 

a mystery to this day, as the memories of Bahamut's 
rampage and miraculous defeat remain muddled and 
indistinct. A band of valiant adventurers is known to have 
been instrumental to this victory, yet despite all efforts, 
none can remember their names nor their faces. To try 
merely brings to mind silhouettes amidst a blinding glare, 
a shared image which has resulted in these forgotten 
heroes being dubbed, "The Warriors of Light." 

Though it was widely believed that these heroes all 
perished in the fires ofCarteneau, five years later, rumors 
of a survivor began to spread throughout Eon.ea. This 
singular man ( or woman, by some accounts) traveled 
fur and wide, talcing part in confficts great and small, 
often standing for the weak and downtrodden. Eventually 
he came to the attention of the Scions of the Seven th 
Dawn, not only for his magnanimous deeds, but for his 
manifestation of the Echo, that great power to walk in 
the memories of others. Accordingly, Minfilia saw fit to 
extend this adventurer a formal invitation, that he might 
join in their ongoing fight against the primal menace. 

THE LORD OF 
THE INFERNO 

The adventurer was first tasked with investigating a series of kidnap­
pings in Thanalan, which were eventually revealed to be the work of 
an Ul'dahn merchant in league with the Amalj'aa. In a bid to learn the 
whereabouts of the abducteeS, the Immortal Flames devised a plan to 
seize the Amalj'aa responsible using the merchant as bait. Alas, a traitor 
in their ranks revealed all, resulting in the capture of the adventurer 
and his comrades, who were subsequently presented by the beastmen 
to their god, lfrit, as offi:rings to be made his thralls. 

However, by the power of the Echo, that holy gift bestowed by 
Mother H ydaelyn Herself, the adventurer proved immune to lfrit's 
tempering, much to the primal's chagrin. Flying into a rage, lfrit 
attempted to slaughter the adventurer outright, only to find himself 
outmatched. Thus did the Lord of the I nfemo f.tll. 

THE PARAGONS OF DARKNESS 
With the adventurer's victory over the beastman god, the Immortal 

Flames' Bloodswom were free to secure the captives and return them safely 
to Ul'dah. Word quickly spread of the valiant hero-the eikon-slayer­
spurring others to seek to enlist his aid and that of the Scions of the 
Seventh Dawn. 

At the behest of the Order of the Twin Adder, the adventurer was 
dispatched to treat with the sylphs of Little Solace, whom they feared 
might summon Ramuh, the Lord of Levin. After undertalcing many 
tasks to earn the trust of the diminutive beings, he discovered that, while 
the primal had indeed been summoned in the past, he was a guardian by 
nature, and Gridania need not fear sylphic aggression. However, a new 
threat soon revealed itself to the adventurer: Lahabrea of the Ascians, one 
of many mysterious masked beings said to have sown chaos and discord 
since time immemorial. Although the Ascians' designs were anything but 
clear, the Scions knew better than to leave them to their own devices. 
The adventun:t and his allies set about inves~ the masked man, 
tracking him to Little Ala Mhigo, where he had convinced a gronp of 
desperate youths to attempt to summon Rhalgr, the Destroyer. From 
there the adventurer followed his trail to Haukke Manor, where he 
was confronteq by two more Ascians, who sought to measure the hero's 
strength fur their master. These deeply troubling events served to confirm 
that the Ascians had bequeathed the knowledge of summoning to various 
peoples to funher their own dark ends. 

Off 



THE LORD OF CRAGS 
The Scions were soon forced t.o tum their attention to Vylbrand, 

where the kobolds were said to have once more summoned their 
patron god, Titan, to defend their land from Limsa Lomin&i 

aggressive expansion. This was not the first time the Lo~ 
of Crags had been called forth from the aether, 
though, for twelve ycan earlier, in r f6;, the fumed 
Company of Heroes had been employed to rid the 
land of the primal menace. They sucoc:cded, but at 
great cost, and in the wake of the Calamity, the 
mercenary group chose to disband Bereft of other 

q,tions, the Maelstrom turned to the Scions of 
the Seventh Dawn for aid 

Y'&htola and the adventurer's first course of 

action was to seek out the erstwhile members 

of the Company of Heroes, believing them to 
be possessed of invaluable tactical knowledge. 
After many trials and tribulations-the purpose 

of which was not entirely clear at the time-this 
supposition was proven true, and the Scions learned 
of an aetheryte which could be used to deliver forces 
directly into Titan~s sanctuary. And so, in a moment 

that shall forever be enshrined in the annals of Eon.can 

history, the adventurer slew the Lord of Crags and spared Limsa 
Lominsa his tetrible vengeance. Alas, this triumph would be tempered 

by a terrible tragedy. 
Upon returning to the Waking Sands, the adventurer was greeted by a 

sight to make his blood run cold: the bodies of beloved allies-victims of a 
desperate stntggle. Among them was Noraxia, a sylphic ally, and through 
her memories the adventurer learned that the carnage was the result of an 

imperial raid led by Livia sas Junius, a mbunus who served under Gaius van 
Baelsar. Having come for the ei4on-slaycr, they left instead with Minfilia and other 
senior Scions, but not before slaughtering countless others with impunity. 

FRIENDS LOST AND FOUND 
With her dying bn:ath, N oraxia implored the adventurer to seek shelter 

at the Church of Saint Adama Landama. Heeding her counsel, he sought 
out Father Iliud, and by the secret words of the Scions, marked him as 
amend 

The adventurer abided there in secret for a time, assisting with the 
funeral rites for his fallen comrades. He be&iended a man named Marques, 
a survivor ofCarteneau sutlcring from amnesia who had retained advanced 
engineering skills from his former lifu. However, this brief respite came 

to an end when, one day, Alphinaud Leveilleur cast open the doors of 

the church. 
The young grandson of Archon Louisoix had crossed paths with the 

adventurer several times before, including at the remembrance services 
held to commemorate the Battle of CarteneatL A S harlayan nobleman 

and graduate of the Studium, the youth of sixteen summers and his twin 
sister Alisaie had come to Eon.ea against the wishes of his father, that 

they might join with the Scions of the Seventh Dawn and carry on their 
grandfather's legacy to safeguard the realm. Having learned of a new 
primal threat following the attack on the Waking Sands, he had resolved 
to enlist the help of the surviving adventurer- and that of the fumed C id 
nan Garlond 

The Garlean engineer had Bed the Empire fifteen years ago and come to 
Eon.ea, where he fuunded the Garlond Ironworks, a company dedicated 
to the development and production of advanced magitck. He had shared 
his knowledge of Garlean technology with the people of Eon.ea and 

served as a trusted advisor to the Alliance-and even gone so far as to 
take part in military operations, such as when he delivered a group of 
adventurers to Rivenroad to confront N ael van Damus. 

Cid had vanished in the Calamity and was presumed by many to have 
died, but in truth the engineer had survived Robbed of his memories by 
the tragic events of that day, he had wandered aimlessly until coming to 
the Church of Saint Adama Landama, where he was taken into the care 

of Father Iliud and given the name Marques. 
Though he was somewhat confused by Alphinaud's claims, Cid sensed 

that the boy spoke the truth, and decided to assist him and the adventurer, 
in the hopes that it might help him to recover his memory. 

To combot Garlcmald's imperial ambitions, Cid tw1 Gulold shared many scaet1 
of magitek technology with the Eorzean Alliaiwe, includiJ!& the ceruJeum engine. 



THE SEARCH FOR THE ENTERPRISE 
Alphinaud revealed that the lxal of Gridania had summoned Garuda. a fearsome and 

bloodthirsty primal. Yet therein lied an opportunity, or so the youth believed, fur if they 
somehow managed to defeat Garuda, it would serve as a warning to other beast tribes 

THE LADY OF 
THE VORTEX 

Years of neglect had taken its toll on the Enterprile, and in its 
condition the airship could not possibly withstand the tumultuous 
winds which encircled the Howling Eye, Garuda's sanctuary. To 
safely breach the barrier, Cid devised a plan to harness the power 
of a corrupted crystal,· that they might alter the elemental aspect 
of the aether comprising the primal's defenses. Working closely 
with the esteemed Professor Lamberteint and his dedicated pupils, 
the adventurer obtained a corrupted crystal to power Cid's newly 
fashioned elemental converter, and at long last the trio embarked 
upon their journey to confront Garuda. 

Stirtcd by the fumiliar roar of the Ent,rpri4e's engines, Cid endeav­
ored to recall his past, but it was only with the aid of the adventurers 
Echo that he at last came to remember his name, his people, and 
his purpose. 

Amidst the whirling winds, the adventurer succeeded in srriking 
down the Lady of the Vortex, only to see her rise once more, 
reinvigorated by the belief of her Ixali disciples. It was at this 
moment that Gaius van Baclsar then entered the fray, seemingly 
bent on goading the defeated primal into one final act of defiance. 
Gamda duly obliged, slaughtering her captive kobolds and Amalj'aa, 
whose cries of agony served to summon their own patron deities. 

As Garuda prepared to consume the aether of her lesser brethren, 
the Black Wolf called forth the Ultima Weapon, an Allagan relic 
found buried deep beneath Gyr Abania and restored by Garlean 
magitek, which summarily dispatched and seemingly absorbed all 
three primals. Wholly unprepared to face this awe-inspiring new fue, 
the adventurer and his allies had no choice but to flee for their lives. 

that even their mightiest gods could be felled If they were to face their 
fue, however, they would need circumvent the tempest which shielded her 
sanctuary-a feat only capable with the Entrrpri4t, Cid's missing airship. 

The search for the Enr.rprile led the trio to the Ishgardian tetri~ry 
of central Coerthas, a land as cold and unwelcoming as its people. 

However, with the aid of an eccentric knight of House Fortemps 
and a young nobleman of House H aillenarte, the party learned 
that the airship could be fuund in the Stone Vigil. an Ishgardian 

fortress which had been overrun by their Dravanian enemies 
years ago. Having no choice, they fuugbt their way deep 

into the fullen fortress, until at last they came upon 
the Enr.rprile, and with it make their escape back to 
Gridania. 

Origjmlly deaigllcd to serve,. a line of ddi,mc 

apinst Horde incuraiom into wcatem Coer­
tha, the Stone Vigil WU repurpoted bcfure 
ill full ro the Dravamam to home lohgard'I 
,mall, yet furmidabJ,, Beet of aerial wanhipo. 



RECLAIMING THE D AWN'S LIGHT 
Alphinaud, Cid, and the adventurer sought refuge within the 

c:choing halls of the Waking Sands, and there were reunited 
with the Scions Y da 

0

and Y'shtola. The pair had spent the days 
since the raid on their headquarters attempting to locate their 
missing comrades, and their inquiries had at last borne fruit. 

Minfilia and the other high-ranking Scions were being held 
prisoner in Castrum Centri, an imperial stronghold in Mor 
Dhona. Recognwng that it would be no small task to free 
them, the adventurer and his comrades set about gathering 
more intelligence, and in the process were reunited with Biggs 
and Wedge, two Garlond Ironworks engineers who had been 
captured along with the other Scions, but had managed to 
escape during transport. 

After regrouping in Mor Dhona's Revenant's Toll. the 
engineers and the Scions hatched a plan to infiltrate Castrum 
Centri by impersonating Garlean soldiers. With the assistance 
of local adventurers, they obtained imperial uniforms and a 
magitek reaper, and with them managed to enter the castrum 
undetected and free Minfilia, Papalymo, U rianger and Tataru. 
Reunited, the Scions narrowly escaped the wrath of Livia sas 
Junius by leaping aboard the Enterprise, but as they flew to 
sareq,, they spiedGaius van Baelsar standing beside the Ultima 
Weapon and the Ascian Lahabrea-who to the Scions' dismay 
threw back his hood to reveal the race ofThancred, their friend 
and ally, whom the Ascian had been controlling for some time. 

OPERATION ARCHON 
Surrender to the empire or share the fate of the false gods he had pledged 

:to exterminate. Such was the ultimatum Gaius van Baelsar had issued to 
the Alliance leaders, spurring them to convene an emergency meeting in 
Ul'dah. Though they balked at the legatus's terms, they believed they had 
no choice, fur the Scions of the Seventh Dawn were gone-or so they had 

believed until Minfilia and the others strode into the Fragrant Chamber. In 
urgent tones, she and Alphinaud implored them not to surrender, to place 

their faith once more in the Scions and stand together against van Baelsar 

• and his Ultima Weapon. 
Owing to this timely intervention, Eorzea's leaders resolved to fight 

the Empire to the last, and at once turned their attentions to the 
matter of how best to coordinate their military might. So it 
was that Operation Archon was conceived- the largest single 
counteroffi:nsive in the realm's troubled history, in which the 

Alliance would strike at every imperial stronghold standing upon 
Eon.eansoiL 

The first phase of Operation Archon saw the Alliance eliminate one of the 
Black Wolf's most trusted lieutenants-Rhitahtyn sas Arvina. Acting on 

intelligence that he would be visiting Cape W estwind fur a routine 
inspection, the Immortal Flames launched an assault on the imperial 
outpost. The adventurer then led a small unit into the innermost sector, 

and at the end of a fierce struggle, dealt the praefi:ctus his death-blow. 
With Rhitahtyn's demise, the forces garrisoned at Castrum Occidens 

were thrown into disarray, allowing the Alliance to commence the second 
phase of Operation Archon. The Maelstrom laid siege to the leaderless 
stronghold, and Admiral Merlwyb herself led the Crimson Fleet to 
blockade Castrum Marinum. MeanwhiJi; in the Twelvcswood, the Order 
of the Twin Adder and a contingent of sylphs surrounded Castrum Oriens, 
thus completely severing Castrum Meridianum's primary lines of supply. 

For the third phase of Operation Archon. the Order of the Twin Adder 
blockaded the railway connecting Centri and Meridianum, preventing the 

timely arrival of reinforcements from Mor Dhona. The Immortal Flames 
then marched against the stronghold with all their srrength-though in truth 
this was but a feint. 



THE ASSAULT ON 
CASTRUM MERIDIANUM 

Through a carefully coordinated series of attacks, the Eorzean Alliance had 
succeeded in isolating Castrum Meridianum. However, they could not lay siege to 
the fortresS indefinitely, for imperial reinforcements would surely come from far and 
wide to its defense. In particular, the Garlean forces stationed in Ala Mhigo could 
easily be dispatched to Castrum Meridianum by airship, rendering the Alliance's 
efforts for naught. Therefore, they would need strike while the iron was hot. 

While the garrison's eyes were drawn outwards by General Raubahn's assault, 
the selfsame adventurer who slew Rhitahtyn sas Arvina once more took charge 
of an elite adventurer unit. They stole past the defenses of Castrum Meridianum 
and attempted to deactivate the magitek field which protected the Praetorium, the 
fortress within a fortress wherein the Ultima W capon was housed 

Yet again the adventurer and his allies emerged triumphant, successfully disabling 
the magitek field generator, as well as defeating Livia sas Junius into the bar­
gain-the tribunus who had led the brutal raid on the Waking Sands. 

At last, the path to the Praetorium was open, and so it was that Cid nan Garlond 
delivered the adventurer and his comrades to the stage of the final confrontation 
with Gaius van Baelsar and the Ultima Weapon. 

THE ULTIMA WEAPON 

The destruction wrought by Ulrima 
was, according to eyewitness aa:ount,, 
akin to a volcanic eruption. To this day, 
the precise nature and origins of the 
Heart of Sabik, the mysterious artilict 
Lahabrea used to invoke the ancient 
magick, remain unknown. 

THE DAWNING OF 
THE SEVENTH ASTRAL ERA 

With the destruction of the Ultima Weapon, Operation Archon was 
proclaimed a resounding success. Their hearts swelling with pride and relief, 
the weary allies came together in the shadow of the Keeper of the Lake and 
there declared, to all and sundry, a definitive end-not only to their desperate 
struggle against van Baelsar's XIV th Legion, but to the petty squabbles 
which had divided their nations for far too long. 

They were under no illusions. The realm was yet beset by countless 
problems, and the scars left by the Calamity would linger for generations to 
come. Nevertheless, they believed that their triumph at Castrum Meridianum 
marked a turning point, the first steps towards a united Eorzea, which could 
stand against the might of Garlemald 

And so Chief Admiral Merlwyb Bloefhiswyn, Flame General Raubahn 
Aldynn, and Elder Seedseer Kan-E-Senna raised their voices as one and 
proclaimed that, on that day, by the light of the Crystal, the Seventh Astral 
Era had come, and the realm was at last tmly reborn. 

A relic of the Third Astral Era, the Ultima Weapon was a feat of Allagan 
technology-the same technology which saw the reach of the Allagan Empire 
extend to the four corners of H ydaelyn. After being employed to great effi:ct 
on the southern continent of Meracydia, the mechanical juggernaut had been 
buried, and lain undisturbed for five thousand years. Upon its rediscovery, the 
XIV th Legion of the Imperial Garlean Army had refitted it to serve as a 

countermeasure against the ever-growing primal threat. 
However, it later came to light in a report delivered to the Eorzean Alliance 

by the Scions of the Seventh Dawn that, despite the best efforts of Nero tol 
Scaeva, the Empire had fuiled to reactivate the Ultima Weapon on its own. It 

was only after Ascian intervention that they had manage(i to awaken the 
monstrosity-by harnessing the power of the Heart of Sabik, an ancient 

relic infused with vast quantities of aether. 
There, within the Praetorium, the Ascian L;ihabrea revealed his 
true intent to enemy and ally both: to harness the lire fon:e of the 

primals and quicken this core, that he might unleash Ultima, a 
spell of unimaginable destructive power contained therein. 

In an instant, the Praetorium was naught more than a smoking 
crater. Yet by the grace of Mother H ydaelyn's blessing, the 

adventurer was spared death, and as the fires raged all about, he 
laid low both Gaius van Baelsar and his Ultima Weapon. Thus did 

the conquest of the Black Wolf end in smoke and ashes. 



A REALM AWOKEN 
At long last, Eon.ea was poised to enter a new era of peace. Y ct where there is light, there 

will always be shadow. Seizing upon the destruction of the Ultima Weapon, the beast tribes 
resumed their clfurts to summon their primals, while remnants of the once-defeated Garlean 
forces resurfuced with renewed ambitions. Threats old and new, known and forgotten, were 
on the horizon, and the future was anything but certain. 

THE FUTURE OF THE S CIONS 
Following the 1ucccss of Opel'lltion Archon, the adventurer who had 

been instrumental in Gaius van Baelsar's deleat was renowned fur and 
wide as the W;irrior ofLight. The eyes of the world were drawn to the 

Scions of the Seventh Dawn and their once-covert headquarters in Vesper 
Bay. The halls of the Waking Sands were thronged with petitioners 
accking to engage their services fur personal gain, and for a time the 
<n&anization debated whether or not to entertain their dubious proposals, 
that they might be empowered to do greater good. 

Ultimately, the Scions resolved to maintain their neutrality, and to 
that end they decided to move their headquarters beyond the borders 
of Ul'dah and the other great nations. To remain in Vesper Bay would 
leave them at the mercy of the Syndicate- or at the very least Lord 
Lolorito, the member who had practically funded the reconstruction of 
Vesper Bay himsei£ 

There were security considerations as well The imperial raid on the 
Waking Sands had not only been devastating for the Scions, but it had also 
endangered the civilians living and working nearby. With their presence 
now known to all, it was doubtless only a matter of time before a similar 
incident occurred. 
The Scions' new headquarters would be established in Revenant's Toll, 

an outpost in Mor Dhona established largely under the auspices of the 
Adventurers' Guild Though somewhat underdeveloped at the time, it 
lied firmly within neutral territory, and was also frequented by a veritable 
legion of adventurers who could serve as potential recruits. Furthermore, 
the guild was more than happy to have the Scions, provided they did 
their part to contribute to the development of the frontier settlement and 
help shore up its defenses to deter attacks from the nearby remnants of 
the imperial army. 

A PRIMAL UNLIKE ANY OTHER 
While the Scions were in the midst of relocating to Revenant's 

Toll, they learned that a primal-or an entity resembling one-had 
been detected in Gridania. Good King Moggie Mog, the Twelfth 
of His Name, had returned to the Twelveswood after a five-year 
absence, having apparently been summoned by the Mogglesguard, a 
group of moogles devoted to protecting their people by any means 
necessary. However, at first glance, this particular foe seemed 
fundamentally diffi:rent from the primals of the lxal and the sylphs. 

Whereas Garuda and Ramuh were worshipped as guardian deities, 
the moogle king was a mythical figure who ruled in an age when 
moogles served the gods in the heavens. When the gods grew 
discontent and started squabbling amongst themselves, Good King 
Moogle Mog XII lowered a rope to the world below to allow his 
people to descend to safi:ty. Though they esciped, he was forced to 
remain in the heavenly realm thereafter. Having saved his people 
once, it was believed that he would come again in their time of need. 

At the behest of the Order of the Twin Adder, the Warrior of the 
Light journeyed to the Twelveswood, and with the cooperation of 
the moogles, he sought out and confiontcd the Mogglesguard and 
their liege lord in Thornmarch. Though hard-pressed, the adventurer 
won the day, leaving the loyal Mogglcsguard to look on in horror 
as their beloved king of legend disintegrated into aether, leaving 
behind no corpse. His manner of death all but confirmed the Scions' 
worst fears: like the primals of the beast rribes, Good King Moggie 
Mog XII had been called furth by means of a rite imparted to the 
Mogglesguard by the Ascians. 

Through a combinarioo of the power contained in crymla aad the 

force of the Moggleoguanl'1 collec:rive faith, Good King MOf,glc Mog 
XII wu called forth &om myth into being. Ac:cordiag to the aa:epted 
dcfioirioa at the time, be may haoe "'* been a primal-but the mode of 
hil mlllifestation W11 m every rapect the oamc. 



THROUGH THE MAELSTROM 
Long-dormant forces had begun to stir, their awakening a presage of night eternal. For 

the betterment of Eonea, the Scions of the Seventh Dawn had re-established themselves 

beyond the reach of those who would sway them fur personal gain. However, to stave off the 

encroaching darkness and pull the realm back from the brink of destruction, the Warrior of 

Light and his comrades would need plunge headlong into a political maelstrom. 

THE DOMAN DILEMMA 

The Scions of the Seventh Dawn continued to receive all manner 
of petitions, even at their new headquarters, the Rising Stones, in the 
frontier lands of Mor Dhona. Though some were of questionable merit, 

one in particular warranted their immediate attention. 
The Amajina & Sons Mineral Concern had recently discovered that 

they had been the target of a series of covert robberies, which were 

currently under investigation by the Brass Blades. Normally, mere theft 
would not be deserving of the Scions' attentions. However, significant 

quantities of crystals-and only crystals-had been stolen, suggesting that 
the thieves acted not out of self-interest but in service to a primal Given 
their proximity, the Amalj'aa were considered the most likely suspects. 

However, with the assistance of the Brass Blades ofHorizon, the Scions 
eventually concluded that the thieves were not native to Thanalan at all 

Meanwhile, in Vesper Bay, a small vessel bearing refugees from the Far 

Eastern land of Doma had unexpectedly arrived, their leader loudly pro­
claiming that she sought an audience with the ruler ofUl'dah. Uriangcr, 
who had remained in the port to look after the Waking Sands and pursue 

THE LORD OF THE WHORL 

After helping the Domans to broker an arrangement with the Ad­
venturers' Guild of Revenant's Toll, the Scions turned their attention 

to a developing situation in Vylbrand. Y'shtola had returned from her 
investigation there, having confirmed beyond a shadow of a doubt that the 

Serpent Reavers were behind the crystal thefts in Thanalan. All evidence 
suggested that the Sahagin were preparing to summon Leviathan once 

more, and so it was that Admiral Merlwyb petitioned the Scions' aid in 
preventing the primal's reawakening. 
With the support of the Maelstrom, the Warrior of Light and his 

comrades managed to force their way inside the Sapsa Spawning Grounds, 
where the Sahagin were conducting the summoning ritual Alas, despi~ 
their best elfurrs, the beastmen were successful, and Leviathan was come 

once more. The primal soon bent his course for the open sea, and there 

his independent studies of primals, at once contacted Minfilia, who bade 
the Warrior of Light and Alphinaud make contact with the Domans and 
their masked leader, Y ugiri. 
The refugee leader explained to the Scions that following the death 

of the Garlean emperor Solus zos Galvus, the Domans had espied an 
opportunity to free themselves from the yoke of imperial oppressi00t and 

took up arms against the Empire. In the end, however, their rebellion 
was crushed, and Doma was razed to the ground as an example to other 
provinces. Y ugiri was thus forced to lead her people from Othard to 
Eorzea, where they hoped to find sanctuary. 

With Alphinaud's aid, Yugiri was granted an audience with the rulers 
of Ul'dah that she might plead her case. Alas, despite the best wishes of 
the sultana, due to their ongoing struggles to care for displaced victims of 

the Calamity and Ala Mhigan refugees, the Domans were turned away 
from Ul'dah. Fortunately, they found a new home in Revenant's Toll, 
where they would work as frontier hands in exchange for food and she~. 

elfurtlessly dispatched a diversionary squadron of the Crimson Fleet, 
forcing Admiral Merlwyb and the others to reassess their availablo optioni. 

The allies soon struck upon a most unorthodox solution, councsy of 
Storm Marshal Eymahr: to harness the power of corrup~d crystala, 
borne upon an improvised twin vessel, to rob Leviathan of his command 

over the element of water. Being the best-and dflly-plan available, all 

involved swiftly agreed to support the endeavor, and Naldiq & Vymelli's 
quickly set to work on the vessel's construction. 

Once preparations were comp~ the 8agship of the Crimson Fleet, 
the r,;,.mph, towed the Wbor/,,mr in the sea, along with the Warrior of 
Light, to confront the fell primal. And so it was that, following a titanic 

struggle on the high seas, he succeeded in vanquishing Leviathan, sparing 

Limsa Lominsa untold devastation and death. 



DEFENDERSOFEORZEA 
When the Sahagin had summoned Leviathan, Lord of the Whorl, that the unbri­

dled fury of the sea would wash away those who would threaten their livelihood, 
Limsa Lomima turned to the Warrior of Light and his allies, who drove this sinister 
serpent back into the briny deep. However, the Scions of the Seventh Dawn would 
soon find that the people ofVylbrand were fu from the only ones in need of succor. 

REVOLUTION 
In the wake of the Domans' fuled bid fur asylum, deep-seated tensions between refugees 

and Ul'dahn citizens quickly worsened. The manner of the Syndicate's refusal to accept 
the Domans emboldened the nativists, and the refugees rallied in protests, some of which 
grew violent. How ever, in light of how well armed the refuges were, suspicions were 
raised that the riots may have been instigated by outside forces, and a joint investigation 
-by the Scions of the Seventh Dawn and the Immortal Flames soon yielded a suspect: a 
merchant in the employ ofTeledji Adeledji. 

There are men and women who will not scruple to set the world ablaze in the pursuit 
of power. Teledji Adeledji was one such man, having orchestrated the refugee uprising and its inevitable fulure from the start. General Raubahn and the 
sultana concluded that he intended to exploit the chaos in order to gain control of the Carteneau Flats, a disputed territory, by way of the Carteneau 
Reclamation Bill, a ~ to annex the region so that refugees might there establish permanent settlements. 

In mith, however, Teledji Adeleji's aim was not to claim the Carteneau Flats itself, but what had once been buried deep beneath it: Omega, an Allagan 
creation not unlike the Ultima Weapon, which had been lain bare by the destruction wrought by Bahamut during the Calamity. Allagan inscriptions 
indicated it was created to contend with the drcadwyrm himself, and were someone to harness the power of this relic, they would have the strength to 
subjugate all of Eorzca-or so it was feared. 

How precisely to administer the ruins had been a point of contention fur some time, which is why each nation maintained a military presence in the region 
and regularly engaged in what could charitably be called "war games." Ultimately, even should the situation remain unresolved, it was the Alliance leaders' 
hope that this chaos would serve to dissuade any outside parties from venturing too close. 

Alas, despite 'uncovering Teledji Adeledji's role in recent events, the sultana and those loyal to her could do nothing to bring him to justice, fur without 
incontroverrible evidence of a crime, any aggressive action would only play into his hands-

THE LORD OF LEVIN 
With the unrest in Ul'dah quelled fur a time, the Scions of the Seventh Dawn once more turned their 

attentions to Gridania, where it was believed that the sylphs had summoned the primal Ramuh. As the 
beastmen had rarely exhibited signs of aggression towards their neighbors, Kan-E-Senna held hope that 
their patron god could be persuaded to forego hostilities. She bade the Warrior of Light and his allies seek 
an audience with the Lord of Levin, and after engaging with the sylphs, the Scions eventually succeeded. 

Ramuh was quick to condemn Gridanian and Garlean alike, proclaiming that the good intent of one did 
not excuse the misdeeds of the other. But though initially dismissive of the Scions' attempts at mediation, 
upon leaming that the Warrior of Light was in possession of the crystal he himself bestowed upon the 
sylphs, the Lord of Levin elected to suspend judgment until the Warrior of Light himself underwent a 
rrial by combat. Thus was he furced to strike down Ramuh, and in so doing earn the right to champion 
the cause of peace in the Black Shroud. 

Unlike some other primal,, Lord Ramuh wu no raging avatar of 
destruction. He wu revered as much tor his wisdom as his mengtb, 
W'Yillg as both aroiter and guardw, to his children, the sylphs. 

THE CRYSTAL BRAVES 
Despite the Eon.can Alli:mce's declaration that the Seventh Astral Era was 

at hand, and that the realm had entered a new period of peace and prosperity, 
recent events had made it clear to Alphinaud Leveilleur that n~ could 
be further from the truth. He concluded it was necessaty to establish a 
realm-wide Grand Company~but while the three nations' leaders were 
not opposed to the idea itself, endless deliberations over its implementation 
slowed progress to a crawl In order to demonstrate the dicacy of such a 
company and thus encourage the leaders to come to an agreement, Alphinaud 
then propoled the creation of a smaller, precursor organization-the vanguard 

to a future-united Eon.ca. 
The Crystal Braves would operate beyond the limitations of nations and 

borders in order to tackle the root of the primal threat and ellcctively counter 
the schemes of the Ascians. Comprised of valorous men and women recruited 
from all across Eon.ea, they were to answer directly to the Antecedent of 
the Scions of the Seventh Dawn hersel£ At the organization's inaugural 
ceremony, Crystal Brave Commander Lcveilleur delivered a rousing speech 
to the fteclgling guardians of Eorr.ca, who raised their voices and declared 
as one that they would fight fur the fu:edom of aJL 



DREAMS OF ICE 
The lofty ambitions of Alphinaud Leveilleur had at last been realized, and the newly formed 

Crystal Braves now stood as the vanguard for a united Eorzea. Together with the Warrior of 
Light and his allies, they were ready to confront the myriad problems which beset the realm, 
beginning with a mysterious plot that threatened to bring the land to its knees. 

TENDRILS OF INTRIGUE 
Owing to an anonymous source, the Crystal Braves identified a suspected 

Gar lean agent within the Immortal Flames. Upon further investigation, 
however, they learned that he was but one of many such agents in the 
employ of the Ivy, an imperial spymaster who had long ago infiltrated 
the Grand Company. Uncertain how widespread the Ivy's tendrils were, 
General Raubahn of the Immortal Flames and Captain llberd of the 
Crystal Braves agreed that they would need to proceed with all due 
discretion, lest the Ivy become aware of their effiirts. 

Meanwhile, in the northern lands of Coerthas, the city-state of Ish­
gard, which had fur so long kept her neighbors at arm's length, reached 
out to the Scions of the Seventh Dawn. Ser Aymeric de Borel, Lord 
Commander of the Ishgardian Temple Knights and viscount of House 
Borel, agreed to treat with Alphinaud Leveilleur and the Warrior of 
Light at Camp Dragonhead, at a meeting hosted by Lord Haurchefunt 
of House Fortemps. 

Though Alphinaud had hoped Ishgard might be persuaded to rejoin 
the Eorzean Alliance, it quickly became apparent that the Holy See had 
no such intention. Furchermore, to his dismay, the cordial relationship 
between House Fortemps and the Scions of the Seventh Dawn had 
come under scrutiny, leading to calls fur restrictions on the provisfon of 
aid to fureign powers. 

The ambassador then revealed the true reason fur which he had come 
to the meeting: the astrologians of Ishgard had furetold the return of 
Midgardsormr-the fallen guardian ofSilvertear Falls-and Ser Aymeric 
wished to enlist the Scions' aid in keeping watch over the great wyrm's 
remains. In exchange, he would ensure that the shipments of aid from 
House Fortemps to Revenant's Toll would continue unabated. 

Though it was not the grand success he had envisioned, Alphinaud was 
nevertheless satisfied with what he hoped would serve as the fuundation 
of a future relationship between Ishgard and her neighbors. 

THE LADY OF FROST 
Alas, mere moments after agreeing to terms with Ser A ymeric, Alphinau4 learned that 

the latest shipment from House F ortemps had been waylaid by heretics-rebels who had 
chosen to cast their lot with the Dravanians, the sworn enemies of Ishgard, with whom 
they had fuught fur a thousand years in what was known as the Dragonsong War. 

This particular band of heretics was loyal to a mysterious figure lmown only as Lady 
Iceheart, and under her leadership they had grown more aggressive, seizing large aysial 
shipments with alarming regularity. A survivor of the latest attack reported that the heretics 
had spoken of the impending resurrection of Shiva, the patron saint of the heretics-a,nd a 
messianic figure whom they likely intended to summon as a primal 
The Scions and the Crystal Braves sprang into actio11, and tcigether with Ser Aymeric'~ 

Temple Knights they managed to track the heretics to a network of secret tunnels in 
Snowcloak, the great ice wall furmed in the aftermath of the Calamity, which was long 
thought an impenetrable barrier between central and western Coerthas. Deep within this 
labyrinthine warren the Warrior of Light confronted Lady Iceheart fur the first time, only 
to see her slip away with the aid of an aetheryte, her declaration that "What we do, we 

do fur the greater good," ringing in his ears. 
Although she had made considerable effiirts to discourage their attempts, the Scions of the 

Seventh Dawn eventually managed to fullow Lady Iceheart to her sanctuary, the Akh Afuh 
Amphitheatre. Once more the Warrior of Light attempted to dissuade her from her path, 
but in the end he could only look on as the young maiden offered her own body as a vessel 
fur Shiva's soul The resurrected saint of eld lashed out with a righteous fury, pushing the 
Warrior of Light to his mortal limits-yet the battle ended as it had begun, with the young 
maiden kneeling in the snow, cursing his ignorance, befure she once more made her escape. 
The Scions' other quarry, however, would not prove so elusive. The Ivy-imperial 

spymaster whom Allied forces, with the aid of Lady Yugiri and her people had labored 
in secret to track-had at last been identified as none other than Flame Marshal Eline 
Roaille, General Raubahn's second-in-commaQd. Though the spy escaped her confines 
once and attempted to seek refuge with her imperial allies, she was eventually recaptured 
at Raubahn's Push by a combined furce of Crystal Braves and Doman shinobi. With the 
Ivy unmasked and her network of spies in disarray. the Empire's power to observe: and 
influence Eorzean affairs was greatly diminished. N cverthelesst the revelation of Eline 
Roaille's betrayal had shaken the Alliance to its very core. 

Apoota1e tx> the Holy Sec, patron saint to the heretics, Shiva lay down with dag0111 loiig 
ago. A historical figure long dead, lhc would find JJCW lifi: when summoned into the body 
cfYayfe, the JOung IDlideD who had wa:n the title oflAdy Iccheart. 
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BEFORE THE FALL 
With the emergence of a new emperor in Garlemal.d, the threat of an imperial invasion 

once again loomed over Eorz.ea. Meanwhile, revelations of conspiracy sowed strife am~ 
Ul'dah's ruling class, and the sultanate's precarious peace hung in the balance. 

THE RISING CHORUS 
After assisting the Crystal Braves with an investigation into a black marke­

teer suspected of$11pplying Ul'dahn refugees with weapons, the Warrior of 
Light was once more summoned to meet with an Isgbardian envoy. According 
to Lucit, First Commander of the Temple Knights, the astrologians of the 
()b&crvarorium had sounded the alantm, for the dragon star had burned with 
an intensity not seen in fifteen summers, when the Dravanians routed the 
imperial Beet in the Battle ofSilvertear Skies. The brightening of the dragon 
star was said to -=company the roar of a great wyrm, and the astrologians 
interpreted this as a poricnt of Midgardsormr's imminent resurrection. 

The knights of lshgard were in no position to dispatch forces to the 
Keeper of the Lake at the time, and so Ser Aymeric bade the Warrior 
of Light investigate the site on their behalf and ascertain the veracity of 
the astrologwis' claims. Atop the wrccbge of the .Atp"' the brave hero 
confirmed lshgard's worst fears had come to pass when he confronted the 
&lien guardian of Silvertear Falls, seemingly risen &om the dead. With no 
choice but to fight, the adventurer engaged the wyrm lord in battle, at last 
laying him to rest forever. 

However, as he turned to lea~ the voice of the unbowed Midgardsormr 
rang out once more, inviting the Warrior of Light to plead his case. Yet his 
words fell on deaf ears, and the wyrm lord Batly stated that his children now 
sang of lshgard's imminent destruction. Midgardsormr then made ready to 
end the adventurer's lire-oaly to hesitate when H ydaclyn Herself intervened 
and marked him as one of Her chosen. Midgardsormr then relented-but · 
not before somehow stripping the Warrior of Light of the Mothercrystal's 
blessing. Revealing that an ancient covenant made with H ydaclyn in a time 
before time had bound him to the adventurer, the essence of the wyrm lord 

LIFE FOR DEATH 
So long as the Ascians were allowed to act with impunity, the S~ons of 

the Seventh Dawn weuld be powerless to prevent others &om learning 
the secrets of summoning. Simply striking down the Paragons would not 
suffice, as with the aid of their Crystals of Darkness, they could discard 
their physical forms and withdraw to the shore of the aetherial sea, thereby 
escaping death. Therefore, in order to more effectively combat the primal 
menace, the organization had secretly begun research into developing a 
means tQ. permanently dispatch these w-called immortal beings. 

One ally in this endeavor was Mocnbryda, an accomplished Sharlayan 
scholar and an authority on aetherytc technologies. Before coming to Eorzea 
she had been studying white auracire, a material she believed could be used 
to <:apture an Asoan souL A trapped soul could then be obliterated with a 
coD<Xntrated burst, or "blade," of purest aether. Though this method would 

During the Battle ofSilverrcar Skies. both Midgardsormr and the Azri"' ~U 
to the earth, and their tong1ed remnaDt>, known as the Keeper of the Lake, 
stu!d u a memorial to that day-a ruined airship, and the charred a,rpsc of 
the wyrm lord who brought it low, forever devoid of life_ 

coalesced into a tiny vessel, through which he would watch, listen, and weigh 
the worth of H ydaclyn's chosen in the desperate days ahead. 
Lucia greeted the Warrior of Light upon his return, and unaware of his 

new burden, she thanked him fur besting Midgardsormr, and fur bringing 
confirmation of the impending Dravanian attack. Ishgard had weathered 
countless assaults over centuries, and this would be no diffi:rent-or so she 
and many others believed 

require a staggering amount of aether to execute, the scholar had devised 
an ingenious solution: aetheric syphons, which could be used to extract the 
required energy &om corrupted crystals found across Eon.ea, enabling one 
to call upon the necessary energies at a moment's notice. 
Unfortunately, while field testing one such device, Mocnbryda and the 

Warrior of Light were approached by an Ascian who introduced himself 
as N abriales. Upon sensing that the adventurer was no longer possessed 
ofllydaclyn's blessing, ltowever, the Paragon teleported away, seemingly 
intent on taking advllntagc of the Scions' vulnerability to steal T upsimati, a 
legendary staff once wielded by Archon Louisoix himsel£ 
The pair gave chase and arrived oock at the Rising Stones to find N abrialcs 

already in the solar with Minfilia, the Anteredent clutching the shards of 
the broken T upsimati. With dismissive contempt, the Ascian revealed his 
plans to use the power yet hidden within the staff to bring about a new 
Rejoining. He then tore open a dimensional rift, through which he escaped 
with both Minfilia and the relic she held, and the Warrior of Light followed. 
In that otherworldly void the adventurer defeated his Ascian foe and 

rescued Minfilia, returning all three to the Rising Stones. There, before the 
weakened Ascian could Bee into the void, Minfilia succeeded in trapping his 
soul within the chunk of white auracite. But try as he might, the Warrior 
Light was unable to summon enough aether to truly destroy the fiend 

As she witnessed light st:rugglc to triwnph over dark, Mocnbryda finally 
came to understand her mentor Louisoix's dedication to his duty. The 
wounded scholar then expended her own life energy in a brilliant burst 
of aether, allowing the Warrior of L ight's glowing blade to at last pierce 
N abrialcs's essence. The Asciaa was defeated, never to return-but in the 
process, the Scions were deprived of a precious ally and dear friend. 



THE STEPS OF FAITH 
The Scions of the Seventh Dawn had but a moment to mourn their 

loss before grave ridings from lshgard commanded their full attention: the 
Dravanian Horde had at last begun its assault. Ser Aymeric himself had 
sallied forth with a contingent of Temple Knights and several companies 
of the noble houses' finest, but though they brie8y forced their fues into 
retreat, the Ishgardians had suffered grievous losses. Once more Lucia 
came unto the Rising Stones, this rime to seek the aid of the Crystal 
Braves and the Grand Companies in bolstering her city's defenses. 

However, the great powers of Eon.ea had not forgotten how Ishgard 
refused to come to their aid at the Battle (!f Carteneau. While they had no 
objections to the Crystal Braves' intervention, the Alliance was unwilling 
to pledge more than a token force to aid in lshgard's defense. Citing local 
concerns more deserving of their resources, the leaders refused to provide 
meaningful assistance, and suggested instead that the Scions make every 
effort to assemble a contingent of elite adventurers-a volunteer force 
under the leadership of the Warrior of Light. Adventurers enlisted in the 

THE BLOODY BANQ!!ET 
To commemorate Ishgard's victory over the Dravanian Horde, a feast 

was held in Ul'dah. with the leaders of every nation of the Eonean 
Alliance in attendance. Regardless of the fuct that the other city-states 
had refused to pledge considerable aid, all recognized the importance of 
strengthening ties with the reclusive nation and paving the way for its 
return to the Alliance as a full-8edged member. 

The Scions of the Seventh Dawn were also there that day, having been 
recognized for their part in lifting the siege, and the Warrior of Light 
for his valiant effortS as commander of the adventurers' contingent. But 
in a shocking tum of events, the celebrated hero of Eon.ea would be 
condemned as a regicide. 

In the midst of the celebration, Captain Ilberd of the Crystal Braves 
delivered the Warrior of Light bound into the Fragrant Chamber, and 
together with Teledji Adeledji announced that, in a private meeting, the 
Warrior of Light had murdered with poison Her Royal Majesty Nanamo 
Ul Namo, and that the Scions of the Seventh Dawn were complicit in 
his crime. The Alliance leaders were understandably skeptical of these 
claims. Nevertheless, they were powerless to intervene in the domestic 
aff.urs of another nation, and had no choice but to defer to the judgment 
of local authorities. 

Grand Companies were granted leave to participate, but they would not 
be obligated to do so. 

The Scions rallied what support they could and came to the aid of 
lshgard, and for a rime their combined forces managed to hold the line. 
Yet their efforts were undermined through subterfuge when agents loyal 
to the Lady lceheart within the Temple Knights helped her to ~pel 
the outermost layer of Daniffi:n's Collar, a series of arcane wards tliat 
protected the Steps of Faith-the sole means of approaching the city. 

The mighty dragon V ishap seized upon this opportunity to lead an 
army of his lesser kin to the bridge in an attempt to <btloy the expose<! 
foundations of the remaining wards. Marshalling his forces, the Warrior 
of Light took up position on the Steps of Faith alongsiiie the Templie 
Knights, and in a pitched battle that saw many casualties and nearly 
led to the destruction of the city, Vishap was brought low in a hail of 
dragonkiller bolts. Upon his death the defenders raised their voices in 
triumph, for by it the siege of lshgard had been ended. 

However, Raubahn Aldynn, commander of the Immortal Flames and 
loyal advisor to the sulmna, was bound by no such restrictions. Driven into 
an uncontrollable rage by Teledji Adeledji's unconcealed glee at ridding 
himself of the sultana once and for all, the Bull of Ala Mhigo declared 
that the merchant was the culprit, executing him then and there for the 
deed. Lost to fury, Raubahn then advanced upon Lolorito-only to be 
taken unawares by Captain Ilberd, who severed his arm with a single 
pracrioed stroke, and in so doing revealed his true colors as an agent of 
the Monetarist. The Fragrant Chamber erupted into chaos as guests 
8ed, leaving the Scions alone with their wounded ally and surrounded 
by their enemies. 

Yet when all seemed lost, the Flame General rose to his feet once 
more, and in the ensuing struggle: succeeded in freeing the Warrior of 
Light from his bonds. As he and Ilberd eyed each other from across the 
room, Raubahn bade the Scions escape-to clear their names and see 
justice done-before preparing to cross swords with the man he once 
called brother. 

Thus were the Scions of the Seventh Dawn SC2ttered and forced to 8ee 
Ul'dah in infamy, their &tes unknown even to one another. 
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HEAVENSWARD 
So it was that the Warrior of Light, together with some few companions, would come unto 

Ishgard at the behest of their faithful mend Lord Haurchefunt. Though they had been brought 
low through treachery, their names blackened with royal blood, they yet held hope in their 

hearts and dreams of redemption-

COMING TO l s HGARD 

Upon emerging from the Sil'dihn ruins through which he had made his 
escape from Ul'dah, the Warrior of Light was met by none other than 
Alphinaud Leveilleur. The Scion, who had been betrayed and imprisoned 
l>y his own Crystal Braves, had been freed by Pipin Tarupin, Vice 
Marshal of the Immortal Flames and adopted son of General R.aubahn. 
With the aid of Pipin and a humble peddler, the Warrior of Light and 
Alphinaud sought out Cid Garlond, who delivered them out ofThanalan 
and into Coerthas with all haste. Beyond the reach of the Crystal Braves 
and the Brass Blades at last, the pair sought refuge in Camp Dragonhead, 
where they were reunited with Tataru Taru and enjoyed a brief respite 
to consider their next course of action. 

Afrcr .some discussion, the Scions resolved to seek sanctuary in Ishgard 
with the backing of Lord Haurchefunt and his familial connections. 
They enjoyed the hospitality of Camp Dragonhead until finally being 
granted admission to the city proper as wards of House Fortemps. And 
so, together with Alphinaud and Tataru, the Warrior of Light passed 
through gates long closed to outsiders and arrived in Foundation. There 
they were greeted by a humble manservant, who then guided them to 
Fortemps Manor, where they would attempt to begin anew. 

Count Edmont de Fortemps, patriarch of House Fortemps, had taken 
a tremendous risk in granting the Scions his protection, and so Alphinaud 
soon realized that only by publicly serving Ishgatd could the Scions hope 
to silence his 1>pponents' objections. However, Alphinaud also believed 
that this arrangement could benefit the Scions in unexpected ways, such 
as ,inviting contact with people outside Ishgatd who might feasibly know 
something of their missing comrades' whereabouts. 
While he and Tataru fucused their efforts on that task, the Warrior 

of Light aided the count's two n:uebom sons, lords Artoirel and Em­
manellain, with their activities in Falcon's Nest and at Camp Cloudtop 
respectively. In western Coerthas, the adventurer uncovered a hidden 
heretic sanctuary1 and in the process was briefty reunited with the Lady 
lccheart. To his surprise, the once-defiant heretic leader expressed regret 
fur the atrocities committed by the Dravanians in the second assault upon 
Ishgatd, which had taken place during the banquet in Ui'dah. In the Sea 

KEEPING THE FLAME A LIVE 

Shortly afrcr the trial by combat was concluded, the Warrior of Light 
received an inviwion to a personal audience with His Eminence Arch­
bishop Thordan VII. The archbishop wannly welcomed the adventurer, 
apologizing fur the misunderstanding which led to Alphinaud and Tataru's 
incarceration. Having taken the highly unusual step of dismissing his 
personal guard, he then revealed that he had communicated with the 
Ascians, going on to explain that he was paying lip service to their wishes 
while plotting to move ~ainst them. He bade the Warrior of Light 
assist him in this endeavor, stating that only by wresting Eorzea from 
shadowless villains' grasp could a lasting peace ever be furgcd. 

Y ct this would not be the only troubling revelation that day, fur upon 
returning to Fortcmps Manor, Tataru Taru reported that R.aubahn 
Al.dynn was to be executed fur crimes against the sultanate. Determined 
not to lose yet another ally, the Scions resolved to do everything in their 
power to rescue the deposed Flame General They traveled to Limsa 
Lominsa and met with Admiral Merlwyb, who had remained a stout ally 
and had been working closely with Doman shinobi to ascertain R.aubahn's 
whereabouts. She directed them to her contact in Revenant's Toll, who 

of Clouds, he encounteted the V anu V anu, a race of bird-like beings, 
and discovered that like so many other beast tnbes, they had called upon 
a primal fur salvation-in this instance, Bismarck, the Lord of the Mists, 

However, the Warrior of Light's actions did not serve to endear the 
Scions to all the inhabitants of lshgard. In what Lord Edmont surmised 
was nothing more than a political ploy to defame House F ortemps, 
Alphinaud and Tataru were arrested by Ser Grinnaux, a knight of the 
Heavens' Ward, on the charge of fumenting heresy. These twelve chosen 
sers answered to none save the archbishop himself, and their testimony 
was unimpeachable. As such, under lshgardian law, only the Fury could 
disprove Ser Grinnaux's claims by granting victory in a trial by combat 
between the accuser and the accused. Owing to his magical talents, 
Alphinaud was capable of fighting, but as Tataru was not, the Warrior 
of Light was allowed to fight in her place as champion. And so, under the 
watchful gaze of the Fury, and the assembled gentry oflshgard, the two 
Scions fuught and defeated Ser Grinnaux and Ser Paulecrain, thereby 
earning Alphinaud and Tataru their freedom. 

Unlike many of bis highborn peen, Colllll Edmont de 
F ortempc was willing if aot eager to work closely with 
the Warrior of Light and other foreignera. The personal 
memoir, be wrote chronicling the events surrounding the 
end of the Dngomong War would be masured by later 
gcnerariom for their histori""1 w1ue. 

had learned that R.aubahn had been taken to H alatali in Thanalan. 
Together with the Domans, the Scions then rescued R.aubahn from the 
clutches of the traitorous Crystal Braves. 

Outside Halatali, R.aubahn and the Scions were approached by a 
messenger, who claimed that his mistress was sympathetic to their cause 
and bade them return to the Waking Sands in Vesper Bay. Intrigued, 
they accepted this invitation, and upon arriving at the Scions' furmer 
headquarters, they were greeted by a number of fiuniliar fuces-U rianger, 
Pipin, and Papashan. 

Soon after, it was revealed that the messenger's mistress was Dew­
lala, head of the Order ofNald'thal and member of the Syndicate. To 
R.aubahn's immense relief, she confirmed a suspicion Alphinaud had long 
harbored: that N anamo Ul N amo had not been murdered and was in 
fu:t still alive, and was likely confined somewhere in a state of induced 
slumber. R.aubahn resolved to free her from her captivity, and thereafter 
see that Lord Lolorito and all others involved were made to answer fur 
their part in the betrayal 



IN S EARCH OF LADY ICE HEART 

Regrettably, the Scions had precious little time to enjoy their reunion 
with Gener.il Raubahn. N idhogg's furces, twice befure beaten back, were 
preparing to resume their siege of the Holy See. Upon returning to the 
city, the Warrior of Light and his comrades were fu:ed with a choice: to 
remain in a besieged Ishgard, or seek sanctuary elsewhere. But though 
Lord Edmont would have them seek shelter from this srorm, the time fur 
running had passed. Together, they would stand and fight. 
Yet even should the knights su=d in turning back the Horde, the 

casualties would be catastrophic. Recogni7.ing this, Alphinaud proposed 
that he and the Warrior of Light seek out Lady Iceheart, who had 
expressed contrition fur her crimes, and penuade her to act as their 
intermediary in an attempt to convince N idhogg to abandon his bloody 
course. They would be aided in this diplomatic tnission by an unexpected 
ally: the Azure Dragoon, Estinien, who wished to be present in the 
event negotiations fuiled and there was no recourse but to slay the beast 
outright. Thus did the three journey to western Coerthas, seeking to 
learn what they could of the heretics and their elusive leader, befure 
eventually managing to summon her to a peaceful parley, where she 
related the history of treachery that fueled N idhogg's wrath and the 
Dragonsong War. 

Twelve hundred years ago, an El.ezen tnbc first sought to claim the lands 
of Coerthas as their home-lands which were already home to dragonkind. 
Thus did a bloody war begin, a war that may have never ended were it 
not fur a woman named Shiva. While those around her fuught and died. 
she attempted to parley with the dragons, and in so doing discovered 
them to be possessed of profuund intelligence and reasotL The great wyrm 
H raesvelgr in particular so enchanted Shiva that she fuund herself growing 
to love the creature, whom her people considered a monster. 
In the eyes of a near-immortal dragon, however, the Bee ting 1ilc of an 

El.ezen is as that of a m:shly cut rose-scarce has the Bower bloomed 
befure it begins to fade and wither. Such melancholy musings plagued 
H raesvelgr, who had fuund in Shiva an unexpected and beloved soulmate. 
Unable to bear the thought of their separation, the maid bid the wyrm 
consume her, that their spirits might be entwined fur eternity. Though 
loath to perfurm the deed. Hraesvelgr ultimar.ely gave in to her plea, and 
soon thereafter, the talc of their ill-fated love spread throughout the two 
warring fu:tions. No more could they raise blade or daw against one 
another, knowing that the souls of their kin were so inoxtricably bound. 
In the days that followed, man and dragon learned to live in harmony, and 
together built a nation unlike any the world had ever knoWIL 

For two hundred years did this blissful age of peace oontinue, as it would 
to this day, had vilest envy not stirred in the hearts of the ElezeIL It was 
said that wyrms owe their longevity to the boundless reserves of vitality 
fuund within their eyes-and 'twas in this belief that a traitorous band 
of knights deceived their allies of some two QllltUries, and took by furce 
that which they coveted. 
Nidhogg-he who then stood poised to unleash his wyrmlings upon 

Ishgard-was the great dragon who lost an eye to Elezen treachery, and 
until he prised it from the hands of the traitors' progeny, no amount of 
conciliatory words would stay his fury. 

So spoke the Lady Iceheart, who had learned the truth when walking 
in the memories of H raesvelgr himself years ago, fur like the Warrior 
of Light, she too possessed the Echo. Nevertheless, Estinien was quick 
to question the veracity of her account, and reiterated his belief that 
N idhogg was lost to reason, prompting Alphinaud to propose that they 
instead seek out Hraesvelgr, who had once befure endeavored to end the 
violence between dragon and matL I ceheart agreed to guide them to him, 
and so the fuur set furth fur his home in Dravania. 



THE LORD OF THE HIVE 
At the behest of the Lady lceheart-or Ysayl.c. as she requested they 

ad~ her hen'cefurth-the party stopped at the village of Tailfi:ather 
within the Chocobo Forest to rest and make inquiries befure pushing on 
towards Sohm AL The village's leader, Marccchamp, told them of the 
beast tribe known as the Gnath, arid of their n:cent acts of unprovoked 
~-According to the fumter, no one in the region-not even the mighty 
Dravanians-had been spared the insect-like people's aggression. Vidofuir, 
the leader of the dragons who call the ancient ruins of Anyx Trine home, 
later confinned this accl>unt, declaring that she could not leave her post 
unguarded fur rear of the Gnath's god. Suddenly, the beastmen's aggression 
began to make $COSC-they had been aaing under the influence of a primal 

Alphinaud undcnlt.OOd that so long as the primal was permitted to remain, 
the way to Sohm Al would remain closed, and so the Scion proposed that 
they deal with the threat to the Dravanians' tenitory in exchange fur sare 
paMagC- T he bargain was strUCk, and the party retraced their steps, returning 
to Tailfi:ather befure then seeking the counsel of the Vath, a group of 
outcasts who lived apart from the main colony of Loth ast Gnath. The 
Nonmind, as they called themsclves, had been severed from the Onemind 
and thus were not party to their thoughts. nor were they loyal to their 
warlike god, Ravana. Ultimately, they could provide the party with little in 
the way of useful information as to how the primal might be engaged, save 
fur an oftband suggestion that they offi:r themselves as sacrifices. 

Y sayle and the W anior of Light decided to heed the V ath's advice and 

MOUNTAI NTOP DIPLOMACY 
True to her word, Vidofuir opened the way to Sohm Al, and at the end 

of the perilous mountain path the W anior of Light and his companions 
came to a domain where dragous and men had once lived in harmony, 
whose majesty no mortal eye had glimpsed fur nigh on a thousand years. 
Yet in a strange twist of rate, they would first encounter none other than 
a moogle, who fled upon spotting the unexpected travelers. 
Thanks to the diplomacy of Kan-E-Senna-and the sight of her 

companion Kuplo Kopp's f.uniliar form-the moogles of the Churning 
Mists were at last persuaded to reveal themselves. Despite Kuplo Kopp's 
1Ca$Surances, hoW!,Ver, the mooglcs' chieftain, Moglin, was not convinced 
that the W anior of Liglu would a.ct in his people's best interests. It was 

surrendered themselves to the Gnath afier dispatching no small number of 
their drones. The plan worked, and soon the pair fuund themselves dragged 
befure Lord Ravana, Master of the Sacred Blades and Wrath of the Colony. 

Seizing the opportunity, Y sayle boldly challenged him to a contest of 
might. Should the pair prevail, the Gnath would cease hostilities with the 
Dravanians; but should Ravana emerge the victor, they would join his army 
as eternal thralls. Having goaded the primal into accepting her terms, Y say le 
drew upon the energy of the Gnath's hoarded crystals to transfonn herself 
into Saint Shiva. Even with Shiva's great strength, however, the heretic 
leader was no match fur Ravana's flashing blades, leaving the Wanior of 
Light to take to the field alone. 

After a long and furious battle, Lord Ravana at last laid down his weapons, 
defeated He duly proclaimed the Wanior of Light the victor by sacred rite 
of combat, and vowed to call his fullowers back from the dragons' domain. 

decreed that the party would undergo a number of trials that Moglin 
might judge them worthy of his assistance. In truth, however, they were 
nothing more than a convenient distraction-a means to keep the Wanior 
of Light and his companions occupied while the moogles secretly repaired 
the horn required to summon H raesvelgr. 
With the horn in their possession, the party departed fur Zenith, and 

there atop the ruins of the ancient palace beckoned the great wyrm to 
parley. To their great relief, he answered the horn's call at once, but their 
hopes were soon dashed by the harsh words-and the grim truth-he 
rendered unto them that day. 

H EART OF ICE 
Hraesvelgr was displeased to find that his sanctuary had been invaded by the children of man, 

and he only grew further incensed when Y sayle proclaimed herself to be Shiva reborn. The wynn 
angrily decreed that the spirit she had summoned belonged not to Shiva, but was a shade conjured 
by her own &.ncy-a deity of her own making, crafied with the knowledge she had gleaned from 
her visions years ago. 
Shaken but undeterred, Alphinaud implored Hraesvelgr to join his voice to theirs in a call fur 

peace and furgiveness. But, in response, the wynn recounted the tale of his brood-sister Ratatoskr's 
murder and the treachery of King Thordan. 
In the two centuries of harmony that fullowed Saint Shiva's sacrifice, the Elezen learned that the 

eyes of a great wyrm were the wellspring of his strength. Out of the selfish desire to possess that 
strength, King Thordan and his lea! knights lured Ratatoskr into an ambush, and took from her 
that which they craved. They feasted upon her eyes in the manner of wild beasts, and in so doing 
gained strength beyond that of mortal men. 

Nidhogg was the first to learn of the atrocity, and he took to the skies, hungry fur vengeance. 
But though he slew Thordan and some few of his knights, their fellow butchers knew only too 
well where to aim their spears, and with now-practiced savagery, they claimed his eyes and sent 
him flailing from the field. 
When ~ fur evidence of his claims, H raesvelgr observed that all the traitors' progeny bore a 

trace of Ratatoskr's essence, and but a single sip of dragon's blood was en<>Ugh to aw:iken it. Those 
who abandoned their loyalties would be rewarded with a drink, and thus be transformed, to join the 
ranks ofN idhogg's ever-growing army as newborn drag<>&. One by one, through death or deftttion, 
his brood-brother would account fur all of the betrayers' children. 
Though Hraesvelgr had revealed much that was hidden about hhgard's bloody history, it did naught 

to change the her that the Wanior of Light and his compasiion\ mission had ended in f.ulurc. With 
their hopes fur peace shatti:red, it was time to consider more de91Jerate measures. 



NEW WINDS, OLD FRIENDS 
If Ishgard was to be spared, then N idhogg must be slain. Such was the opinion or 

Estinen fullowing the f.tiled negotiations at Zenith. Though she could not condone 
their actions, Y say le had not the strength of will to oppose them, and so the party left 

her and her shattered fu.ith behind, continuing eastwards towards the Aery, the home 
of the dread wyrm. 
However, having sensed the death of his consort, a wary Nidhor,g had surrounded his lllir 

with a barrier of impenetrable winds. Gazing upon the scene, Alphinaud was reminded of how 
a similar barrier once barred their entrance to the primal Garuda's domain, until they had 

discovered means to penetrate it with the aid of the engineer Cid nan Garlond. Leaving 
Estinien to stand watch over the Aery fur a time, the Warrior of Light and Alphinaud 
returned to lshgard, where they fuund Cid-and perhaps more impo,;tantly his two 

employees Biggs and Wedge, who had been hard at work at the Skysteel Manufu;tory 
developing a diminutive airship known as a" manacuttcr," which seemed an ideal means fur 

surmounting the Aery's demes. As they set about explaining the craft's various advantages 
and disadvantages, however, the door burst open to admit a panting Ta.taro, who had news of 

the sultana. Noting the urgency of the situation, Cid bade the Warrior of Light and Alplwlaud 
concentrate on matters in Ul'dah while he and his engineers continued work on the manacutter. 

AWAKENING IN UL'DAH 
The Warrior of Light and Alphinaud returned to the Waking Sands and 

there met with Raubahn, who despite his injury had regained considerable 
strength. He and his allies had concluded that the sultana was most likely 
being kept in a poison-induced sleep somewhere within the palace. Howev­
er, befure any attempt would be made to rescue her, they deemed it prudent 
to track down her poisoner: Meriel, the sultana's furmer lady-in-waiting. 
Taking care not to alert the Monetarists or their agents, the group 

converged upon the Silver Bazaar, where they confronted the furmer 
lady-in-waiting. But befure Raubahn could wring the truth from the trem­
bling Meriel. Prioress Dewlala appeared, accompanied by Lord Lolorito, 
who proceeded to reveal the details of the assassination plot 
All of his actions, he claimed, were intended to expose and eliminate 

Teledji Adeledji, and to ensure the stability of Ul'dah. Captain Ilberd 
had been complicit in the scheme from the beginning, his services having 'I 

been secured with a promise to support Ala Mrugan independence once 
Lolorito's authority had been solidified. 

However, llberd had grown to despise his fellow countryman Raubahn, 
calling him a traitor to their people and a disgrace to their homeland. His 
hatred had driven him to order the deposed Flame General's execution 
against Lolorito's wishes, furcing the merchant to sever all ties with his 
agent and withdraw his support of the Crystal Braves. 
As proof of his good intentions and a gesture of conciliation, Lolorito 

presented Raubahn with the means to rouse the sultana from her deathlike 
state. Although he cared not fur the merchant's motives, Raubahn recog­
nized that Lolorito had saved the sultana's life, and fur that he was willing 
to furego his vengeance. So it was that Nanamo Ul Namo was at last 
awoken from her slumber, and Raubahn Aldynn was reinstated as general 
of the Immortal Flames. 

INTO THE AERY 
With matters in Ul'dah resolved, the Warrior of Light returned to the 

Skysteel Manufu:tory in Ishgard. There, he met with Cid Garlond once 
more, who was pleased to announce that the manacuttcrs were undergoing 
final adjustments, and would soon be ready to fly. 
Together with Estinen, who had rca:ntly returned to the capital, the 

Warrior of Light then met with Ser A ymcric and apprised him of recent 
developments, as well as their plan to assault the Aery and slay N idhor,g 
once and fur all The lord commander did not hesitate to pledge his blade 
to this cause, but Estinien was steadfast in his refusal, fur should they f.til, 
it would be Ser A ymeric's duty to command the city's defenses againit 
the Horde. Alphinaud, too, wished to participate in the great endeavor, 
but he was denied by Escinicn as well, who acknowledged his promi,t 
but believed that his skills would not suffice. So it was that the Warrior 
of Light and the Azure Dragoon set furth to engage the dread wyrm 
N idh~ in a battle that would forever change the course of history. 
As one of the First Brood, Nidhor,g was more than a match fur any 

mortal being. Y ct Estinien was possessed of a secret weapon: the Eye 
ofNidhogg, safeguarded by the Holy Sec fur centuriet. An ancient relic 
and a wellspring of power, passed down from Azure Dragoon to Azure 
Dragoon through the ages. With the Eye, Estinien could not only drawn 
upon the wyrm"8 strength, but suppress .it as welL 
Aided by the Azure Dragoon, the Warrior of Light finally succeeded 

in bringing the mighty creature down. Estinien then took to the air and 
delivered the coup de 1¢ce, gouging out N idhogg's temaining eye with 
his legendary spear Gae Bolg and sending the lilcless wpm tumbling 
into the clouds below. 
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UNREST IN lSHGARD 
Alas, N idhogg's death did not mark the end oflshgard's troubles. As 

the party reflected upon the many truths they had learned, Ser A ymeric 
contacted Estinien via linkpearl to infunn them that heretics had infiltrated 
the capital and begun an uprising within its walls.Joined by Y sayle, who 
had no knowledge of her people's plans, the party returned to Ishgard and 
sought to !,ring a peat'Cful end to the senseless destruction. Chaos reigned 

in the streets as fires raged and the heretics cried fur blood, but heedless of 
the danger the Warrior of Light and his companions pushed on, until they 
met with the vanguard of the adyancing mob. Y sayle stood befure them 
and delivered an impassion~d speech, declaring N idhogg and his quest fur 
vengeance to be dead and imploring her people to go in peace. Though 
they heeded her words and thereafter quit the city', tensions remained high 
in the wake of their assault. 
At Fortemps Manor, the Warrior of Light and his companions revealed 

to their I shgardian allies the sordid origins of the D ragonsong War. 
U nsurprisingly, all were troubled by the revelation that the I shgardian 

fuith was built upon a lie. Moreover, as the structure oflshgardian socioty 
presupposed a stark diffi:rence between the origins of the lowborn and 
highborn, the fu.ct that all Ishgardians could trace their ancestry to the 
surviving knights twelve threatened to undermine the fuundations of their 
class strucrure. 

Overcome with emotion, Ser A ymeric declared that these lies could 
not be swlered to continue, fur Y sayle would share the truth with her 

fullowen, and the H oly See would be powerless to stop its spread. No 
longer ruled by a common rear of the dragons, the lowborn and highborn 

THE DRAGONSONG'S 
BEGINNINGS 

N idhogg, that incarnation of rage who had tormented the people of 
Ishgard fur nigh on a thousand years, was dead, his remaining eye a 
trophy fur the Azure Dragoon. As he looked on his triumphant ally, 
the Warrior of Light was treated to another vision of the past through 
the power of the Echo. 
He bore witness to the aftermath of another battle with N idhogg 

long ago, in which Haldrath, the son of the fiillen King Thordan I, and 
his surviving knights claimed the dread wyrm's two eyes. But unlike 
his f.ither, Haldrath lamented the dark deeds which were done that 

day, and so he fureswore the throne and embarked upon a journey to 
repent fur his sins. 

Others followed his example, renouncing Tbordan's legacy, and 
when all was said and done, fuur knights remained. Four knights who 
would found the four great houses oflshgard-Fortemps, Haillenarte, 

Durendaire, and Dzemael Together they would shape their nation 
with a history of their own making and consign the bitter truth of 
their betrayal to oblivion. 
The Warrior of Light shared this revelation with his companion, who 

though greatly troubled had no choice but to accept it as immutable 
truth. Yet from these answers rose another question: fur if H aldratb bad 
taken with him one of N idhogg's two eyes and entrusted the second 

to the rounders of Isbgard, then whence came this third eye which 
Estinien had claimed but moments ago? 

In search of answers, the pair returned to Zenith, where Ysayle 
yet lingered, unable to come to terms with the magnitude of her 
self-deception. They summoned H raesvelgr once more, who reclaimed 
the third eye as his own. Once more, by the power of the Echo, the 
Warrior of Light was made to know the truth-the beginning of a 

thousand-year torment. Bereft of his eyes and howling with rage for 
the murdered Ratatoskr, Nidhogg decried Hraesvelgr fur placing his 
fuith in man fur the love of Shiva. He beseeched his brood-brother 

fur the strength to punish the murderers and every child of their line, 
and with it began the terrible vengeance which consumed him until 

his dying breath. 
H raesvelgr confirmed what the Warrior of Light had seen-that he 

had helped condemn the people of Ishgard to an eternity of suffi:ting. 
Though the truth of the Dragonsong War's beginnings had at last 
been laid bare, the adventurer and his companions found no solace in 

the knowledge. 

would be free to tum on one another. The disenfranchised would rise up, 
united, and blood would flow in the streets once more. 

Ser A ymeric furvendy believed that Ishgard could only be saved by 
revealing the truth and striving for fundamental change. To that end, he 
left to confront the archbishop alone-despite the others' warnings that 
he was certain to be branded a heretic fur his trouble. 

Though all present were doubtful as to the wisdom of Ser A ymeric's 
plan, Lucia was detennined to support her commander. However, she also 
pro~ that should he fuil to return from the Holy Vault, she would 
not hesitate to marshal forces to set him free. The Warrior of Light, 
Alphinaud, Estinien, and Lord H aurchef.int all agreed that should the 
worst come to the worst, they too would join in his rescue. 



A K N IGHT'S CALLING 
Having seen the determination writ upon the races of those arotU1d him, 

Lord Edmont pledged the support of House Fortemps to Lucia's plans. 
Alas, even with an army of knights at their disposal, a direct assault on the 
Vault would be fiuitless. However, there was one other fu:tion whose aid 

would prove invaluable to their cause: a group oflowborn revolutionaries 
headquartered in the B rume that would doubtless be eager to see the 
established order overturned. 

Alphinaud and the Warrior of Light made their way to the lowest levels 

of Foundation and asked after the revolutionaries and their elusive leader, 
the Mongrel Though the locals were not wont to speak freely of the 
group, the party's efforts eventually bore fruit, and they were granted an 
opportunity to plead their case at a private meeting in the Forgotten Knight 

As Alphinaud attempted to win the revolutionaries' cooperation-seem­
ingly in vain-Ser Chanbert, a knight of the Heavens' Ward, strode into 
the tavern, accusing all present of plotting insurrection. With no recourse 

left to them, the Warrior of Light and the others stepped outside to 
confront the knight and his men, and soon Saint V aleroyant's Forum was 
transformed into a bloody battlefield. 

Joined by Lord Haurchef.mt and Lucia, the Warrior of Light and his 

comrades managed to overwhelm Ser Chanbert, who withdrew. However, 
the joy of victory soon faded when they learned that Ser Aymeric had been 
imprisoned, and the Heavens' Ward placed in command of the Temple 
Knights. Clearly, they could wait no longer to act. 

Lucia's plan to rescue Ser A ymeric hinged upon luring the bulk oflsh-

THE KEY TO AZYS LLA 

gard's defi:nders out of the city. Correctly deducing that the revolutionaries 
had recruited knights in service to the High Houses, she bade Hilda help 
by ordering these sympathizers to spread word of a heretic army massing 
outside the Gates of Judgement, and the revolutionaries' leader agreed. At 
last, the assault on the Vault could proceed. 

While Lucia and Lord H aurchef.mt led a party into the gaol beneath the 
Vault to free Ser Aymeric, the WarriorofLight and his men aimed for the 
highest levels and attempted to capture Archbishop Thordan VII, After 
lacing wave after wave of Temple Knights and the Heavens'Ward besides, 
the adventurer and his allies stood at the pinnacle of the Vault, tU1bowed. 
Unable to repel their advance, Ser Zephirin ordered a full retreat, and the 
Warrior of Light gave chase. Rejoined by Lucia's party and a wounded 

Ser A ymeric. he pursued Thordan VII, finally catching up with him as 
he prepared to board an airship and escape. 

The Warrior of Light rushed headlong towards the vessel-but in 
his haste to apprehend his quarry, he failed to notice a transformed Ser 

Zephirin taking aim, a spear of pure light in his hand. Alert to the danger, 
Lord H aurchef.mt bellowed a warning and raised his shield in the Warrior 

of Light's defense, but the steel gave way, and the spear fulllld a mark. 
The airship forgotten, the allies surrotU1ded Lord H aurchef.mt, who lay 

upon the ground struggling to breathe. As Ser A ymeric cradled him in his 
arms, the fullen knight looked to the Warrior of Light with a mixture of 
agony and relief, and bade him &vor him with a smile-befure the light 

left his eyes forever. 

The Warrior of Light and the others reflected upon the unnatural powers demonstrated by the knights of the 
Heavens' Ward, and ultimately concluded that the knights must have used their own bodies as vessels for the souls 

of the legendary King Thordan and his knights twelve, much as Y say le had for Saint Shiva. 
Though Ser A ymeric knew not his lather's plans-or the significance of" Azys Lla," a mysterious land of which 

the archbishop was heard to speak before fleeing-he declared that the archbishop and the Heavens' Ward must 
be stopped, and implored the Scions of the Seventh Dawn to help bring his lather to justice. Alphinaud answeted his 

request by staring that if the Heavens' Ward had indeed harnessed primal powers, it was the duty of the remaining 
Scions to oppose them. 

So began the hllllt for the Soleil, the archbishop's personal airship. Once more the Warrior of Light 
and Alphinaud turned to Cid Garlond, who with the Enterprise delivered them to the northern 

reaches of the Sea of Clouds, where the Soleil had last been seen. There the party made contact 
with Vanu Vanu of the Zlllldu tnbe, who revealed to them that the archbishop had 
come in search of the key to Azys Lla, a land of forbidden secrets. However, their 

quest was complicated by the &ct that Bismarck, the insatiable white whale that was 

the primal of the V anu V anu, had devoured the island upon which the key was kept. 
That they might deny the archbishop his prize, Cid conceived a plan to lure out 

the ravenous primal by using the Enterprise to tow a small island through the Sea of 

Clouds. From this se!&amc island the Warrior of Light then launched his offi:nsive against Bismarck, and like 

so many before the Lord of Mists soon full to his might 
It was then that the archbishop and the Ascian Igeyorhm chose to reveal themselves. With her dark magicks the 

Ascian effortlessly plucked the key &om the Warrior of Light's grasp, despite the &ct that he had managed to regain 
the blessing of Light-albeit at a fraction of its former strength. The archbishop raised the key aloft, and &om it shone 
forth a beam of light which split the heavens, revealing the way to the legendary floating isle. The Warrior of Light could 
only watch, powerless, as the archbishop and Igeyorhm then departed fur Azys Lla. 



AN ENGINEERING ENTERPRISE 
Though their efforts had uhimately served to aid the archbishop, the 

Scions were not about to admit defeat. Befure resuming their pursuit of 
the Heaven's Ward, qowever, the Warrior of Light and Alphinaud paid 
a visit to Ok' Zundu, to infurm the Vanu Vanu that Bismarck was no 
longer a threat. To their shock, upon arriving in the village, they were 
greeted not by the chieftain but by a contingent of imperial soldiers under 
the command of Regula van Hydros and escorted by Varis zos Galvus, 
the newly crowned Emperor of Garlemald, who like the archbishop 
coveted the secrets of Azys Lia. After taking measure of the two Scions, 
V aris ordered the execution of the bcastmen. Yet bcfure they could carry 
out his command, Lucia, piloting a suit of magitck armor, furced the 
imperials to withdraw with a barrage of cannon fire, and escorted the two 
Scions back to the ./Z'""frJ,,. 
The airship fullowed the path marked by the beam, and befure long the 

Warrior of Ligh~ and his companions found themselves nearing Azys Lia. 
However, they soon discovered that it was surrounded by an impenetrable 
barrier which threatened to tear the Entrrpri11 apart, and so they set course 

THE FIRST FLIGHT OF 
THE EXCELSIOR 

After being briefed on the situation regarding Azys Lla, 
Y'shtola flatly stated that she lacked the knowledge to build 
an actheric ram. However, she knew someone who could: her 
former master, Matoya. who had been living as a hermit on the fringes 
ofSharlayan, in the Dravanian hinterlands. After an unexpectedly eventful 
j<lumey to the previously thought abandoned colony, the Scions met with 
Master Matoya. who was willing to lend her aid to their cause. 
The esteemed scholar revealed to them that long ago she had developed 

a device known as an actheric convener, which could be used to draw in 
and concentrate aether to produce a destructive force that could conceivably 
breach the baoicr surrounding ,Azys Lia. The fruits of her research were 
apparently compiled within a tome which then lay sealed within the Great 
Guba! Library, and the Scions had to overcome the dangers within in 
order to retrieve it. 

Artned with the knowledge to build the aetheric ram. Cid Garlond set 
to work with obvious relish. When finished, he rechristened his airship the 
Emrrpril, Bxcthibr-or simply the Exc,lsior, should one prefer. Alphinaud, 
Y'shtola, Estinien, and the Warrior of Light took their places aboard the 
vessel, and together with Cid and his two assistants departed for Azys Lia 
once more. 

As they approached the floating isle, Estinien brought forth the Eye and 
channeled its boundless energies to fuel the newly installed aetheric ram, 
which made short work of the Allagan barrier. However, the party would 
have no time to celebrate, as moments later the Entrrpri.r• Excelsior found 
itself within the shadow of a garganruan vessel Successor to the .Agri114, the 
imperial flagship lost at Silvertear Falls fifteen years ago, the Gr11tion was 
the newest addition to the imperial fleet and the pride of the VI th Legion. 
The imperial battleship had lain hidden witli.in the cloud bank, waiting for 
the Scions to defuat the Allagan defunses-and now the path was clear. 

The Gration opened fire on the .Entrrprile Excelsior, and the smaller vessel 
struggled in vain to evade the explosions which bloomed throughout the sky. 
H opelessly outmatched, they braced themselves for the inevitable, when 

for lshgard that they might make repairs and discuss how to breach the 
floating isle's defenses. 

Cid believed that it might be possible to pierce the barrier surrounding 
Azys Lia by mounting a ram of condensed aether on the Entrrpri.re. There 
was just one problem: he had not the faintest idea how to make one. 
Designing such a device would require the expertise of a true authority in 
the field-an authority such as Moenbryda or Y'shtola. Alas, Moenbryda 
had perished, and Y'shtola was nowhere to be found-that is, until Tataru 
acquired a clue. 

During their search of the Sil'dih Aqueducts, the Immortal Flames had 
discovered Y'shtola's wand. After close study, U rianger determined that 
the Archon had invoked Flow, a forbidden teleportation magic. in order 
to make her escape. Traces of her passing led to the Twelveswood and 
suggested she remained there, her essence adrift in the Lifustream. And so 
the Scions turned to the Seedseers for assistance, who in rum petitioned 
the elementals' aid in plucking Y'shtola from the aether. 

from the west appeared H raesvelgr, and upon the wyrm's back, Ysayle. 
Wracked with guilt for the countless lives lost to her crusade and seeking 

to atone fur the sins committed in Saint Shiva's name, the young maiden had 
yearned to come to Azys Lia that she might fight alongside the Warrior of 
Light once more. She beseeched H raesvelgr that he might bear her to the 
advenrurer's side, and even in his melancholy, the wyrm could not deny her. 
Y say le leaped from H raesvelgr's back am.I plunged headlong towards the 

Gr11tion, clutching tightly to her breast a Crystal of Light once bequeathed 
to her by H ydaelyn long ago. Transforming into Shiva, she rumed to race 
the enemy battleship, and engaged it single-handed so that the Warrior of 
Light, in whom she placed her hopes and dreams for the future, could live. 
She froze the battleship's missiles and cast them back, ripping holes in its 
reinforced hull. She encased herself in a great glacier of ice and rammed the 
vessel with all her might, bringing it to a grinding halt. Yet the Gr11tion, the 
largest airship ever built, withstood her desperate assault. 
As the E.ntrrpri.r, Exc,/,ior sped safely towards Azys Lia, the Warrior of 

Light and his companions could only watch helplessly as the Gr11tion took 
aim at an exhausted Shiva and fired, again and again. Returning to her 
original form, Y sayle fi:IL..but with a smile on her lips fur those she had saved. 



f ETTERS OF LAMENT 
By Ysayle's sacrifice had the Scions and their companions at last set foot 

on Azys Lia. Determined that her death should not be for naught, they set 
forth to explore the area, and with the aid of ancient Allagan technology 
they determined that the archbishop was likely inside the Aetherochemical 
Research Facility, at the heart of the floating isle. To reach him, however, 
they would first need contend with the imperial troops from the Gration, 

which had also made landfall on the isle. 
While Alphinaud, Y'shtola, and Estinien kept the forces of the VI th 

Legion occupied, the Warrior of Light proceeded towards the Aethero­
chemical Research Facility alone. Along the way he encountered Tiamat 
of the first brood, who had consigned herself to an eternal punishment 
within her Allagan prison for consorting with the Darkness five thousand 
years before. She explained that during a great war between the Allagans 
and the dragons of Meracydia, Bahamut, her brood-brother and mate, had 

been slain. In her grief. she heeded the counsel of the Ascians, and with 
their dark arts she summoned forth Bahamut from the aether-only to 
discover that the primal was but a cruel mockery of her beloved. 

As the Warrior of Light reflected on this cautioftary tale and once more 
resolved to oppose the Ascians, the last remnants of the wall Midgard­
sormr had built around his soul shattered, and the blessing of Light once 
more abided within Hydaelyn's chosen. 
Having borne witness to this triumph of will, the Father of Dragons 

was at last convinced that the Warrior of Light was W8rthy ofHydaclyn'I 
favor. Before the adventurer's eyes the avatar of the great wyrm shifted 
and grew, until at last it was large enough to bear him on its back to the 
Aetherochemical Research Facility. There the W arrioi of Light fought 
and defeated Regula van H ydrus once more, and delved deeper into the 
heart of the floating isle and towards his quarry. 

KING THORDAN AND His K N IGHTS TWELVE 
While fighting his way through the Aetherochemical Research Facility, the 

Warrior of Light found himself fuce-to-fuce with two Ascians: Lahabrea, who 
had gifted Gaius van Baelsar the Heart of Sabik and brought Eorrea to the brink 
of destruction once before, and Igeyorhm, who had stolen the key to Azys Lla 
and placed it in the hands of the archbishop. In a bid to eliminate the adventurer, 
the Ascians attacked as one, but with H ydaelyn's blessing restored, they were 
no match fur him. 

Realizing the battle was lost, Igeyorhm attempted to flee, but before she could 
make good her escape, the Warrior of Light entrapped her within a piece of white 
auracite-a final legacy of Moenbryda's work, presented to him by Urianger 
as a parting gift before they first set forth fur Azys Lia. The adventurer then 
destroyed the Ascian with a blade of Light forged from the remaining aether within 
N idhogg's Eye, forever ridding the world of a terrible menace. 
In spite of seeing his comrade full, Lahabrea could not help but smile. The 

Warrior of Light had exhausted the Eye's aether and had not the means to strike 
him down. Yet the Ascian, who had fur an eternity tugged at the reins of history 
from the shadows, had underestimated man fur the last time. 
The archbishop and his knights arrived, bearing the body of H aldrath...and the 

Eye's long-lost twin. Having summoned the soul of the legendary King Thordan 
into himself, the archbishop conjured a divine blade using the power of the second 
Eye, and summarily executed Lahabrea. Like all souls, the Ascian's was comprised 
of aether, upon which primals feast. So it was that Lahabrea's soul was shattered 
and consumed, until naught remained of his essence. 
J udgment passed, the self-proclaimed god-king duly turned to leave, but not 

before issuing the Warrior of Light a challenge. Should he reject the archbish<>p's 
vision for a peaa:ful and prosperous lshgard, he would need strike him and his 
knights down. How the Warrior of Light managed to overcome such impossible 
odds that day, none can say. History only states that in the end, he prevailed, 
and was the first man in Ishgardian history to arrive in the city upon dragonback. 
In the days that followed, Ser A ymeric temporarily assumed the duties of arch­

bishop and began to guide his people towards a lasting peace. However, he and 
the others were yet haunted by the tragedy that had befullen Estinien in Azys Lla. 

After Thordan's defeat, the dragoon collected the Eye and its twin, and in that 
instant rel! prey to Nidhogg's lingeting influence, and was claimed as a vessel fur his 
rage. Transformed into the great wyrm, he took wing and vanished. Alas, so long as 
N idhogg's vengeful shadow remained, the Dragonsong War would never truly end. 
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AS GOES LIGHT, SO GOES DARKNESS 
In the wake of the archbishop's full, the nation of Isbgard trembled, the fuith of her people 

shaken to its very core. They had embarked upon a strange and unfumiliar path, and none could 

predict the troubles which lay ahead. 

A N U NCERTAIN FUTURE 
In the event of the archbishop's passing, canon law dictated that the lord 

commander of the Temple Knights was to assume his responsibilities as 
head of state-tefnporarily. They further specified that he should surrender 
his powers as soon as a conclave of the senior clergy and the High Houses 
had named a new archbishop. 
However, rather than attempting to conceal certain details, Ser Aymeric 

had elccted to disclose the whole truth regarding his father's disappearance. 
Though he had done so in an effort to retain the trust of the people, the 
immediate result was growing unrest, as the most sacred beliefs of the 
populace were called into question. Under such circumstances, selecting 
a new archbishop was out of the question. 

Ser A ymeric believed that to address the people's concerns, they must 
needs secure a lasting peace-a definitive end to the Dragonsong War, 
marked by the reestablishment of diplomatic relations between lshgard 
and Dravania. To that end, he once more turned to the Scions of the 
Seventh Dawn fur aid, and bad,e Alphinaud and the Warrior of Light 
escort Lucia to Anyx Trine. 

The first commander, acting as Ser Aymeric's envoy, treated with 
Vidofuir, relaying his words with heartfelt conviction. Regrettably, the 
dragon's response was disappointingly noncommittal, as she would need 
to discuss it with her father, H raesvelgr, before a decision could be made. 
Nevertheless, there was a sense among those present that, in her heart of 
hearts, V idofuir harbored the same hope. 

A DARK RIVALRY 
Several members of the Scions of the Seventh Dawn remained missing, and to find them they sought 

the assistance of a Sharlayan scholar newly come to Eorzea: Krile, a member of the Students 
of Baldesion. She had been present during the attllek on the Isle of Val, when a magick of 
immense power akin to Ultima obliterated not only the order's headquarters, but the isle itsel£ 

However, like the Warrior of Light, she possessed not only the Echo, but had availed herself 
of the blessing of Light's protection, and in so doing managed to survive. Upon waking from 

her long torpor, she learned of .Minfilia's disappearance, and so she resolved to come to Eorzea, that 
she might more eflcctively assist the Scions with their search fur her dear friend and the others. 
Krile devised a plan to locate Thancred, who had also escaped the Sil'dih Aqueducts by way ofY'shtola's 

forbidden magick Flow. Her method would require the use of Master Matoya's Crystal Eye-a powerful 
relic that was in truth an ancient Crystal of Light. Once the elderly scholar consented to her plan, Krile 
wasted no time in carrying it out, and soon she determined that Thancred had emerged from the Lifi:stream 
near the base of Sohm AL 
The Scions began their search in earnest, and afrer some unexpectedly awkward twists and turns, they 
eventually came to Loth ast Gnath. Drawn by the sounds of battle, they ventured within the beastman 

stronghold, but found not their missing comrade but a party of mysterious adventuters, who before the 
Scions' very eyes effortlessly slew an incarnation of the primal Ravana. These self-proclaimed Warriors 
of Darkness then abruptly attacked the Warrior of Light and his comrades, who struggled to defend 
themselves-until Thancred suddenly leapt into the fray, dueling their leader to a draw and furcing them 
to retreat. Though they had weathered their opponents' assault and been reunited with a missing comrade, 
the Scions were nevertheless troubled and unsure what to make of the encounter. 

A GAINST THE DYING OF THE LIGHT 
Upon ri:turning to lshgard, the Scions were shocked to learn that Ser 

A ymeric had been the target of an attempted assassination. For a mercy, he 
had not suffi:red serious injuries, but the incident was only the beginning: 
shortly thereafrer, bw1dings throughout the city burst into flame, as part 
of what appeared to be a coordinated-and ongoing-attack. The Scions 
eagerly joined with the Temple Knights in an investigation, but although 
it resulted in an arrest, a rebel faction calling themselves the True Broth­
ers of the Faith exploited the chaos to seize control of the Va ult and take 
hostage a number of refugees who had been sheltering within. 

These fundamentalists, who were loyal to the previous archbishop, <k­
clared Ser A ymeric guilty of patricide and high treason and demanded that 
he surrender himrself at once to receive of the Fury's judgment-namely, 

execution. The lord commander was of course in no position to acquiesce 
to their demands, and so, together with the Scions, he led an armed 
assault on the Vault. 

After Ser A ymeric's forces successfully secured the hostages on the 
lower floors, they learned that the sole remaining captive, a young girl. 
had been home off' to the upper levels by the priest who had led the rebels. 
When at last cornered atop the Vault, the man would not hear reason, 
and in a final act of defiance he threw the child from the ledge. Yet when 
all hope seemed lost, the great white dragon Vidofuir swooped down to 
pluck her from the very jaws of death, as a crowd of Ishgardians looked 
on in utter amazement. 



THE GEARS OF CHANGE 
In adversity were the people of I shgard blessed with the promise of peace between man and 

dragon-a fitting symbol of hope that was Vidofuir's rescue of an innocent child. Nevertheless, 
those still bound by the fetters of the past would labor to defend their nation against the forces 
they reared would destroy it. 

THE WORD OF THE MOTHER 
& Ishgard continued along the path towards restoration and reformation, the scattered Scions of 
the Seventh Dawn were gradually returning to the Rising Stones. F'lhaminn, Hoary Boulder, 

and Coultenet, who had been forced to flee to Radz-at-Han following the Crystal Braves' 
betrayal, enjoyed a heartfelt homecoming, while elsewhere Krile and Thancred condu~ 

an investigation which they hoped would lead them to Minfilia. 
At the site of the Antecedent's disappearance in the Sii'dih Aqueducts, the pair iden­
tified a unique aetheric signature which they believed was associated with H ydaelyn's 

intercessions. Though it was something of a logical leap at the time, they sunrused 
that Hydaelyn may have guided Minfilia into the compass ofY'shtola's Flow, and 

thence summoned her, body and soul, unto her realm within the aetherial sea. 
Operating on this assumption, the Scions concluded that their search must 
continue in that near-mythical place. Fortunately, the Sharlayan colonists 

had built a structure to study the aetherial sea: the Antitower. With the 
blessing of Matoya, its custodian, the Warrior of Light descended to 
the deepest depths of the tower, and from there was summoned to the 
aetherial sea, where he was reunited with Minfilia. 

But Minfilia was much changed. Speaking at titnes with her own 
voice, but at othen with H ydaelyn's, she recounted her escape-how 
she had hearkened to Her fading voice, and made to Her an offi:ring 
of her own flesh. In so doing, she had become one with H ydaelyn. 
The Word of the Mother, as she called henelf, then revealed to the 
Warrior of Light the truth which lay at the heart of their world. 

Once, in a time before time, Light and Dark dwelt as one within 
the aetherial sea. Yet Zodiark coveted more power, and in gaining 
it disrupted the balance, forcing H ydaelyn, in an act of self-pres­
ervation, to banish him to the distant heavens as a moon, bound 
Yet not only was the star sundered in so doing, but the barrien 
between realities as well, giving birth to thirteen reflections of the 

Source-thirteen separate worlds. 
To restore Zodiark to His former glory did the Ascians ever labor, 

and each Calamity, each Ardor, marked a Rejoining-the obliteration 
of a reflection, and a triumph of the Dark. Seven times had this come to 

pass; seven worlds rejoined, their aether returned to the Source, and the 
Darkness stronger for it. 
With a final desperate plea, the Word bade the Warrior of Light bring an 

end to the Ascians' machinations, before shattering into a thousand thousand 
pieces before his very eyes. 

FoR THOSE WE CAN YET SAVE 
The Warrior of Light and his companions knew not what to make of this 

incredible tale of the world's genesis, or of Minfilia's choice to sacrifice 
her everything to see it shared Before they went their separate ways, they 
resolved to keep silent on the matter, if only fur a time. 

Meanwhile, in Ishgard, Ser A ymeric sought to take advantage of the 
recent shift in public sentiment towards the Dravanians by hosting a peace 
conference in Falcon's Nest. Alas, preparations had to be suspended fur a 
titne when a protest in the hamlet turned violent, casting a pall over the 
proceedings. 
Yet Ser Aymeric would not be deterred from his coune. He announced 

that lshgard would host a "grand melee" to commemorate the nation's 
recent return to the Eorzean Alliance, as well as strengthen ties between 
the neighboring city-states. More itnportantly, however, it would provide 
an opportunity fur lshgard, as a nation built on centuries of warfare, to 
reaffirm their identity and take pride in their uhievemenu, that they might 
be moved to common purpose once more. 

As hoped, the grand melee proved a rousing success. The peace conference 
in Falcon's Nest was reconvened, and there, during the unveiling of a relief 
celebratiilg the union of Saint Shiva and Hraesvclgr, Ser Aymeric and 
Vidofuir came together and spoke of peace. 
The dream endured fur all of an instant Without warning, Estinien leapt 

down from on high and drove his lance into Vidofuir's back, the white 
dragon's blood painting the relief a deep red As the dragon collapsed, Ser 
A ymeric seized a bow and loosed an arrow at his friend's heart, duty guiding 
his hand The dragoon had naught to fear from worldly weapons, however, 
swatting aside the deadly shaft and regaining his perch atop a nearby tower. 

All present strained to see the man who once embodied Ishgard's defiance. 
But when he spoke, it was not with the voice of a man, but a wyrm. N id­
hogg. The wrathful shade declared that the final chorus of the Dragonsong 
War was nigh, and that all would soon answer fur their sins. Throwing 
wide his arms and letting forth a bestial roar, he then transformed into his 
draconic form and took wing fur distant skies. 
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REVENGE OF THE HORDE 
The conference held at Falcon's Nest was intended to celebrate the reconciliation between 

man and dragon. But the lingering shade ofNidhogg, clad in the flesh of the Azure Dragoon, 
marked the occasion by spilling the blood of his own kind-a timely atrocity to remind the 
clu1dren of lshgatd that the conflict was far &om over. 

THE TRIALS OF HRAESVELGR 
N idhogg's words left no doubt: the final chorus was nigh, and soon the 

D.ravanian Horde would be at the city's gates. Now that the wyrm was 
possessed of both of his ~yes, Ser Aymeric concluded that there was only 
one being capable of standing against the vengeful shade-N idhogg's own 
~rood-brother, H.raesvelgr. 

The lord commander bade the Warrior of Light and Alphinaud escort 
him to Zenith and aid him in convincing the great wyrm to stand with 
lshgard. Though he was well aware of Hraesvelgr's previous refusal to 
involve himself in the affiiirs of men, Ser Aymeric declared that if there 
was even a chance the dragon might be swayed, he must plead his case. 
And plead his case he did, when Hraesvelgr descended &om the clouds 

to meet with them at Zenith. Alas, as before, the dragon greeted their 

BATTLE BETWEEN KIN 
Shortly thereafter, a thunderous roar echoed across the sky, signaling the 

advance of the Dravanian Horde. The time had come for the final reckoning 
with Nidhogg-to bring an end to his wrathful song. The Warrior of Light 
lllld his companions settled upon the backs ofHraesvelgr and his kin, and dove 
through the clouds in the direction of Ishgard. 
On the Steps of Faith, the battle had already begun. The Temple Knights 

and the companies of the High Houses were fighting valiantly to hold back 
the Dravanian Horde, but in the fuce of the never-ending onslaught, they 
began to fulter. One by one they started to full, and when a massive feathered 
dragon was sighted on the western horizon, all hope was nearly lost, only for 
it to be restored when H raesvelgr and his brethren delivered the Warrior of 
Light, Ser Aymeric, and Alphinaud to the bridge. 
With a mixture of turprise and scorn, Nidhogg welcomed Hraesvelgr, who 

attempted in vain to JJersuade his brother &om his vengeful course. A mighty 
clash then ensued between the pair, &om which there could be only one victor. 

The city's defenders Wlltched transfixed as the two dragons tumbled to the 
bridge, their bodies obscured by roiling clouds of smoke and ash. When at last the 
haze cleared, Nidhogg stood over the recumbent body of his brother, a severed 
leathered wing gripped between his teeth. Triumphant, N idhogg reveled in the 
moment, only to learn that his fallen sihling hacl entrusted the Warrior of Light 
with a gift: an eye, and with it one half of his power. With it, the adventurer 
became lshgard's best and last hope of slaying the rampaging N idhogg. 
The great wyrm's shade was a fearsome fue, consumed by a thousand years 

of vengeance. However, the Warrior ofLight too was a force to be reckoned 
with, infused with the might of H raesvelgr and filled with an otherworldly 
determination. Thus empowered, he subdued N idhogg's shade and restored 
Esrinien to his original form. 

Though weakened, the virulent spirit still held the dragoon in its thrall, 
commanding him to slay his companions. In that instant, Estinien, marshalling 
his strength, restrained the beast within and cried out fur them to slay him. 
But Alphinaud and the Warrior ofLight would do no such thing, and instead 
made to wrest the W}'l'Jil's eyes &om Estinien's armor. 

Using every ome of their strength, they wrestled with the hateful things, arcs 
of crackling aether couning through their bodies, leaving them in agony. Yet 
just when the feat seemed beyond them, the memories of the lost gave them 
newfound streogth, and with one final heave they succeeded in separating man 
and wyrm. For an inatant, they glitnpsed N idhogg's disembodied spirit depart, 
befurc they cast his eyes into the abyas. So it was that Estinien was saved, and 
with him the nation of Ishgard. 

request for his intervention with scorn. Despite Hraesvelgr's protestations 
of spent faith, however, Alphinaud firmly believed that he still nurtured 
the smallest flame of hope, for why else would he consent to bear Ysayle 
upon his back? Nevertheless, the great wyrm would not even consider 
their proposal until Midgardsormr himself appeared to reminded his son 
that N idhogg was but a shade, and that he would do well to ponder his 
course, lest it lead him unto greater remorse. 

Thus convinced, H raesvelgr declared that he would put the Warrior of 
Light and his companions to the test, Within the ruins where R.atatoskr 
once dwelled, the three weathered the trials of the great wyrm, who at 
last pledged them his aid in the coming battle with N idhogg. 



A N E N D TO THE SONG 
The battle was over. Having witnessed their brood-father's shade return 

to the aether, the Dravanians loyal to Nidhogg withdrew. Upon the 
scorched and crumbling bridge, countless bodies of men and dragons lay 
motionless. Yet for all they had endured, the city still stood. 

At long last, Ser A ymeric was free to abolish the thousand-year rule 
of the archbishops and pave the way for a new republic. In the days 
that followed, Ishgard's governance was placed in the hands of a newly 
formed House of Commons and House of Lords, whose members would 
be elected from all levels of society. Alas, though Ser A ymeric de Borel 
wanted nothing more than to lay down the reins of state, he soon found 
himself elected to the highest seat in the Lords. 
Though at first he strove to refuse this honor, the Count de Durendaire, 

well aware of public sentiment, pressured him to accept. For Ishgard was 

changing, and the people yearned for fuir and equitable representatioot and 
there were none better suited to stand at the fomiont of the ;ovement 
than he. So it was that the winds of gentle revolution came to stir. 

Prominent among the many honored guests at Ser A ymeric's investittuc 
were the ambassadors of dragonkind, V idofuir and V edrfolnir. As a symbol 
of lshgard's newfound peace, at the ceremony's climax, V cdrfolnir once 
more bore Ser Aymeric upon his back, and the people looked on in awe 
as they soared through the heaveOS', and by their cheers did they hail him 
an Azure Dragoon fur a new age. Yet Estinien, who had once played host 
to N idhogg's shade, would no longer consent to bear the mantle of Azure 
Dragoon. His hunt at an end, he quietly slipped away from his sickbed, 
and disappeared from the annals of history. 
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• WHITHER THE KEYS 
---------~---------

The year I r62 of the Sixth Astral Era did not lack for events of great historical import, 
the Battle of Silvertear Skies first and foremost among them. 

Let us examine a less prominent series of conflicts that broke out elsewhere in the realm in the shadow of that epic struggle. 

OF HORNS AND PRIMALS 
T upsimati is the legendary staff wielded by the Archon Louisoix in his heroic effort to banish the 

elder primal Bahamut. At its tip rests a hom, an ancient treasure ofSharlayan also known as the "key," 
the motive furcc that allows its bearer to draw vast quantities of aether from his surroundings and call 
upon the powers of the Twelve themselves. While it is not clear who fuhioned this divine vessel-and 
to what end-it is believed that multiple such artifacts have been discovered in secret across the realm. 
In the year 1r6:1, travelers from the Sharlayan motherland to the north did come to Eon.ea. Archons 

of the Circle of Knowing, they arrived on these shores after a long voyage and promptly set furth fur 
Limsa Lominsa, Gridania, Ul'dah, and Ishgard, where they began to solidify a foundation to fight back 

against the Garlean threat. It was these Archons who would come upon these curious horns in the lands 
they had come to survey. 

In Vylbrand, near concurrently with Archon Y'shtola's arrival, a pirate of the Kraken's Arms success­

fully navigated his way to the legendary island of Seal Rock, where he recovered two relics: a hom 
and a tablet, the former of which-through a dubious series of events-found its way into the hands of 
Commodore Sthalmann of the Knights of the Barracuda. The Commodore had set his sights on the 
Admiralty, and doubtless believed the hom would serve him in his goals. In the end, however, it proved 
beyond his powers to control Archon Y'shtola made a valiant effort to retrieve the artifu:t, only to be 
thwarted by an Ascian by the name of Travanchet, who seized the coveted relic fur himsel£ 

Ere long, the wrath of the primals came to Vylbrand The kobolds called forth the fearsome Titan, 
Lord of the Crags, and the Sahagin summoned the mighty Leviathan, Lord of the Whorl The timing 
of these events is not like to be mere coincidence. 

Further shedding light on these happenings, recent studies have revealed that Seal Rock is not a natural 
landmass as long be1ieved, but rather an artificial island constructed by the ancient Allagan Empire-one 
which housed a facility fur conducting research on the anti-primal weapon Omega. That the hom was 
retrieved from such a place would suggest a nigh undeniable connection between the relic and the primals. 

Meanwhile, in Thanalan, a confederacy of youths composed of the sons of influential Ui'dahn personages 

and motivated by political grievances purloined a horn-shaped relic from the secret vaults of the sultanate. 
They put the item in the hands of a mammet, sounding it during the midst of a grand procession. 
Amongst the procession was a fearsome goobbue, tamed by thaumaturgical incantations to serve as 

Jpectacle. For reasons nnknown, the sound of the hom broke the spell, sending the beast into a violent 
rampage. Neeclless to say, the entire incident was a ruse- Greinf.irr the Great, gladiator and ally to the 

conspirators, would swiftly put down the threat, earning the acclaim of the townspeople and winning 
further support fur his compatriot's cause. The plot went awry, however, when a spectator was slain by 
the raging creature. In the ensuing confusion, the thaumaturge Corguevais absconded with the horn. It 

was not long after this that the Amalj'aa succeeded in summoning I&it, Lord of the Inlcmo. 
Though the conspiring youths saw the horn merely as a tool to send monstrous creatures into a rampage, 

research conducted by the Archon Thancred paints a difrerent picture. As the hom was sounded, there 
was a massive fluctuation in the surrounding aether, suggesting a connection between the hom and the 

relic discovered on Seal Rock. Likewise, the thaumaturge Corguevais was most likely the assumed 
form of an Ascian. 

That the Ascians coveted the horns as a means to foment chaos through the primals, so as to further 
their dark plot of bringing about a Calamity-this much is clear. As for why these strange relics emerged 
at nearly the same time across distant lands, however, much remains shrouded in mystery. 

A ,eproduction of the horn and tablet fragments discovered on SC11 Rocle. 

Tupsinwi, the lcgcndlll')' 
swf of Archon Louisoix. 
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THE HYUR 
Modest of build and stature, the H yur can lay claim to being the single most populous race 

in all of modem Eorzea, where they make up a prominent share of the populace in each of 
the realm's great cify-itates. 

H ISTORY 
The Hyur arrived in Eorzea prior to the First 

Astral Era, when they were but one undistin­
guished race among many. Three great 
~ory waves later, the Hyur had 
spread &om the northeast reaches 
of llsabard to all comers of the 
realm, expanding their presence 
and influence to 'fiecome 
Eorzea's predominant 
race, a position they 
maintain to this very day. 

As they settled in new 
h'onticrs, the H yur ofi:en 
round themselves in con­
flict-even outright war-with 
the native peoples of those lands. Still, 
none can deny that the knowledge, 
rethnology, and ideas they brought 
with them have served as the driving 
furce behind the rapid spread of culture 
and civilization in Eon.ea. 

CLANS 
The H yur of Eorzea comprises two 

clans: the Midlanders, who settled in 
the realm's low4ying regions, and the 
Highlanders, who claimed the high 
mountains as their home. This does 
not, however, represent the entirety 
of the Hyuran people. Outside of 
Eorzea,fi yur can be round in I lsabard 
in the 0011:h, Othard to the east, and 
even as fu as the N cw World, their 
manifold clans and houses as 
inmunerous as the stars in 
the night~-

D RESS 
The standard attire of H yuran 

adventurers is fuhioned from cotton 
fabrics reinforced with leather fur a 
simple yet functional design. The 
Hyur also favor leather highboots, 
oaen said to be a vestige from the 
da71 of yore when their ancestors 
ctoued the snow-swept plains and 
harsh pcalm of central llsabard. 

I DENTITY 
The H yur boast myriad languages and cul­
tural backgrounds rooted in their respective 
places of origin. On the other hand, lacking 
a single, overarching culture, any universal 

H yuran sense of cultural identity is 
tenuous at best. Perhaps owing to this, 

the H yur are wont to value personal 
freedom more so than the other 
races, distinguishing themselves 
in wide range of disciplines and 
industries with little concern 

fur tradition or heredity. As 
such, they can be viewed 
by other races as over­
zealous and unprincipled. 

TONGUE 
In times of eld, 

countless tongues and dialects were 
spoken regularly by the various 
peoples of Eorzea. As migration 

and cultural exchange between 
the races became more common, a 
universal language arose, casing the 
burden of communication between 
diffi:rent peoples. This language, 
which came to be known as the 
common tongue, is now spoken 
by the vast majority of the 
realm's residents. It is believed 
that H yuran priests also played 
a vital role in the creation of 
the Eorzean alphabet at the 
end of the Fourth Astral Era, 
though the precise details are 
lost to history. 



The most populous clan of the most populous race, comprising over half 
of all Hyur, Midlanders can be fuund in city-states and villages the realm 
over, earning their keep in myriad trades and vocations. A highly cultured 

people, Midlanders have traditionally compensated for their lack of excep­
tional physical prowess with enterprise and ingenuity, contnbuting to great 
advances in all manner of disciplines. Indeed, many of the realm's greatest 
inventors and innovators have been Midlanders. With some exceptions, a 

comparatively large number of Midlanders are educated in letters from a 

young age, giving rise to a healthy population of academic& and intellecruals. 

HIGHLANDERS 
"' Distribution Gyr Abania (Ala Mhigo ), Thaoalan (Little Ala Mhigo) 

Physical 
Atmbutes 

Highlanders are noticeably taller and more muscular than 
Midlanders, with full-grown men reaching towering heights 
of nigh eighty ilms. Some posit that the impre$Sive Highlander 
physique is the fruit of countless generations spent residing 
in harsh, unfurgiving mountain climes, where the air is thin 
and each day a struggle fur survival Though some discount 
this theory, none can deny that the physical prowess of the 
Highlanders greatly outstrips that of their Midlander cousins. 

Nomenclature Like Midlanders, Highlander names have their origins in 

Culture 

words of the common tongue. One diflerence of note is the 
prevalence of violent-sounding surnames, rooted in the epithets 
and monikers earned on the battlefields of war-tom Gyr Abaoia. 
Given names display the influence of Northem dialects. often 
hearing more than a passing resemblance to those of the Rocga­
dyn Sea Wolf clan. "Bastard son of a Sea Wolf" is an insult 
often hurled at Highlanders in tavern brawls, not infrequently 
with painful consequences fur the fuol who uttered it 

With a spiritual tradition dating back to times of yore, 
H ighlandcrs are known to sport wood-arved talismans woven 
into their undetclothc&, and votive tattoos adorning their bodies. 
While some find Highlander aesthetic sensibilities crude, one 
cannot deny their uniqueness and the manner in which they 
evoke unadulterated strength of nature. Such ruggedness can 
also he seen in their preferred fuc-H ighlandcrs often dine on 
simple yet impressive dishes such as massive aldgoat steaks, 
seared pem:ctly to seal in the natural juices. Overcooking is 
taboo in Highlander kitchens, to the dcgrcc that some consider 
them raw meat eaters. 

MIDLANDERS 

Distnbution The world over 

Physical 
Attributes 

Midlandcrs are typically shorter in stature than their 
H ighlanders cousins, with any man exceeding seventy-two 
ilms seen as quite large, and even the tallest of women rarely 
reaching sixty-seven ilms. Compon:d to the other races, they 
are markedly average in build and physique. 

They often display a keen aptitude fur magic, with Midlander 
mages adept in tcleportation magic serving a vital role in many 
an adventuring party. 

N omenclaturc Midlander names arc composed of words in the common 

Culture 

tongue, with surnames typically derived from the vocation. 
place of residence, or physical appearance of one's ancestor 
or ancestors. "Baker," "Miller," and "Fisher" are common 
examples of names rooted in the family trade, while a name 
like "Stone" may he traced to an ancestor who lived beside 
a rocky outcropping, or one with a stubbom persona\ity akin 
to hard stone, 

Quick to adapt to local customs and traditions wherever 
they settle, Midlanders excel at acquiring and refining new 
knowledge. For example, it was a Midlander cuJinarian who 
created the popular dish known as bouillabaisse, inspim:I by the 
simple seafuod stews &.vorcd by Sea Wolf fishermen. 

As befitting their status as contributors to the Eorzean 
alphabet, Midlanders show a proclivity fur letters, and have 
made considerable contnbutions to literature through the ages. 
Such conmbutions also extend to the fine arts-Midlander 
artists, as one example, were the first to employ perspective 
in their paintings. 

Descendants of a people who fullowcd the stars to the mountains of Gyr 
Abania in the wake of the Sixth Umbral Calamity, the Highlanden fuunded 
the city-s= of Ala Mhigo, a bastion of military' might until its full to the 
Garlean invasion two decades agonc. Many stayed behind, and now live a 
toilsome lire under the yo/.e of their imperial masters, while those that lied 
their homeland now live as refugees in Eol?.Ca. Their numbers arc greatest 
in the Shroud and greater in Thanalan, where their presence has n:sulted 
in no small degree of social strife. Among the refup arc those who have 

put their considerable martial talents to use as seU.Words and gladiators. 

081. 
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THE ELEZEN 
Slender of body and long of limb, the Elezen were once the predominant race of all Eorzea, 

and to this day harbor a deep pride at being the chosen race of the gods. They boast the longest 
lifespan of all races by a slight Illlll'gin. 

H ISTORY 
According to their own historiC4, the Elezen 

are the original inhabitants of Eor?.Ca, 
having called the realm home since the 
Fint Astral Era-a herit11ge they take 
pride in to this day. In those bygone 
rimes, they lived a pastoral lire on 
the vast, fi:rtile plains, but were 
displaced to the outer reaches 
as their hereditary lands were 
overtaken by the Hyur, who 
had migrated to the realm in 
great numbers. Time and again 
they waged bloody war against 
the Hyuran invaders. In time, 
however, the two races came to a 
mutual understanding, and they 
live in harmonious coexistence 
to this day. 

CLANS 
The two most prominent Elezen clans are 

the furest-dwelling Wildwood Ele7..en. who 
mak~ their home in the Shroud, and the 
reclusive Duskwight. The furmer have a long 
history of cooperation-with the Hyur, having 
jointly furmed the furest nation of Gridania, 
while the latter have long since eschewed 
contact with other races to pursue their own 
path in the shadowy seclusion of Eor?.Ca's deep 
tunnels and caverns. As such, the Wildwood and 
Duskwight each consider each other traitors to 
their race, and tensions between the two clans 
continue to the present day. 

DRESS 

IDENTITY 
Valuing discipline and order above all, and 
with a natural proclivity fur organization 

and collaborative efiort, the Eleren made 
great contributions in the fuunding of the 

city-states of Ishgard and Gridania. 
That these great nations still stand 
strong centuries later is a remarkable 
testament to the Elezen talent fur 

governance. On the other 
hand, their preoccupation 

with history and tradition, 
tendency to relive past 
glories, and propensity 
for pretentious speech 

can occasionally alienate 
them from other races. 

TONGUE 
Though the Elezen ad· 

opted the common tongue 
to fucilitate communica· 
tion with their H yuran 

allies, the old E lezen 
tongue is far &om a dead language. On 

the contrary, numerous words &om the old tongue 
have fuund their way into common parlance, 
earning a place in the day-to-day vocabulary of 
other races. 

The Elezen tend to favor sharply-cut attire that accentuates 
their slender physiques. Even their functional adventurers' garb is 
crafted with an eye fur fashion. down to the exquisite silverwork 
that adorns it. The heightened aesthetic sensibilities of the Elezen 
are not limited to clothing, and can be observed in their numerous 
contnoutions to myriad genres of the line arts. 



The ancestors of the Wildwood Elezen were displaced from their 
ancestral home on the plains when the Hyurans came, migrating in 
part to Coerthas, where they established the nation of Ishgard, and in 
part to the Shroud, where they furmed the nation of Gelmorra (the 
ancient subterranean state that predates Gridania). Though nowadays 
"Wildwood" is typically used to refer to the forest-dwelling Elezen, 
the Elezen of Ishgard, too, share the same common ancestry. As such, 
Gridania and Ishgard have traditionally enjoyed close relations, with each 
nation readily coming to the other's aid in times of need. 

DUSKWIGHT ELEZEN 

Distribution 

Physical 
Attnbutes 

N omenclaturc 

Culture 

The Black Shroud 

Similar in height and build to their Wildwood cousins, the 
defining trait of the Duskwight is the color of their skin, which 
has come to take on darker hues after generations of calling 
shadowy cave ms home. For the sel&ame reason, they also possess 
an evolved sense of hearing- their ability to ascertain the source 
of a sound with unerring accuracy, unaffi:ctcd by echoes or re­
verberations, is often likened to that of the shadow-dwelling bat. 

Sharing similar roots in the old tongue, Duskwight names 
closely resemble those of their Wildwood cousins, though after 
years of enmity between the two clans, any once-sluucd names 
have long since been claimed exclusively by one clan or the 
other. U pan close cxamimtion, similarities between H yuran 
(Louis, Hilda) and Elezen (Louisoix, Hildie) given names 
can often be observed. While some scholars attribute this to a 

common ancestry shared by the two races, such theories have 
been roundly dismissed by the proud Ele:r.clL 

The customs of the subterranean city of Gelmorra arc still 
practiced by the Duskwight to this day, from architecrural 
advances developed to stake out comfurtablc residences in dank, 
humid caves to mystical wards that serve to stave otf the fury 
of the elemental$. The Duskwight-fuhioned pomanders- urns 
engraved with mystic glyphs of great power and filled with fra­
grant herbs-are an art without parallel in the realm. Duskwight 
cuisine is funous fur its use of Mun-Tuy beans, a staple fuod in 
the subterranean depths, where they grow in abundance with no 
need fur sunlight. That these dishes have come to be considered a 
Gridanian deliacy is an ironic twist, given the history between 
the two clans. 

WILDWOOD ELEZEN 

Distribution 

Physical 
Attnbutes 

N omenclaturc 

Culture 

The Black Shroud (Gridanit:), Coerthas (Ishg4rd) 

The Wildwood Ele:r.cn arc long of limb, with males and 
females oft reaching heights of greater than eighty and seven­
ty-seven ilms, respectively. With lifespans one- or two-tenths 
again as long as their fellow races, their physical maturity is 
somewhat delayed. It is not uncommon fur Wildwood children 
to look up to their H yuran mends in their early teens, only to 
rapidly outstrip them around the age of =t:r· Owing in part 
to their large ears, they possess a sense of hearing keener than 
that of the other rnccs. The Wildwood Ele:r.cn also display a 
natural affinity fur magic, with great magcs hailing from this 
clan seen throughout history. 

While the Ele:r.cn adopted the common tongue eras ago, 
remnants of their old tongue can be seen in the spelling and 
pronunciation of their names, which speaks to the impol'WICI! 
they place on tradition. Male names arc typically lengthy, often 
ending in the syllables "-oix" (pronounced "o..ah"), "-aux" 
(pronounced "oh"), or a silent "t" ("mont," pronounced 
"moan," and "geant," pronounced "john"). In conrrast, female 
names arc often shorter, and regularly end in diminutives such as 
"ne," "cttc," "ellc," and "ic". 

Living a nomadic existence on the plains, the ancestors of the 
Ele:r.cn originated the art of archery to protect their lands and 
livestock from outside threats. From the Stl'lllf,1 of the bow were 
born stringed musical instruments, and song and poetry in tum. 

Their long and graceful limbs also lent themselves to dance, 
and the myriad manifestations ofEle:r.cn art and culture quickly 
spread to the surrounding lands and peoples. The Ele:r.cn were 
also pioneers 1n fushi011, their unique tanning techniques and 
exquisite accessories earning great renown across the land. 

Making their home in deep forest caves and caverns for centuries, the 
Duskwight Elezen arc the descendants of those who parted ways with 
their brethren after the founding of Gridania, choosing instead to remain 
in the stone-hewn chambcn of Gelmorra or seek out new subterranean 
sancmms. Shwming the fetters of government and f()cicty, a great majority 
of the Duskwight keep a wide berth of the city-stat~ with some even 
resorting to brigandry as a means of survival As a result, they are often 
looked upon with scorn by the citizens of Gridania, and those who have 
chosen to make their home in the city often suffi:r undue discrimination 
at the hands of their neighbon. 
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THE LALAFELL 
Stocky and squat of stature, the Lalafull are by fur the most diminutive of Eorzea's races. 

Typically maintaining a youthful appearance even in advancing yean, a Lalarell's true age is 
ofttimes difficult fur members of other races to ascertain. 

HISTORY 
O riginally an iwanan people hailing from the 

southern islands, the Lalarell gradually migrated 
to Eon.ca over the years in pursuit of trade. In 
the Fifth Astral Era. they played a key role 
in the fuundation of the city of N ym on 
Vylbrand, as well as the mystic city 
of Mhach in the lowlands of Yafacm. 
When both civilizations fell to the Sixth 
Umbra! C:11:unity, the Lalafell were 
furccd to seek new homes. The N ymian 
Lalarells employed their seafaring talents 
and returned to the south sea isles, while 
the survivors of Mhach wandered the 
lands befure eventually settling in 
the wastes of Thanalan. 

CLANS 
The Lalarell arc primarily 

composed of two clans : the 
gra,sland-dwelling Plains­
fulk and the desert-dwelling 
Dunesfulk, with both tracing 
their roots to the south sea 
isles. Though slight dilfer­
ences in physical appear­
ance have epierged over 
the many generations spent 
living apart. the two clans harbor 
no particular resentment fur each 
other, and inter-clan inmiagcs 
arc commonpl~ with many 
Lalafell today possessing both 
Plainsfulk and Duncsfulk blood. 

DRESS 
A distincrive clement of traditional Lalarellin 

garb is the scarf, which also serves an eminently 
pnictical funcrion- it can be unfurled to serve 
as a signal flag on the wide seas or vast deserts, 
allowing a Lalafell to stand out beyond his or 
her IIIOdest stature. They are also known to favor 
relaxed, loose-fitting garments that conceal their 
1lal.Urally rotund builds. 

I DENTITY 
While placing great importance on fumilial bonds, 

the Lalarell are by no means exclusionary. This is 
manifest in the cordial relations they enjoy 

with their fellow races, and the success 
they have achieved as a race of traders 

and merchants. Though their singularly 
business-minded nature can lead to 
them being perceived as greedy and 
calculating, few can find in their hearts 

to entirely dislike the LalafeU. with 
their inherently bright and jovial nature. 
As such, examples of Lalafell being 

persecuted by other races are few 
and fur between. 

TONGUE 
As befitting their status as a race of traders, 

the Lalarell were unsurprisingly among the 
first to adopt and master the common tongue 
of the Hyur. N evertheless, it is said that the 
old Lalarellin tongue is still spoken today on 

their island homes to the south. 



Seen in the grearest numbers on Vylbrand, the Plainsfulk trace their 
history to the maritime traders who settled in Limsa Lominsa to deal in 
pillaged and plundered wares. In the years to fullow, they were joined 
by their families, who would become pioneers of the greater La N oscea 
region. While their descendants today are predominantly fumers, there are 

those who turned to shipping and fishery in those years when skirmishes 
with the kobolds stalled further exploration of the continent. Today, the 

Plainsfulk represent a significant part of the Lominsan populace, and are 
known for their relaxed, comfortable lifestyle. 

DUNESFOLK 

Distnbution Thanalan (Ul'dah) 

Physical The degree to which the Dunesfolk have adapted to their 
Attributes surroundings can be seen in their tanned skin, able to withstand 

the harsh rays of the sun that beat down on Thanalan, and their 
eyes, clear as glass with pupils covered by a thin membrane 
to keep our the sand Many are blessed with an aptirude fur 
magic, with Dunesfulk accounting fur numerous accomplished 
thaumaturges as well as high-ranking members of the Order of 
N ald'thal clergy. Dunesfulk miners also rival the Roegadyn in 
their numbers and acromplishments, making up fur their lack 
of brute strength with resourcefulness and the ability to delve 
into the narrowest runnels. 

Nomenclature Dunesfolk names arc, at a glance. similar to those of their 
Plainsfulk rousim, but cloo:r examination reveals subtle-but­
sure diffi:rences in their rhyming schemes. Male Dunesfulk 
names fullow an "AAB-CCB" pattern, as seen in "Lolorito 
Nanarito", while female Dunesfolk, such as "Momodi Modi", 
confurm to an "AAB-AB" scheme. As a whole, Lalafi:llin 
names are notably diffi:rent in both spelling and pronunciation 
from those of other races, owing in part to the old Lalafi:llin 
tongue rontaining only five distinct vowels: a, e, i, o, and IL 

Culture While many arc funiliar with the Dunesfulk custom of attaching 
a small orb to the furehead as a symbol of their guardian deity, it 
is less well-known that this pce dates back to-and serves to 
honor-their ancestors, the sorcerers of Mhach. Another unique 
Dunesfulk practi.oe is that of feeding their children cups of herb 
tea infused with minuscule portions of diluted snake and scorpion 
venom. As such, Dunesfulk raised in traditional households often 
display a remarkable resistance to certain poisons. 

Distnbution 

Physical 
Attributes 

PLAINSFOLK 

La N oscea (Limsa Lominsa), the isles of the southern seas 

Averaging some thirty-five ilms in height, the Lalafi:11 arc by 
fu the smallest of Eonea's races. What they lack in physical 
strength, however, they more than make up fur in swiftness of 
reflexes and sharpness of mind. UnderestimAting a Lalalcll has 
been a costly mistake fur more than a few men. Hair of gr.issy 

and earthen colors is common among Plainsrolk, with dubious 
theories claiming that these hues evolved to camouflage their 
bearers from the sight of the fearsome vultures that roam the 
skies above their island home. 

N omenclarure Lalafi:llin names are made up of a given name and a "couttesy 

Culture 

name" bestowed upon reaching adulthood. The latter is not 

a fumily name, but rather unique to the individual. Lalafi:llin 
names trace their origins to songs and poems in the old tongue. 
and are ruled by rhyme, rhythm, and repetition. Male Plainsfulk 
names, such as "Alka Zolka," feature an AB-CB rhyming 
scheme, while female names, such as "Mimomo Mimo," are 
ABB-AB. 

On their island homeland to the south, the Plainsfulk lived as 
fumers, residing in thatched-roof houses ronnectcd by subter­
ranean runnels modeled after ant colonies. Their gardening and 
horticultural skills knew no peer, and it was in this capacity that 
they shined as pioneers of new and theretofure-unbroken lands. 
Making the most of their light and rompact bodies, they traveled 
remarkable distances in simple-yct-srurdy canoes, developing 
their own unique seafaring and navigationllj. methods, which 
they employ to great succtss as fishermen and maritime traders 
even today. 

The sons of f.tllen Mhach concealed themselves in the remote outlands 

fur a time, befure. venturing into Thanalan in caravans propped on the 
backs of great beasts of burden. Lmng a nomadic existence in the sandy 
wastes, they came to be called by the name they bear today. It was 

the Dunesfulk who fuunded the great civilization of Belah'dia, which 
would later splinter into Sil'dih and Ul'dah, the latter of which prospen 

still today. Practical by nature and swift to put ideas into action, their 
temperament is well-suited to seizing business opportunities, and it is 
little surprise that they played such a great role in building Ul'dah into 
the bustling center of trade and commerce it is today. 
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THE MIQ9'TE 
A race distinguished by their wge, feline ears and supple tail For reasons that are not entirely 

clear, female Miqo'te vastly outnumber males, a phenomenon unique among Eorzea's races. 

H ISTORY 
The Miqo'te arc descendants of a hunting 

people that crossed over the frozen seas to 

Eorzea in search of prey during the Age 
of Endless Frost, when fa.mine gripped 
the land. Cleaving to their old way 
of lifu, they have largely accepted 
their status as one of Eorzea's 
less populous races. Fiercely 
territorial and proud of their 
traditions, it could be said that 
Miqo'te arc unsuited to lifu in 
the city-stateS: Nevertheless, 
as natural-born hunters given 
to a nomadic lifestyle, many 
Miqo'te have achieved great 
success as adventurers. 

CLANS 
The Miqo'te arc roughly 

divided into two clans: the 
diurnal Seekers of the Sun, 
and the nocturnal Keepers of 
the Moon. The furmer hunt 
under the light of day, while 
the latter prowl at night, and it 
is believed this stark difrercnce in 
habit arose due to unique physical 
difrercnces between the two. Fur­
thermore, within each clan exist 
numerous tnl>cs, each with their 
own unique cuhure, customs, and 
hunting methods-it can hardly 
be said that all Miqo'te of the 
same clan share a common set 
of beliefs. 

D RESS 
The agile Miqo'te v:due freedom of 

movement above all else, shunning 
unwieldy armor that might restrict 
their range of motion. Miqo'te 
lcgwcar is invariably perforated with 
a hole through which the tail dangles 
free, allowing them to maintain their 
unerring sense of balance. 

I DENTITY 
A common trait among all Miqo'te is their fierce 

pride fur their heritage as hunters. Seeing themselves 
as part of the natural world itself, they prize above 
all the freedom of the hunt, and do not shun death 

when old age and in­
firmity sap them of the 
physical talents needed 

to pursue their quarry 
to their satisfuction. To 
the free-willed Miqo'te, 

other races' way of 
life-their wont to 
flock together with 
their own kind, to 
overrun nature to 
build cities, to seek 
safety and stability 

in laws and allianc-
es-must seem quite 

curious indeed. 

TONGUE 
Despite their inherently solitary nature, 
the Miqo'te adopted the common tongue 
early on, born of a need to barter with 

other races to procure materials with 
which to craft their hunting tools and 

weapons. Remnants of the old tongue 
can be observed in the distinctive Miqo'te 
"huntspeak"-a system of tongue-clicks 
and whistles used to communicate with 
companions while in pursuit of quarry. 



Unsurprisingly, given their self-bestowed clan name, the Seekers of 
the Sun count numerous devotees of Azeyma, the Warden, among.their 
ranks. While their overall numbers are not great, their twenty-six tribes 
are scattered across all reaches of the realm, with small Seeker settlements 
to be found from the sands of the Sagolii Desert in southern Thanalan to 
the jagged peaks of Gyr Abania. Yet other Seekers have settled in Limsa 
Lominsa, drawn to the freedom of pirate lire. Many Seekers, particularly 
those of the younger generation, choose to set off as adventurers, perhaps 
heeding the same call of the wild their ancestors once heard. 

SEEKERS OF THE SUN 

Distribution 

Physical 
Attributes 

La Noscca (Limsa Lominsa), the Sagolii Desert, 
Gyr Abania, elsewhere 

Roughly a head shorter and smaller of body than the average 
H yur, the Seekers are blessed with a wiry strength, surpassing 
agility, and the stamina to run fur hours under the bla2ing 
sun-a combination of traits that makes them uncommonly 
suited to hunting in arid climes. As many Seekers are adept 
at climbing and diving, they also make fur excellent sailors. 
Among their most striking physical features are their~ with 
their narrow, vertically-aligned pupils and fuintly colored irises. 

Nomenclature Each of the twenty-six Seeker tnoes adopted a tnbal name 

Culture 

taken from one letter of the Eonean alphabet, which-be it co­

incidentally, or by divine f.tte as the Seekers bclieve-.contailll 
the selfsame number of letters. In the fi:male name R'ashaht 
R.hiki, the "R" represents the tribe, while "Ashaht" is the 
given name and "Rhiki" a patronymic taken from the breeding 
male. Male Seeker names contain no patronymics, and instead 
are appended with a title denoting their position in the tnbe: 
"nunh" fur breeding males, or "tia" fur all others. 

The Seekers of the Sun are a highly patriarchal culture, with 
each tnbe centered around a strong breeding male (nunh) whose 
duty it is to furm a harem and lead his people to glory and 
prosperity. Young males are bom and raised as "tia ", and must 
either assume the position of nunh by challenging and defi:ating 
an existing nunh in single combat, or leave the community to 
find a harem of his own. In particularly large tnbes, multiple 
nunh may coexist in the same community, though such cases 
are rare. 

KEEPERS OF THE MooN 

Distribution 

Physical 
Attributes 

Nomenclature 

Culrure 

The Black Shroud .. -. 
Save for their longer tail, the Keepers are nearly identical to 

their Seeker cousins in physical stature, and can be distinguished 
by their fur, dark as the night fug, and the large pupils of their 
eyes. Though lacking the physical stamina of the Seekers, they 
make up fur this with a fierce strength of will and unetring 
instincts. With their keen intuition, Keeper hunters have been 
known to easily snare even targets concealed in the gloom of night. 

The Keepers of the Moon are a highly matriarchal society. 
This is manilested in their names, each of which begins with 
a matronymic. In the fi:male name O khi Nbolo, 0 khi is the 
mother's name, to which is attached the given name Nbolo. 
Female and male names show little distinction from each other, 
with both composed of short, powerful syllables. The matri­
archal tendencies can also be seen in male names, which also 
contain a matronymic to which is appended a suffix indicating 
birth order. ('a fur the first son, 'to fur the second, 'Ii, 'sae, 'ra, 
'ir, 'wo, 'Ya, "l.i, and 'tan fur the tenth). Though these suffixes 
number ten, rarely are more than two or three sons bom to 
even the largest Keeper f.tmilies. 

In conttast to the Seekers of the Sun, with their male-dom­
inated tribes and harems, the fundamental unit of Keeper 
of the Moon society is the f.tmily, centered around a strong 
mother figure and her children. Keepers are known to furm 
small communities composed of two to three f.tmilies who hunt 
together. They are also known fur decorating their f.tces with 
war paint befure going on the hunt, a tradition symboli7.ing their 
readiness and resolve to stain their hands with blood, as well 
sending a message to their gods that they are prepared to serve 
them as warriors in the afterlife should they full. 

As might be surmised &om their self-chosen name, the majority of the 
Keepers of the Moon are devout fullowers of Menphina. They reside and 
hunt freely in the Shroud, where fur many ~ they came in conllia with 
the people of Gridania, who saw the Keepers as little more than poachers. 
In recent yi:ars, however, the two sides have reconciled their dilre~ 
and today many KecperS hunt in accordance with rules set by the Trappers' 
League, bamring the furs and meats they procure fur agricultural goods 
and essentw commodities. Others, however, refuse to bend to these rules, 
poaching the wood\ and laying waste to the natural environment as they see fit. 
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THE ROEGADYN 
Massive and qcavily muscled, the Roegadyn are easily the most imposing of Eorzea's races. 

Oft seen vying with one another in feats of strength. they can appear barbaric to the uneducated 
observer, but in fact are known to be an honorable and compassionate people. The histories 
are filled with tales of'ltoegadyn warriors and their courageous deeds. 

HISTORY 
The R.oegadyn are a maritime fulk hailing from 

the bleak isles of the Northern Empty, 
their name lnCalling "people of the 
rain." They still maintain a strong 
presence in their ancestral home 
on and :iround Aerslacnt ("First 
Land" in the old tongue), 
whence many Rocgadyn 
fled seven centuries ago 
to free themselves from 
the reign of a despotic 
tyrant. As is often told, 
they came ashore on 
Vylbrand, and the city 
of Limsa Lominsa rose 
to prosperity not long 
thereafter. Many, many 
years prior to this, an 
entirely difrernt group of 
Roegadyn had crossed over 
to the continent and settled in the 
mountains, where their descendants­
the Hcllsguard-reside to this day. 

CtANS 
The Roegadyn are roughly grouped 

into two clans: the Sea Wolves, 
descended from the seafaring 
peoples of the north, and the moun­
tain-dwelling Hellsguard- though 
those belonging.to neither clan can 

be fuund elsewhere in the Three 
Great Continents. This includes 
Garlemald, where Roegadyn of.. 
6.cers can be sighted wreaking 
havoc on the battlefield in 
the name ot the Empire, 
having been assimilated 
under the Garlean yoke. 

IDENTITY 
From the angry seas of the Northern Empty 

to howling mountain peaks, the Roegadyn 
have historically made their home in 
rugged, inhospitable climes. Theirs is a 

culture that exalts the strong and looks 
down upon the weak, both among 

their own kind and outsiders. This 
is by no means limited to 
feats of physical strength­

even a wee Lalafell might 
win a Roegadyn's respect with 

a display of mystical power 
or strength of will. Those 
who show no such qualities, 
however, will find it difficult 
to convince a Roegadyn to so 
much as give them the time 
of day without an exchange 
of coin. 

TONGUE 
While the old Rocgadyn tongue 
lives on in Aerslaent and the 
Abalathian hinterlands, the 
Roegadyn of Limsa Lominsa, 
as well as those who ply 
their trade as sellswords and 
adventurers have learned the 
common tongue, born out of 
necessity due to their frequent 
contact with other races. 

DRESS 
Traditional Roegadyn garb is designed as if to flaunt the wearer's 

imposiJJg physique, with the biceps in particular strikingly exposed. 
The lower arms are typically covered with sturdy leather armguards 
with unique cross-stitched patterns, serving to further accentuate the 
Roegadyn's massive arms. 



Descendants of a pirate clan long reared as the scourge of the N orthem 
Empty, the Sea Wolves hail from the northern islands. Though many live 
there still today, a not-insignificant number left the homeland seven centuries 
ago, eventually settling in VylbrancL There, they established the maritime 
city-state of Limsa Lominsa, which prospered and took its place as one of 
Eorzea's six great city-states. True ro their seafaring roots, many Sea Wolves 
have made their mark as pirates, sailors, and fishennen. Most f.unous of them 
all is none other than Merlwyb Bloefniswyn, Admiral of Limsa Lominsa. 

HELLS GUARD 

Distnbution 

Physical 
Attnbutes 

Nomenclature 

Culture 

Abalathia's Spine 

Blessed with the same bulk and brute strength as their 
Sea Wolf cousins, the Hellsgnard can be distinguished by 
the color of their skin, which often takes on reddish hues 
akin to molten rock. Many Hellsguard partake in ascetic 
firewalking, training from a young age to bring out their 
latent mystical talents. It is doubtless due to this age-old 
tradition that the Hellsguard have produced so many great 
mages, in addition to the fearsome sword and axe-wielding 
warriors fur which their kind are best known. 

In contrast to the Sea Wolves, the Hellsguard have ad­

opted names rooted in the common tongue, that they might 
be more easily remembered and addressed by other races, 
in particular the masters they serve as sellswords. Names 
consist of two words, with male names typically dcrwed 
from the natural world ("Tall Mountain") and female 
names often taken from flora ("Blue Lily"), Surnames 
are rare, perhaps owing to the fierce individuality of those 
that chose to leave their home behind. Though few in 
number, there ~ain some who still speak the old tongue, 

With vegetation scarce in their mountain home, the 
H ellsguard believe in letting nothing edible go to waste, 
and have traditionally shown little interest in culinary 
developments or delicacies. Their preferred attire shows 
a similar propensity fur rugged functionality, and consists 
predominantly of unadorned clothing fashioned from animal 
skins. The influence of the unforgiving climes they call 

home on their culture is n:adily apparent, as they value 
reticence and perseverance above all virtues. 

--------

Distnbution 

PhY5ical 
Attributes 

Nomenclature 

Culture 

SEA WOLVES 

La N oscea (Limsa Lominsa) 

Giants among Eorzea's races, Roegadyn males average 
some eighty-four to ninety ilms, while even remales reach 
an imposing seventy-five to eighty-seven ilms. Their entire 
bodies-arms, legs, even the neck-are thick with muscle and 
sinew, and minstrels often liken their limbs to mighty tree 
trunks. Roegadyn hair is thick and hard, with some individuals 
showing a natural wave. They take pride in their locks, and 
have developed a tradition of unique braids and weaves. 

Though Sea Wolf names can be myst:ifyiag ar a glance to the 
layman ob.server, they follow clear patterns rooted in the old 
Roegadyn tongue. Given names are componnd:, of two words, the 
first an adjective or verb, and the second a noun. In the case of 
females, the second word is almost invariably chosen &om among 
the traditional set of Swys (Sister), Thota (Daughter), Wyda 
(Willow), Geim Oewel), Wyb (Woman), Rael (Doe), Lona 
(Gatherer), and Bhyda (Bride). Sea Wolf surnames are patro­

nymics: to the name of one's father is the suffix -syn (meaning 
"son") or ·wyn ("aughter"). To take a well-known eDl!lple, 
Admiral Merlwyb Bloeflriswyn's name breaks down as Merl (sea) 

+ wyb (woman), Bloe (blue)+ flus (fish) + wyn (daughter~, 
roughly translating to "Sea Wife, daughter of Blue Fish." 

U nsurptisingly, Sea Wolves favor fish and other fiuit1 of the 
sea, prepared with simple and unpretentioUJ seasoning,. They 
make ample use of salt, which has the added benefit of serving 
as a preservative on long ocean voy.gcs, and are known fur a 
wide variety of cured foods. Sea Wolves are noted connoisseun 
of ale and wine, which they prefer to the more easily perishable 
water, and many have made a name fur themselves as brewers of 
potent potables. 

Few in number but burning with the fierce pride of warriors, the Hellsguard 
make their home in the desolate reaches of Abalathia'& Sp.inc. Their name is 
derived from the fiery peaks amidst which they founded their village-moun­
tains of Bame which they believe to be the gates to the underworld itsel£ 
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THE AU RA 
Hailing &om the Far Eastern continent ofOthard, the Au Ra were a rare sight in Eorzea 

until most recently, when increasing unrest in their homeland furced a not-insignificant number 

of their people to journey west in search of asylum. 

MYTHOS 
Auri creation 19yth tells of a world funned by 

the Dawn Father Az.im and the Dusk Mother 
Nha:una. These two deities came to quarrel 
over which should rule the new world, and 
created mortals to serve as soldiers in 
their war by proxy. These were the 
first Au Ra-the Raen. children 
of the Dawn Father, and 
the Xaela, the chosen of 
Dusk Mother. Though 
they waged a bitter 
struggle in the name 
of their creators, they 
eventually put aside 
their diflerences and 
learned to love one 
another, giving birth 
to a new generation. 
On seeing this, Azim 
and Nhaama returned to the 
heavens, leaving the world 
below in the C11$tody of 
their children.'" 

CLANS 
Most widely known among the 

Auri clans are the Raen and the 
Xaela. The Raen now make 
their homes in central Othard 
and the surrounding .islands, 
where they have furged strong 
relations with the H yur and 
other races, adapting readily to 
new culrures. The Xaela, on the 
other hand, live still today on 
the vast Azim Steppe, clinging 
tenaciously to their traditional, 
nomadic way of lilt. 

DRESS 
Most unique and striking among 

the traditional dress of the Au 
Ra are their belts, which fi:ature 
prominent scale-shaped patterns. 
Inspired by the hardened skin of 
the Au Ra themselves, they sym­
bolize health and vitality. While the 
sleeves appear as if they have been 
indiscriminately ripped apart, this 
too is an age-old tradition meant 
to evoke an air of rugged strength. 

IDENTITY 
Possessed of a strong self-preservation instinct, the 

Au Ra believe in protecting tnbe and f.unily, though 
the means by which the two clans choose to 

do so diverges greatly. The Raen coexist 
peacefully with other races to ensure 
the safety of their own kind, while the 

fiercely tribal Xaela shun 
relations with other races, 
even viewing strangers of 

their own kind as potential 
enemies. As such, the furmer 
are viewed favorably by the 

outside world, while the latter 
are typically regarded with 

suspicion and hostility. 

TONGUE 
On the steppes which 

they call home, the 
Xaela speak the old 
Auri tongue to this day. 
The Raen, however, 

having assimilated to 
Far Eastern culture, have ad­
opted the common tongue of the 
H yur. Their spoken language 
diffurs some from that spoken 

in Eorzea, which leads many to 
perceive it as a slightly odd di ale-ct. 



Believing themselves the children of the Dawn Father, the furebears 
of the Raco left behind their homeland to settle across Othard. They 
were received with hatred and hostility by other races in the early years, 
until a prominent warlord ofYamcia, impressed with their valor, furgcd 
an alliance with the strange race and took them on as retainers. Befure 
long, the Raco had assumed a prominent role as warriors in the service of 
countless great warlords. Some ventured across the sea to the Far East, 
where they earned a reputation as legendaty swordmasters. 

XAELA 

Distribution 

Physical 
Attributes 

The Azim Steppe 

In contrast to the brilliant white scales of the Raen. the 
Xaela, children of the Dusk Mother, take pride in their scales 
of lustrous black. While their size and stature is almost identical 
to that of the Raen, their physical strength, hardened by 
generations of war and conllict, fur outstrips that of other races. 

Nomenclature Xaela names are relatively orthodox, composed of a given 
name and a tnbal name. They are unique, however, in that 
they were passed down as sounds instead of letters, as the 
Xaela did not develop a written language until comparatively 
recent rimes. As such, upon coming in contact with lettered 
cultures, individual Xaela are furced to come up with spellings 
of their own devising, leading many to perceive their names as 
needlessly confusing and nigh unpronounceable. 

Culture As nomads, a Xaela tnbe is only as wealthy or prosperous 
as the size of its herd. From horses and oxen to great winged 
beasts, preferred breeds of livestock vary from tnbe to tnbe, but 
nonetheless the herd-both its quality and scope-symboli?.Cs 
the strength and status of the tnbe as a whole. Meat, fur, skin, 
bones-the Xaela let no part of any beast go to waste. In this 
way, the herd provides not only fuod and clothing, but even 
shelter nom the clements in the furm of the tents that serve 
as temporary housing. The Xaela are known to consume not 
only the flesh of their animals, but their innards and blood as 
well. They are also known fur their dairy products, including 
an alcoholic beverage made from beasts' milk. Those who have 
partaken of this drink beneath the yurt of a Xaela can take 
pride in knowing that they have been aa:q,ted as a mend-at 
least fur the moment. 

Distribution 

Physical 
Attributes 

RAEN 

Yanxia (Dama), the Far East 

The Au Ra are unique among Eorz.ea's r.ices in the extreme 
height disparity observed between genders. While male Au Ra 
can reach towering heights of over eighty i1ms, female,; arc short 
and slight, averaging no more than sixty. Their hardened &kin 
and scaled tails, too, distinguish them clearly from other races. 
They take great pride in the majestic horns that protrude nom 
the sides of their head, which also serve to enhance their hearing 
and sense of spatial perception. 

N omeoclature Surnames occupy a special position in Eastern cuhure-an honor 
afforded only to aristocrats, warlords, and the warrior class. Many 
are derived from the names of weapons or military ranks, as sym­
bols of their martial prowess, with examples including "Buben," 
"Yatsurugi," and "Obinata". Though not officially rccogui2ed, 
many members of the subordinate classes sport self-bestowed 
epithets which are often-but not alWllys-derived from their 
profession or place of origin. 

Auri given names arc taken from the natural world, with 
male names generally inspired by strong, uncontrollable fur= 
(mountains, seas, animals, or the clements) and female names 
chosen from plants, seasons, animals, and similarly beauriful and 
elegant ~-

Culture The Raen have fully assimilated to the cultures of Dama and 
Hingashi, and live futhfully according to the regions' traditions. 
Perhaps owing to their heritage and the status they gained in 
the service of their warlords, they place particll1ar importaoce 
on hierarchy and the master-servant rclarionship. 

Children of the Dusk Mother of Auri creation, the Xaela have to this day 
not abandoned their ancestral home, living a nomadic life as hunters and 
gatherers on the vast Azim Steppe. With suitable grazing land sparse, con­
flict between individual tnbes is common, with tribes forming, disbanding, 
and dying off in a ceaseless cy~ of war and bloodshed At last observation, 
Xaela tribes numbered fifty-oar;. though there is a high likelihood that 
recently splintered or merged tribes have rendered that count outdated. 



THE KNOWN 
X AELA TRIBES 

The Othardian steppe is a vast region, therefore, every so often, one may come across a Xaela with 
a surname that is not found on the list of fifty-one. This may be evidence she is from a tribe that 
was recently destroyed or absorbed. It may mean she is of a new tribe that was formed by members 
leaving another. It may even mean she is of a tribe that remained hidden in the northern mountains. 

n Cha racter1tt1c1 

AdllfCila The 1argi,st of the Xacla tribes. While not the most skilled at battle, they overwhelm with numbers, taking losses in stride, knowing that a future victory over a weaker mbe will 
tcpltmsh tl:ir ranb. .. A small trillc wl>ich Jc,ep, mainly to the mountainous region of northeastern Odwd. The glare reBected by the everlasting glaciers upon wruch they travel has rendered this tnbe's 
skin color a deep NSty tone. 

~ A mbe thought lost •oo y,:an ago, only recently discovered ona: again living in a secluded valley in the mountainous north. ...,,.., Tlwugh dofoated and abwrbcd by the Adarlcim, acvwal of the proud mbe'& members ,till secretly use its ancestr.u name, knowing that it could mean death if they ate discovered. ·- A o,iddJe...o,,d mbe of the southern desert1 and masters of survival in the driest of climes, the Bairon ate all trained from a very young age to collect and drink their own bodily 
tlliida, allowing them the ability to venaue deep into places no other tribe will 

111,aJ;td A mbe of the sicppe's western edges. Women &om the Bayaqud mbe will tr:ulitionally take acveral husbands, as did the mbe's fuundinr, matron •000 years ago . .. A small tn"bc that earns it, living by coll<ctinr, the dung of rhe beastlcin herds wruch roam the steppes. The dung is dried, turned into charooal in temporary kilns, and sold to other mbes. ..._ A trillc f6 all women. Wrule breeding with men from other mbes is allowed, if a male is born into the tnbe, he is given up within a year of birth. 

llidllJll An all-male mbe which only increases irs ranlcs through battle and kidnapping. 

DMiq Ooc: of only a few Xacla mbes which has abandoned the nomadic lifestyle and built a small village on an islet in the middle of a rwo-malm-wide span of the great inner river. It is 
nid they ona: wonrupped the now-fallen lesser moon. 

)riq A tnbe that fullows the Borlaaq, taking on any male children given up by the female warriors and raising them as their own. 

}~ 'l'hc SOCOlld largest X,cla tribe. Mortal enemies with the Kharlu, the J ungid will spend the greater pan of the year subjugating smaller tnbes to swell their own ranks in preparation 
fur an annual battle with the Kharlu-the winner gaining control over a large part of the eastern coastlands. 

Kbwi, 'I'll,: dwd wgest Xaela tnbe. Mortal enemies with the Jungid, the Kharlu will spend the greater part of the year subjugating smaller tribes to swell their own ranks in preparation 
fur an annual battle with the J ungid-the winner gaining control over a large pan of the eastern coast lands. 

~ A tribe wlaich largely remains unseen, hunting goats in the mountains fur nine moons of the year. The remaining three are spent at the fuot of the great north range, where rhey 
survive off the dried meat they stocked. 

.Mttitlf A western steppe tnbe characterized by its unique leader-choosing ritual which, instead of the wual test of brawn, is a game of Kharaqiq-a -chess-like game played on a circular 
board divided into three rings. 

Mlllkl,ad A ,,_i tribe whidt fight> with blow-<laru made from bones dipped iD the poison of the pullerfish. So practiced with the pipes are the tnbe, that they can disable a target from •oo paces. 

Mitnpd A deoert mbe which, over the course of• year, travels between over a hundred secret buried caches of oupplies restocked with each annual visit . 

.NIIJlcia Master trainas of die wild horses which populate the majority of steppe. It ii said that the honcwives of the N oykin can break any beast if given but a week. 

Ollund Selcctive breeding has acen the average height of the centnl steppe-<lwelling O lkund tribe males reach over two and a half ya!= The females, for whate_ver reason, remain of an average height. 

Dazhr Household dutiea such as cooking, cleaning, and childrearing are handled by the males of the Dazkar who, other than when on the move, rardy ever leave their f.unily's yum. 
Female Da?.kar are tas«d with hunting, and are known across the steppe as being some of the most aa:urate archers in the realm. 

Oroair All members of the Oronir cribc believe themselves to be direct descendants of Awn, the mlle'I god of the sun. 

Oroq The Oroq create sleds made of reeds dipped in horse fu to help move their possessions and young children about the inner grasslands. 

Qfrel The warrion of this mbe all wear complete suits of armor crafted from the bones of steppe tigers which they kill with their own hands upon their coming of age. 

To,gud Tim desert tribe does not wear any clothes, choosing instead to cover their bodies almost entirely in a white paint created from mud, lime, and bone meal The paint helps to reffect 
the relentless desert ,un. 

Tumet The children of the Tumc'7 upon seeing their tenth summer, arc tied to a sacred tree while the remainder of the tnbc pacb up and moves to rheir nexr location. Those children 
wl,o manage to break free from their bonds and catt:h up with the m'be at that next location, ate given a name and allowed into the mbe. 

Up! When membcn of this tnbe die, their heads are removed from their bodies and pw:ed in a jar of fermented goat milk. Once the liquid has been drunk by the head (in other words, 
Cff!"ll'l'Cd), the head ii then buried under an anthill so dw the tiny wor"rs can carry the spirit to the afterlili:. The journey is thought to be a terrible one, the road filled with 
gl>o&(> of the damned, so ensuring the spirit is dnmk helps ease the journey. 

Urglr One of a handful ofXaela tribes wruch have given up the nomadic lifestyle. The Uyagir reside in a ,ystem of limestone caves on the northern edge of the southern deserts wruch ate 
believed to have been dug by a nee of giant oliphant-like beetles wruch were pw:ed on the land by the gods to punish the elder mbes that had grown too greedy . 

.:0.. An elusive tribe dw avoids cont>ct with most other mbes. Lookouts ate posted all about their camps with orders to floe given the moment an outsider is spotted. 

Oit. A tribe that rides up and down the great inner river on boats woven from reeds and reinfuroed with scales from their own skin. 

~ A rifct tribe that choo&es to swim from place to place rather than walk or take boats. It is said that members of the Ejinn can hold their breaths fur up to a quarter bell, and will 
ofton mientc while almo&t oomplettly submerged in order to avoid contact with hostile tnbes. 

Dotharl An mrcmely violent mbe wjt!, memben who revel in massacre and are taught from a young age not to fear death. While they are quick to attack other tribes, mortality rates are 
~ -tnsurillg that their numbers never grow too high. 

Horgo A tribe nx:cady massacred by the Do~L The only member,; surviving ate those who left the tnbe to travel on their own and were not present during the killing. The Hotgo 
were known fur their vibrant face paint> which membcn would constantly change depending on their current mood. 

Sagahl A tribe which aces all bcastkin as equals with man, therefure refuses to eat or use them as beasts of burden. As a resulr, the diet of the SagaW mainly consisa of steppe shrub& and vilckin. 

Klhlrol A tribe made up of orphans and refugees &om tn'bes defeated or destroyed. Many choose to combine the name of their old cribc with KahkoL 

xi. Unlike most of the X.Cb, the Kha live on the liinges of the Xaela lands, actively aceking contact with non Ami peoples, introducing many aspects of thooe cultures into their own. 

Mol A small tribe of devout wonhippers of the elder gods, the Mol will consult with their deities ( vi> a shaman conduit) bcfure making any m'be-related docisions, from the direction 
of their next mlgraioo, to the bcasa they will hunt each day fur fuod. 

Gc,li The Gesi ate masters of the •lin&'peor, a mid-sized javelin carved from mammoth bone which, instead of being thrown by hand, is Bung with a leather sling to improve range. 
lpccd, and ltilling powu. 

~ Tiie ltagon are a noctUmal desert m"bc who worship Nhama, goddess of the moon and mortal enemy of Azim, gaddels of the sun. Instructed by their goddess that to atep into the 
sun ii to succumb to the evil of Azim, they apcnd the daylight houn in their tent>, only emerging to hunt and mignc,, at night. Tbc re,uh is an uncharactcrisrically pale skin for a 

I - of -1c li.,jug in an almost eternally fair-weather locale. 
GM Tbe Goro believe hones to be petfu:t beings, and each male and female, upon their coming of age, is married to a horse of the opposite sex. Rcproduaive mates are chosen by lots. 

ow is.-,,..ii migt,ttioa, the Olwl 'Will fill a w;red um with the soil of the pl= they just camped. This soil is then dumped upon arriving at the next location. This tr.u.lition has 
been carried out fur thousands of l'l'all, leading people to believe that most the steppe is now all of one soil 

0-. 'llo Dataq cover quite possibly the most area in their migrations, fur they rarely stop in one area for longer than a few bells. Sleeping is all done in the saddle, and tent, are only used 
when the nins are .... '1 and unbcanble. .... 'rr. :: <A .tw. ooastal tribe 11111 of a group of their ancestors who craficd a giant srup and sailed out across the endless eastern ocean. The explorers are said to have returned 
with of a rerrible island covered in massive grey monolirhs and inhabired by fire-breathing steel demons. 

Im This -• • ~ cribc is one of the ICw which instead of bunci,,g. mine the precious ores of the peaks and trade them with the steppe tribes fur fuod. - A _ _;__ k the iis that its membcn are spread out aaoss many diffi:rent tribes ( unbeknownst to those mbes ). Communication between its members is done on the rare 
oa;aoion when two tribes meet. dil-oagll an ancient act of hand signals only recognizable by thoac who know what they are looking fur. 

Geaoq Ill - to the 1&1111111rd Ianguage med by moot llf the Xlela in cross-mbe coaununication, the Gencq employ a complex syitem of whistles and clicks which resemble the 
cloud- aod waYCltin of the -- 'Dlhooe who .. the meag,rtlm,yla,i'ds,~ ~<><CIWCigl!t is a symbol of affluence and power. To appear heavier than one in tbeirsation, the membcn ofHoro will drink,_.. unount1 of ,....r to 1-, their belli,s. 

Hiam - reasons ...... one out tE c-..ry throe ~ amoog,,t the HinJaa result in twins. A, a result, over half the tn'bc:'1 members have a doppelganger, This can prove an 
- .......,_ .... u it~ --y iilto boli•1111the dead have risen. - 01lo ,ofd,e .. tribes that - --'-of~• J,a\,c~ laibl, or thdlc who have fled persecution-into their cin:lc. - Thi, clooell lribe bu the ....-..re. ...... itlitl'!'dfiireldcn oarried upoll their 1houlden. It is believed that in the .Bat desert, this~ the tn'be the admtigc of being able to ace futher. ... Also known ao the ....... of the-the~ communicate IM>Ug1>91!1,g, ~ a mdody to their words to further add emotion to the mcanina. 

qa Tlai, trillc refua to speak,. believing that all woroa are liea, and that a man', actions ate the purest furm of communication. 
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Vyltitw,id rilca from the .waves -of the Rh<>ta!lo Sea, and ~th die worn and ancient .cliffs on its 
sourii' s stands the maritime city-~1ate of'l..imsa Lominsa. A beautiful and wondrous sight, the. 
city perches upon pillars of tock and reeF'that jut out from the bay. Townsfolk pass between these 
areas on long bridges, and so thrive above the. seas. 

OVERVIEW 

Flag 

Motto 

The ob&dian longboat upon Limsa Lominsa's standard is a 
pirate ship, and hearkens back to the fuunden of the city: brutal 
ScaWolfbuccancers, once the terror of the north seas. It should 
come as no surprise, then, that the crimson field represents the 
spilled blood of lost oompanions, and reflects the city-state's 
savage and gruesome history. 

---- - -----
Till Sea Swallows All 

Government Lominsans choose their leader 
in the Trident, a competition 
held once every seven years. 
The strongest of pirate crews 
run this multi-prooged race, and 
whosoevet crosses the finish line 
first becomes admiral, the head of 
the maritime city-state. Aflonled 
sweeping powers over Limsa 
Lominsa. new admirals will 
otten drastically alter emting 
policies-and with it, change the 
cowsc of the city-stUc. 

Leader Admiral Mcrlwyb Blocfhiswyn 

Ruling 
Body 

Racial 
Distribution 

Religion 

A nwnber of councilors, nominated personally by the admiral, 
oversee the evcrydaJ proceedings of the thalassocracy. 

Sea WolfRoegadyn: 40% 

Seeker of the Sun Miqo'te: ,.0% 

Other: 10% 

As one might expect fur a 

maritime city-state, Lominsans 
revere Llymlacn, w:ttcher of the 
seas and goddess of na\'igation. 
Tnie believers makt pilgrimages 
to the mark of the Navigator 
befure they set sail, and upon 
their safe return to port. The 
worship ofLlymlacn has roots in 
a loose collection of local beliefs, 
however, and thus cannot be 
thought of as a furmal religion. 
Indeed, the N avigatQr has no 
grand temples nor clergy to Her 
name in Limsa. save the odd 
bethel overlooking the endless 
seas. Inatead, each man keeps 
his own futh within his home 
through prayer and hwnble ritual. 

Plainsfulk Lalafcll: ,.o,r. 
Midlander H yur: 10% 

Guilds Limsa Lominsa is home r.o guilds representing marauders, ar-
C211istt, rogues, blacbmiths, armorers, culinarians, and fishcnnen. 

Industries 

Beliefs 

Diet 

Piracy: In the present day, piracy as such is furbidden. Priva­
teering, on the other hand, is permitted, provided that the targets 
and plunder he of Garlean origin. 

Fishing: Lominsan anglers come together in numerous loose 
associations of" pullers" and eke out their living by casting lines 
off the coastal cl.iffi; and trawling the open seas. 

Shipbuilding: Whether they be crafting great warships or fishing 
skills, the shipwrights ofLimsa Lominsa have no equals within 
the realm-as they themselves will proudly proclaim. 

Metalwork: The art of steel-making evolved alongside the 
shipbuilding industty, and has profited much from Lominsan 
exchanges with the kobolds who are masters of metallurgy in 
their own right. 

Shipping: With their considerable knowledge of shipbuilding and 
seafaring, it was natural that a shipping indwtty should flourish 
in the city-state. Many and more are the trading vessels that can 
be seen sailing in and out of port each day. 

Fanning: A settlement initiative has made great strides in 
providing an honest livelihood fur those retired from freebooting, 
who grow mainly oranges, grapes, and wheat. 

Founded by men fleeing the rule of kings, Lominsans continue 
to see laws more as guidelines than actual rules. Whether pirate 
or fishennan, citizens generally feel less loyal to their city-state 
than to their immediate crew. This spirit of freedom ever drives 
Limsa furward, yet the selfsame wild abandon may appear 
brutish in the eyes of the other Eorzcan nations. 

Naturally, Lominsan cuisine makes use 
of the abundant fresh fish and shellfish. 
The city-state is a fuvorite of gourmands, 
as the seafuring culture bnngs fureign spices 
and recipes aplenty to the table. Likewise, 
Lominsan liquors, which were developed to 
keep on long sea voyages, are fuoed- partic­
ularly the ale• and wines, brewed from local 
wheat and grapes in great quantity. 



HISTORY 

THE FOUNDING OF A CITY 

In 87 4 of the Sixth Astral Era, the Galadion set sail from the isles 
deep in the northern seas-the last of a mighty armada which turned on 
its nation in the name of the people, only to meet defeat at the hands of 
those they meant to free. The Sea Wolf crew of this noble vessel, who 
could no longer abide the rule of tyrants, steered her crippled hull south 
through unknown waters in search of a new home. Alter a yearlong 
voyage cursed by many troubles, the ship drifi:ed to the southern coast of 
Vylbrand, and there ran aground. 

The Ga/adion carried two Elezen helmsmen: Jean De Nevelle, a 
navigator, and the adventurer Guy La Thagran. Tasked with exploring 
the interior of the island, both confirmed that the region was fertile. 
In this land, the crew realized that they had found the home they had 
sought. Under Admiral Elilwaen, leader of the expedition, the crew built 
a small village inland of what was soon dubbed La N oscea after a second 
lodcsman who perished of scurvy just two days before landf.tll. 

However, it quickly became clear that the men and women of the 
Galadion were not alone, and had trespassed upon rhe domain of the 
kobolds, a tribe of badger-like beastmeIL After a few skirmishes, the crew 
abandoned their village fur the relative safety of the Galadion, which they 
had left stranded upon the La N oscean coast. From their ship, they built 
bridges to the small islands and exposed reefs scattered about the bay, and 
thus the maritime city-state of Limsa Lominsa was born. 

A M ARITIME AGE 

Limsa Lominsa in its early days was a place for coinless refugees. Unable 
to make full use of La N oscea's rich resources due to the continued 
hostility of the kobolds, the Lominsans lived in poverty, much as they 
had in the north seas. They kept their skills as sailors, however, and thus 
chose the path of survival open to them-piracy. 

After occupying the few scant forests oflower La N oscea and gaining 
a source of lumber, the Lominsans set about building warships. With 
the salt-heavy winds at their back, the early townsfolk came into their 
element, and began to attack the merchant ships sailing the Rhotano 
Sea- ferocious as wolves preying upon sheep. Soon, the city-state was 
rich with plunder, and a black market had opened to peddle the stolen 
goods. 

Thus, it was through piracy that Limsa Lominsa's population grew 
larger and more diverse. Plainsfolk came from the south sea isles, drawn 
by rumors of cheap wares, and Lominsan pirates oft gave members of 
captured crews the choice to join their ranks. Before long, Sea Wolves 
worked the docks of the maritime city-state alongside Seekers of the 
Sun and Hyur. 

THE TRIDENT 

As the pirates grew in number, they began to organize into proper 
crews. As the number of crews multiplied, however, quarrels among 
them became more common. Qi!estions of territory and shares of plunder 
erupted into violence in the 940th year of the Sixth Astral Era, and for 
nearly two decades thereafter, the streets ran with the blood of feuding 
pirates. The madness continued until 96~-the year that Agarzahr 
Roehmerlsyn assumed the admiralship. 

From a buccaneer background himself, Admiral Agatzahr invited the 
strongest of the warring crews to the negotiation table. Through bartering 
and threats, he secured their solemn oath to put an end to the fighting. 
More miraculously, however, he put forth a code of conduct which every 
corsair would have to honor: No crew would cheat another of its plunder, 
nor rob a fellow Lominsan, nor sell fellow men into slavery. 

Though the code itself was revolutionary, its enforcement was perhaps 
more so. The best of all crews came together and founded the Upright 
Thieves, a shadowy organization that punished those who broke the 

code. Admiral Agatzahr's rules became as law to the pirates not because 
they were imposed from above, but rather because they were enforced in 
every back alley and bad tavern. Thanks to this, peace returned to Limsa. 

Agatzahr went on to tax the revived trade in plunder, and used the 
proceeds to bolster the Knights of the Barracuda, the Lominsan navy. 
With this force, he devoted himself to fighting the kobolds. Through 
Agatzahr's reforms, Limsa Lominsa became mighty: the pirates grew 
wealthy from raiding fureign vessels, while the Barracudas secured the 
interior territories and defended the harbor. In his late years, the Admiral 
also established the Trident so as to avoid a war of succession. Truly, 
the maritime city-state would not be the power it is today without his 
many contnbutions. 

REVOLUTION 

For several hundred years, the Trident reliably produced leaders who 
served seven years-though history is littered with admirals who stayed in 
office for longer. Many pirate lords rose to the position, and their strength 
allowed them to rein in the rough seafuing citizens. In this way, Limsa 
Lominsa maintained unity as a city-state. 

However, the Trident was to produce a leader in 1,-63 who would 
change the maritime city-state in greater ways than ever before: Merlwyb 
Bloe!hiswf!L Though she herself was a pirate leader of the inf.unous 
League of Lost Bastards, Merlwyb declared piracy illegal upon assuming 
the admiralship-an act that shocked Lominsans and dealt a blow to the 
mainstay of its economy. Why would she do such a thing? Evidently, the 
Admiral realized that Limsa could not fuce the encroaching threat of the 
Garlean Empire without powerful allies, and c;ould ill alfurd to antag<>tUtc 
the other nations of Eorzea. 

THE GALADION A CCORD 

Naturally, the Admiral's order outlawing piracy was unpopular amongst 
the heretofore state-sanctioned corsairs, and more than a fi:w daring 
attempts were made on Merlwyb's life. However, her will was of steel, 
and she refused to budge by even one ilm. She won what crews she 
could through negotiation, persuading them ofLimsa's need to cooperate 
~ith

1 
the other city-states. And the crews who remained unyielding, she 

silenced. 

Merlwyb showed her strength as a leader in other ways as well, 
particularly in deftly dispelling the primal threat that came to hang over 
the city-state. In Jf65', she allocated state funds towards the hiring of 
the Company of Heroes, a fumed mercenary band. This proved coin well 
spent as when the kobolds summoned Titan a year later, the sellswords 
were there to vanguish the aetherial deity. In the same year, they worked 
alongside the Knights of the Barracuda to full Leviathan when the 
Sahagin called their own pritnal unto the realm. 

Seeing both the Lord of Crag, and the Lord of the Whorl defi:ated 
through the Admiral's furesight, many Lominsans wanned to Merlwyb, 
and soon those voices that decried her were singing her praiaea. By lf72., 
she was able to establish the Maelstrom, Limsa's Gl'llld Co~pany. Her 
final victory was the Galadion Acconf, which bound the pirate crews to 
the Maelstrom, and unified all ofLimsa Lominsa under her command. 



CHARACTERISTICS 

Maelstrom Command oversees two armadas: the Crimson Fleet and the 
privateers. The funner is the Maelstrom's main foroe, and is composed of 
five of the Lomin,an Armada's original nine squadrons. While the formal 
Lominsan navy and the Knights of the Barracuda initially preserved 
their 6eparate command Structure, it was complete! y integrated into the 
Maelstrom ~wing the Seventh Umbra! Calamity. The Yellowjackets, 
once infantry of the Barracuda, have since been granted independence so 

THE 
MAELSTROM 

EsT ABLISHMENT 

Having resolved to establish a Grand Company to stand against the 
Garlean Empire, Merlwyb took Admiral Agatzahr as her example and 
proclaimed herself Chief Admiral of the Maelstrom in 1;7:i. This move 
granted her the power to command all ships in Lominsan waters, pirate 
and merchant alike, and effi:ctively created a comprehensive command 
through which she could wield Limsa's entire might. 

SYMBOLISM 

The name "Maelstrom" originates with an earlier Grand Company on 
Vylbrand-one established by the seafaring civilization of N ym on the 
eve of the Fifth Astral Era. In the days before the coming of the Sixth 
Umbra! Calamity's great floods, the Nymian Royal Marines convened 
the Grand Company to save the lives of their citizens. Sailing vessels 
into the Bay of N ym-what is now called Galadion Bay-the Marines 
traced a magick geometry upon the water's surfuce. As towering waves 
came crashing upon the city, they summoned an even mightier whirlpool 
to swallow the sea's wrath. Through time bought with the lives of many 
soldiers and scholars, this strategy gave the townsfolk time to escape to the 
mountains. However, the force of the whirlpool and subsequent smaller 
waves swept away the civilization's capital N ym was no more, and her 
surviving citizens abandoned Vylbrand to seek their fortunes elsewhere. 

that they may keep the peace throughout Lominsan territory. 
The privateer fleet, on the other hand, is an auxiliary force. It includes 

pirate vessels that answered the Admiral's call, armed merchant ships 
that have been requisitioned, and retired warships that have been refit 
for service. The Foreign Levy is the final component of this fleet, an 
incalculably large contingent of adventurers whose experience in fighting 
on dry land makes up for Limsa's historical lack thereo£ 

CoallietoflllllCrelt 1- -- - - ChlcfAdmiral - - , -----------~L - --~ -------__ _J 

The Crimson Fleet 
- t * ii 

1 war g:,JJ=scs, + galleys, 1 galleons 

sad Sqaadroo (Bloodbrinc) , gallcass (Bonnibell), 4 galleys,, galleon 

I gallcass, 1 galleys, 3 galleons 

I gallcass, f galleys 

, ga11cass, 1 galleys 

l 
t= Privateers 

I BlacitSails(as,auk) 
WarSails Trade Sails 

(~) (provisionillg) 

1.::Luma~~7.::: wava wiiliiafteca- mn I ;amc cannot be said lor its army, which is undeni2bly frail when oomparcd 
ro ilie those of the other Eorzean citJ'-otatc1. Employing battle-hardeDed 
advenruren, the Foreign Levy serves as a fuil ro this weakness. 

High Storm Commander R'ashaht Rhiki, a Lomiman adventurer, leads 
the Levy. R'ashaht sU1TOunds henclf with iliosc she deems wonhy, paying 
little heed to their 1'2flk or standing. As such, the Levy has earned the 

diarinctioo of being "rough arow,d the edges." 

1 
l 



MERLWYB B LOEFHISWYN 

"Victory is a far-flung shore. 

Mark the skies, abide the rides, 

trust to your crew-and she will he yours." 

The only daughter of B loeflus Bloeflusyn, funner 
captain of the League of Lost Bastards, Merlwyb 
Bloefluswyn served as a member of flagship's crew 
until the day she learned that her fuher had consorted 
with the Sahagin. Betrayed and angered, she chal­
lenged Bloeflus to single combat on a deserted isle in 
accordance with pirate custom. She returned alone, and 
assumed leadership of the Lost Bastards. 
Thereafter, she sailed the high seas in the tradition 

of her people, the Sea Wolves, and discovered a safe 
route across the Indigo Deep to the recently discovered 

western continent. She is also known to have sunk an 
"invinable" fleet dispatched by the northern nations beyond 

the Bloodbrine Sea. With such accomplishments to her name, 
she entered the Trident, and emerged the victor. She has stood 

at the helm of Limsa Lominsa as Admiral since. 
Though Merlwyb has spent most of her forty-two years joyfully upon the seas, she can 

scarcely afrord to sail the waves as Admiral Instead, she indulges her second passion-fine 
wines. It is said her particular favorite is a deep chalice ofLohmani red 

Annihilator & Death Penalty 
O nce the property of the inf.unou& pirate king, Mist­

beard, these muskets arc rarely parted liom Merlwyb's 
side. She is rumored to have pulled the shom:r of the 
two out of her pocket, and with it put paid to her 
f.ither-hcncc its name, Death Penalty. 

EYNZAHR SLAFYRSYN R'ASHAHT RHIKI 

~' 
.. --- . 
. ,. 

"Som, am,,ng us belie'Ve that piracy is a time-honored 
tradition. But so long as we cling to this tradition, 

we will never know lasting prospmry." 

'.~ ; 

'J: I 

The Maelstrom's second-in-command, 
Grand Storm Marshal Slafyrsyn brings the 
wisdom of his fifty-eight summers to his 
position as Merlwyb's trusted advisor. He 
has often had to soothe the Admiral, as she 
will seek to fight at the vanguard when her 
ire is raised. This in no way reflects upon 
his own bravery, however, for he is known 
to be a skilled and daring marauder on the 
field-or seas- of battle. 

' l 

~ 
Though Eynzahr claims to have served 

as captain on a hea vily-armcd merchant 
vessel for many years, the Sea Wolf's story 

is shrouded in mystery. According to the gossip 
of fishwives, he is actually the legendary pirate 

king Mistbeard, whom no man has seen for the past 
twenty-two summers. They also say that he befriended 

Merlwyb through the bitter enmity and fierce fighting betwixt the two. 
He is an avid collector of masks-though none seem to be privy as to why. 

"The soldiers of our compa11J fi!),t until the W1J 
last breath-the very last drop of b/4od." 

Born in Limsa Lomins,, Commander 
Rhiki left her parent's home before her 
twentieth nameday to seek her fortune as 
an adventurer. Thollgh small of stature, 
R 'ashaht is possess!'d of an agility and 
inborn strength, and she quickly became 
a marauder known for her tendencies 
toward extreme savagery in battle. She 
was one of the first to swear fealty to the 
Maelstrom after it was established, and 

her accomplishments as an adventu= won 
her the command of the F orcigtl Levy at 

the tender age of twenty-two. R 'ashaht took 
to the field at Carteneau as well, where she 

won honor by slaying an imperial pilus prior in 
single combat. 

R 'ashaht savors meat even more than her fish-loving 
Seeker of the Sun brethren, and has reputedly eaten the flesh of countless 
difli:rent beasts &om oliphant to snurble in her twenty-$CVCll years. 



ORGANIZATIONS 

!," THE YELLOWJACKETS 
Though the Yellowjnckets now serve to keep the peace in Lominsan 

ter\'itory and defi:nd her coasts, they began as a branch of the Knights of 
the Barracuda. They became independent afi:er the Calamity, at which 
point they were aasigned their new duties as part of the Maelstrom. 

Originally called little more than infantry, the Yellowjackets take their 
name from a popular sobriquet-chosen fur the bright yellow overcoats 
that members must don in the line of duty. The name was officially 
adopted when the furce split with the Knights of the Barracuda. 

REYNER HANSRED 

l0rgani7.ariona1StrUcturc 
First Levy: Limsa Lominsa 
Second Levy: Middle and lower La Noscca 
Third Levy: Eastern La NOICCa 

"Justice cannot be purchased with coin, 
for that action is in itself unjust." 

Formerly of the Knights of the Barracuda, Reyner leads 
the Yellowjackets in protecting Limsa's citizens. He 
has never sailed beneath a pirate flag, but rather began 
his career as an officer under his mentor, Commodore 
S thalmann of the Barracudas. 
After Sthalmann's dishonorable discharge fifteen 

summers past, Reyner provisionally attained the rank of 
commodore. Proving himself a trustworthy commander in 
the eyes of his men, Merlwyb allowed him to stay on-an 

unusual decision, as most admirals tend to nominate their 
bosom friends as commodores. However, the Midlander 

has since become one of Merlwyb's inner circle, and remains 
so to this day. Fourth Le"Y: Western La Noscca 

Fifth Levy: UPP« La Noscca 
Sixth Levy: Reserves 

Now thirty-eight years of age, Reyner is stcadfut in the 
line of duty. He also has a more tender side, however, and takes 

care of an elderly feline that he once kept in the hold of a warship. 

!P~Rf. BLOODY EXECUTIONERS 
Foremost ofLimsa's three great pirate powers, the Bloody Executioners 

arc led by f{yllfyr-mastcr of the corsairs and lord of the ~on's under­
world. The Executioners resisted Merlwyb when she outlawed piracy, 
even going so f.i.r as to unite rebellious crews to overthrow the Admiral 
Due to the threats posed by the Garlean Empire and Calamity, however, 

HYLLFYR FAEZMOENSYN 

the pirates ultimately signed Merlwyb's Galadion Accord. In recent 
years, the Executioners remain a powerful presence, having secured a 
privateering license from the Admiral to raid Garlean vessels. However, 
H yllfyr himself has stepped aside due to his age, and one can find pirates 
scuffiing in back alleys over who is to succeed him. 

"Slit their throats, steal their wares, share the bounty," 

Leader of the Bloody Executioners, "One-eyed" H yllfyr 
is a giant even amongst other Sea Wolves. With one hand, 
he wields a greataxe larger than many men could 1ifi:, and 
has won himself a name as the brutal lord of the pirates. 
He was a rival ofBloelhis, the penultimate captain of the 
League of Lost Bastards, and fur many yi;ars the two were 
locked in a atruggle fur the upper hand. It is also widely 
thought that the Galadion Accord-and Limsa's current 
unity-.-could not have come about but fur his aid. 
After his .sixtieth nameday, however, rumors began to 

swirl that H yllfyr was stricken by an ailment of the lungs. 
His vessel, the .A.sttdki,i, has not weighed anchor in some 

time, and he has now seen his •ixty-ninth winter come and go. 
None the less, such is his fearsome reputlltion that all Lominsan 

pirates keep watch fur his reappearance. 



!9' THE SANGUINE S IRENS 

THE KRAKEN 'S ARMS 
Second of Limsa's three great pirate powers, the Kraken's Arms command several 

large galleys that allow them to venture· forth on long voyages with ease-not the least 
of which is the Mill1J, their flagship. They have travelled fu to the Cl!St, and raided 
the merchant and shipping vessels of the Gar lean provinces time and again. Calling 
these expeditions part of the "spice trade," they have come to sell their exotic plunder 
at the Seventh Sage, and there reaped great profit. One may say, therefure, that the 
Krakens have taken to their new role as privateers better than any other pirate crew. 

C ARVALLAIN DE G oRGAGNE 

"'Tis unfortunate, but notoriety accumulated over the 
course of years does not fude overnight" 

An Elezen man of Ishgardian descent, Carvallain de 
Gorgagne is an enlightened pirate who believes men must 
change with their times. He was born the heir to House 
Durendaire, and walked the gilded path that all firstborn 
oflshgard's High Houses do. Dissatisfied with this liite, 
Carvallain assumed the alias of a House Durcndaire 
bannerman and set out soon after his fourteenth nameday 
to learn much and more of the realm. A vessel he had 
signed aboard to gain passage south ran afoul of the 
Kraken's Arms but three days out of port, whereupon 

he was taken captive. Jumping at the chance to escape 
the stifling confines of lshgardian high culture, Carvallain 

enlisted in the pirate crew. He learned how to read the stars, 
and grew into a rare and excellent leader-so much so that he 

rose in the ranks. Now thirty-four years of age, he commands 
all of the Kraken's Arms as their captain. 

When he is upon dry land, Carvallain is known to he an excellent 
chocobo rider who can put most men to shame in a race. 

An almost entirely remale crew, the Sanguine Sirens were born of defiance: 
some thirty summers past, four women set out to make their fortune within 
a pirate society controlled by their male counterparts. These, the first Sirens, 
served aboard another crew's vessel during the early years, earning a share 
of the plunder as sellswords during raids. Their numben1 and wealth grew, 
and in time they acquired a ship of their own: the Lady InremaL Their rapid 

ascent to the last of Limsa's three great pirate poweJI thereafter was, in a 
word, masterful 

At present, however, the crew is said to have languished under Rhoswen. 
the third Captain of the Sirens. One explanation fur this is their tactics: the 
crew made a name fur themselves n:aving in coastal waten1 with swift ships. As 
such, they may have suffered fur a lack of prey sailing through the nearby seas. 

R HOSWEN L EACH 

"Me crew embodies the true spirit o' piracy-freetkm 
P do whate'Ver ye damn well please. and no one P 

answer to but yer ,:,oa self....wd me, o• course." 

Though Captain Rhoswen was born in a 
settlement in western La N oscea. she left upon 
reaching her fifteenth namcday. fleeing from her 
violent drunk and !etch of a father. F orccd to 
live in the back alleys of Limsa Lominsa as a 
beggar, the Midlander girl learned of the Sanguine 
Sirens and began working fur the crew. Having 
discovered the family she longed fur amongst the 
Sirens, Rhoswen became a proper deckhand, and 
her devotion (ill addition to a fi:w timely deaths) 

eventually saw her elevated to the captain'e chau-. 
Now in her thirty-s~th year, Rhoswen is an 

intriguing figure. She continues to sec the first leader 
of the Sirens as a ICCOnd mother, and relllains attllChed 

to the old ways of the pirates from her ezample. Some have 
speculated this opini<>n has led to her fiery hatred fur Captain 

Carvallain and his Krakens. 
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THE LOWER DECKS 
Limsa's lower decks are some of the city's earliest structures, having been constructed by the crew of the Galadion between 

the towers in the bay. These bridges and platforms hang over the ocean waters, and are .truly a beautiful sight to behold. 
When viewed from afar, they shine and sway not unlike the lightest of gossamer silks, and as such have been given the name 
the "Navigator's Veil." 



II BARRACUDA PIERS 
These docks provide safe mooring for the Thalassocratic Navy's prin­

cipal squadrons, also koowo as the Crimson Fleet. To prevent sabotage, 
admittance to the area is forbidden to the general citizenry; however, oo 
clear days, one may catch a glimpse of the armada flagship, the Triumph, 
from atop one of Limsa Lominsa's myriad spans. 

m THE FERRY DocKs 
As fishing, trade, and warships put in elsewhere, these docks exclu­

sively serve the ferry that sails to Vesper Bay aloog the western coast 
of Thanalan. 

m MEALVAAN's GATE 
For the purposes of taxation, all unloaded cargo must pass through in­

spection at Mealvaan's Gate, as must the crews and passengers of docked 
ships. Established some five hundred years ago by Admiral Mealvaan, 
the Gate has supported the maritime city-state and her trade since. The 
arcanists who mao it as "assessors" are well versed in sums, and have 
established their guild within so as to train newcomers to their art. 

m HAWKERS' ALLEY 
. ' 

Merchants travel from far and wide to sell their wares in Hawkers' 
Alley. In addition to foreign shopkeeps from exotic lands, one can find 
goblins, Qigim, and other beastmen peddlers. Of late, one may even see 
Mamool J a- a race hailing from the distant western continent. 

II THE OcT ANT 
Though the Octant takes its name from a navigational tool that greatly 

advanced seafaring, this eight-sided courryard was built to hooor the 
instruments' inventor, Jovaooi Gnonno. It is a popular meeting place fur 
townsfolk, a key hub of transportation, and, following the Calamity, the 
new home to an aetheryte. 

THE ZEPHYR GATE 
The great threshold to Limsa Lominsa, the Zephyr Gate is oamed for 

the westerly breeze that wafts pleasantly through the area. Beyood its 
doors lies the Procession of Terns, which leads to middle La N oscea. 

ra BULWARK HALL 
The lowest level of the Mizzenmast, Bulwark Hall exists in part to 

protect the Bridge, the center of Lominsan government Iodeed, as the 
last bastion of defi:ose, the hall has arrowslits along its walls to allow 
soldiers within to repel attackers without. 

DJ f IS HERMAN'S BOTTOM 
By rights, Fisherman's Bottom, located at the lowest point in the city~ 

should be koowo for the organization to which it is home-Wawalag~I 
Pullers, the largest group of fishermen in the city. N ooetheless, it would 
seem Lominsaos overwhelmingly prefer the popular sobriquu. 

D THE AsTALICIA 
Registered as a trade vessel hailing from foreign waters, this bat­

tle-scarred warship captained by the lord of the region's underworld, 
0 oe-eyed H yllfyr, serves as a gathering place fur brigands, cutthroau, 
aod the purveyors of sundry other breeds of villainy. It is here that the 
city-state's many pirate crews fiod new recruits to join their ranks. 

D THE DUTIFUL SISTERS OF 
THE EDEL WEISS 

Sitting quietly in the outskirts of the hatbor, this supposed "convent" 
houses the Dutiful Sisters of the Edelweiss. In truth, however, the place 
serves those who ensure no one breaks the unspoken code of crimioals 
-the Rogues' Guild. 

II PHAROS POLARIS 
I ts fires guiding ships safely homewards in the stead of the -pole star, 

Pharos Polaris is a white lighthouse built precariously upon a solitary 
reef over the course of many years. N aldiq & V ymelli's is charged with 
its upkeep, aod fur safety reasons only employees of the company may 
enter. It is rumored that a voidsent bomb provides the light for the 
tower's lamps. 

,o, 
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THE UPPER DECKS 
As Lominsans have precious little room to build outwards, they have spent many generations building towards the skies. 

The upper decks have thus come to weave their way around the Mizzenmast, and extend to outlying towers along bridges 
of stone and wood. 



CORAL TOWER 
Standing over Limsa's harbor, Coral Tower was built to be the 

headquarters of the Knights of the Barracuda. At present, however, the 
watchtower is the Yellowjackets' base of operations and training grounds 
fur the Marauders' Guild. 

m THE SEVENTH SAGE -------------------------.. 
The Seventh Sage deals in everything from spices and herbs to local 

vegetables and exotic ingredients from faraway lands. While the store 
enjoys the custom of many a chef, it also serves to conceal the dealings 
of the Kraken's Arms-much of whose plunder sits upon the shelves 
awaiting sale. 

m THE BISMARCK 
With delicacies from every comer of the five seas sure to satisfy any 

palate, the Bismarck is famed as Eorzea's premier restaurant.Just as the 
white whale oflegend devoured all that lay in his path, it is the Bismarck's 
fondest hope that its diners will fullow suit. 

m THE MIZZENMAST 
' The heart of Limsa Lominsa, the Mizzenmast rises over the wreckage 

of the G,./,.dion where the ship's own mast once stood Within it lies the 
Bridge, an airship landing, a tavern, and an inn- all which can be reached 
using a complex system of pulleys known as the Crow's Lift. 

I The Drowning Wench 
N ocoriously rumored to be named after the proprietor's mother, the Drowning 

Wench is an alehouse that occupies an enrire story within the Mizzenmast. 
Only sailors and pirates frequented the place until Baderon Tcnfingers, a retired 
sellsword, became owner. He permitted the Adventurers' Guild to set up shop, 
and the tavern has begun to attract a more varied clientele. The Drowning 

Wench prides itself on fure that is both affordable and delicious, and is fumed 

fur its La N oscean toast. 

I The Mizzenmast Inn 
As sailors prefer to sleep in their gently rocking cabins even while in port, the 

Mizzenmast Inn welcomes adventurers seeking a more steady bed on dry land, 
as well as merchants with coin in their purses to spare. 

II MAELSTROM COMMAND 
While Maelstrom Command was originally located on the outskirts of 

Limsa Lominsa, the Grand Company's headquarters were moved to their 
current position afi:er the Calamity and the creation of a new plan fur the 
defense of the city-state. 

II THE HYALINE 
Selling fish delivered fresh each mom, the HyaliAC gains its name from 

the jewel-like aquarium that lines its storefront. 

DJ THE AFTCASTLE 
A public courtyard, the Aftcastle takes its name from its position behind 

the Mizzenmast, per the nautical conventions of Limsa Lominsa. 

m THE M1ss1NG MEMBER 
The Sanguine Sirens originally built this tavern to serve members of 

the crew who had come into port. Ever since the Missing Member's fuod 
and drink started to gamer praise, however, townsfolk and adventurers 
can be fuund dining within its halls. Most believe that the establishment 
earns its name from those crew members the Sanguine Sirens have lost 
at sea, but there are those who believe it alludes to the captain's violent 
tendency to deftly "decommission" her male victims. 

D NALDI~& VYMELLI'S ---
Founded by a blacksmith named N aldiq and a shipwright called V ymclli, 

this business made its name building some of the greatest ships the realm, 
nay, the world has seen. Over the years, however~ it has expanded into 
many and varied fields, from firearms to fine armors fashioned from plates 
of metal, utilizing the sel&ame skills employed in girding ships' hulls. 

D THE ANCHOR YARD 
In the early days of Limsa Lominsa, the Anchor Yard was the berth of 

the most reared of pirates. A tremendous gale some two hundred years 
past rendered the area ill-fit fur large vessels to drop anchor, and thus a 
wide courtyard was built in its place. 

10~ 
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THE GUILDS 

~ THE MARAUDERS' GUILD 

The axe has long been favored by those who sail the waves. It is 
devastating in close-quarters combat, and its hooked head can be used to 
climb up the hull when boarding enemy vessels. Additionally, it can be 
used in times of dire need to break doors and desks trapping men inside 
cabins, and as a tool to fell and process timber used to repair damage to a 
ship. For these reasons and more, pirates of all kinds wield the axe, and 
even created their own techniques for the arm. 

The Marauders' Guild, therefore, trained fledgling buccaneers under the 
auspices of the powerful pirate crews who operated the place until the 
eve of the Sixth Astral Era. With the signing of the Galadion Accord, 
i\owever, the corsairs joined forces with the Maelstrom, and in the 
Seventh Umbra! Era the guild was made an independent entity. As if to 
signify a break with its pirate past, the guild was even physically moved 
to Coral Tower, the seat of the Yellowjackets. 

~ THE ARCANISTS ' GUILD 

A furm of arcane art using esoteric calculations, arcanima was developed 
originally by the people of the south sea isles. After discovering a means 
of expressing natural phenomena in mathematical terms, they refined 
furmulae into arcane geometrics-precise patterns that allowed practi­
tioners to weave aether into specific magical efrect. This, in tum, bore 
the school of arcanima. 
When arcanists crossed the ocean to Limsa Lominsa, they were warmly 

greeted as lettered men. Of particular note is Ikukn, who came to the 
maritime city-state roughly five hundred years ago and quickly rose to the 
position of advisor to Admiral Mealvaan. The arcanist was instrumental 
in ~tablishing Mealvaan's Gate, and his brethren continue to serve as 
assessors by tradition. Though the older generations endeavored to train 
young hopefuls at the gate, the informal relationship of mentor and pupil 
meant much knowledge was subject to loss. Thus, by order of a concerned 
Admiral Merlwyb, the arcanists expanded their research facilities, and 
funnally established a guild so that their art might grow with the passing 
of generations. 

~ THE ROGUES' GUILD 

Once, an organization known as the Upright Thieves patrolled the 
back streets of Limsa Lominsa, ensaring that no brigand break the 
unspoken code of conduct. The group drew from the most able members 
of pirate crews, and f.ivored the agile and sly. With their chosen weap­
ons-.-rope-cutting daggers they used during their days as sailors-the 
group devised skills of the blade to punish the guilty and reclaim plunder 
taken unjustly from li:llow Lominsans. 

After Admiral Merlwyb's decree banning piracy, the Upright Thieves 
became the Rogues' Guild. Yet their purpose is unchanged, and they 
continue to keep the peace of Limsa from amongst the shadows. Their 
guild hall is likewise clandestine, masquerading as a convent of the Dutiful 
Sisters of the Edelweiss. 

WYRNZOEN 
SAELSMYNDSYN 

"It is not our way to simply outfight 
our adversaries; we seek to overwhelm them." 

Axemaster Wyrnzoen was a captain of the 
Y ellowjackets with many victories to his name. A 
wound to the knee in a skirmish with the kobolds, 
however, forced him to abandon the front lines. 

Nonetheless, the Sea Wolf's skill with the axe 
and stalwart character did not go unnoticed. After 

the Marauders' Guild was restructured at Admiral 
Merlwyb's behest, he was appointed master, and now 

brings all the wisdom of his thirty-five summers to bear 
in instructing new students of the axe. 

THUBYRGEIM 
GULDWEITZWYN 

"We must all come to accept our limitations, lest 
our ambitions lead u.r astray. However, we must 
not lose sight of our strengths in the process." 

Guildmaster K'rhid Tia is a roaming spirit and 
often away, and Thubyrgeim has come to shoulder 

his responsibilities at the guild. She is a rare person, 
having both an excellent knowledge of her art and 

far greater patience than most others of twenty-nine 
years. A true teacher, the Sea Wolf woman may be fuund 

tutoring children in their letters when off duty. 

jACKE SWALLOW 

"We go where the sh11dows are darkest, 
an' hand out j,uti~e to them as break the code." 

A Midlander of twenty-seven years, J acke takes 
greater pride in being a rogue than in anything 
else. As a child, he was captured by pirates, who 
sold him as a slave in a blatant violation of the 

code of Limsa's underbelly. In this, they stole his 
freedom and his innocence. J acke chose to fullow in 

the fuotsteps of the one who saved him from this trag­
ic f.tte-a nameless member of the Upright Thieves. 

J acke eventually became the first master of the Rogues' 
Guild, and today serves in the position with pleasure. 



11" THE B LACKSMITHS' 
GUILD 

Never in Limsa Lominsa's history have blacksmiths wanted for custom, 
and the constant demand for ships and arms has led the smithies-as they 
are referred to colloquially-on to new heights in quality. Furthermore, 
Lominsan smelting has profited much and quickly from dealings with the 
kobolds. To preserve and protect these exceptional metallurgical arts, the 
Blacksmiths' Guild was founded some seven score years past. 

Fallowing its inception, the guild would instruct younger blacksmiths, 
while simultaneously guarding their secrets from prying foreign eyes and 
fingers. Now that hostilities between the Eorzean city-states have eased, 
however, the guild is willing to take on adventurer apprentices in the 
spirit of cooperation. 

"Frimds•ll betray ye, lfJ'llers•ll leave ye. 
but yer hammer•ll never do ye no wrong." 

The young furgemaster ofN aldiq & V ymelli's, 
Brithael was thrust into his position by other 
smiths who had no love of administrative work. 
Possessed of a strong sense of duty, the Midlander 

has put his best foot forward in fulfilling his 
responsibilities with-more or less-a smile on 

his fu:e. The thirty-year-old also enjoys his ale a 
little too much, and can oft be fuund deep in his cups 

at the Drowning Wench. 

- THE CULINARIANS ' 
GUILD 

Known to spend as much time in the galley as on the bridge of his ship, 
Admiral GuolskyfBhaldwaensyn was a true gourmand. Some fifty years 
ago, he set out to catalog every recipe of note in the realm. In service of 
this lofty goal, he founded the Culinarians' Guild, and codified current 
cooking methodologies. 

Since its establishment, the guild has worked not only to collect 
recipes and ingredients from all comers of the world, but also to devise 
novel creations of its own, such as the inf.unous "eggless omelette." I ts 
culinarians labor day in and day out to eclipse their last masterpiece at 

their restaurant, the Bismarck. I ts name is synonymous with the culinary 
culture ofLimsa Lominsa throughout the realm, and many are the men 
who have crossed the seas specifically to dine at the restaurant. 

LYNGSATH HYLLBORNSYN 

"Our trade's as tollffa as old muttvn, 
an' passion's the only thing what gm us 
throllffa the gristly bits." 

Head chef of the Bismarck and master of the 
Culinarians' Guild, Lyngsath Hyllbornsyn 
learned his trade upon a merchant vessel that 

ventured far and wide across the five seas. As 
such, the Sea Wolf is well versed in foreign 

techniques and ingredients, and behind his every 
dish are his forty-two summers' worth of expe­

rience in the kitchens. Unbound by conventional 
thinking and recipes, he is famous fur borrowing from 

multiple traditions to create new culinary wonders. 

t THE ARMORERS' 
GUILD 

Fashioning armor was once seen as a duty of blacksmiths. Yet some 
devoted themselves exclusively to armorcraft as time passed. and the best 
of these became known in their own right. The skills of these armorers in 
shaping metal plates also attracted the attention of seafucrs, who wished 
to fortify their vessels' hulls with steel To this day, only the best armotcrs 
bear the title of" shipwright," and are deeply respected throughout Limsa 
Lominsa. 

None of this came to pass without conflict, however. As armorers began 
to stand apart from smiths, the guild was tom atwaln. Ultimately, the 
former left altogether, seeking in separation the independence of a proper 
Armorers' Guild. Thus, although both guilds share a common history, they 
also share a rivalry, and attempt to outdo one another at every oppcirttmity. 

' 

"I see it as my JJuilder-fi,vm duty to not onlJ 
pass on the techniques of the armorer to the 
next generation of artisans, but to i11Jfro'IJI 
on those processes as well." 

H 'naanza Esi serves as the head ofN aldiq & 
V ymelli's. and as forgemaster of the Armorers' 
Guild. Moreover, she is a vaunted shipwright, 

and the Tri,;mph, the flagship of the Crimson 
Fleet, is of her design-a great accomplishment 

for one of thirty-eight years. At present, the 
Seeker of the Sun has left the building of ships 

to others, and devotes her considerable energies to 
instructing new armorers in her craft. 

THE FISHERMEN' S 
GUILD 

As her people have always found sustenance in the region's waters, fishing 
is one of the oldest ofLominsan industries. With time• it has grown in scope, 
and fishermen and women have come together as "pullers," casting their 
nets alongside one another in both coastal shallows and along the seabed. 

These loose associations do not limit their activities to cooperative 
fishing, but also worked to maintain their vessels and harbor, set priCC$ 
for specific species of fish, and ensure that no one person depletes the seas 
of its bounty. Though most will instruct newcomers, only Wawalago's 
Pullers, the official Fishermen's Guild, takes on adventurers. This 
seemingly brings in knowledge of fish from the <:ntire realm, and allows 
the guild to learn of unconventional techniques, while stocking their 
revolutionary fisheries with exotic specimens. 

"I have deemed that ltlVI and fishing are not 
so dissimilar in definition. Why. ntitber fish 
nor maid can be caHght without a carefj,JIJ 
considered cast, after all." 

Equally enamored with both fish and the 
fairer sex, Wawalago Momolago is the alliter­
ative master of the Fishermen's Guild. One of 
the Dunesfu!k, he fished in his native Thanalan 

when he was young, but ran afoul of a pirate 
vessel during an expedition. Abducted and put to 

work beneath the masc, Wawalago ~ed to win 
his freedom with his sharp wit. He came to settle in 

Limsa Lominsa, where he enjoys a &ncy-&ee lili: to this day, 
despite having seen a full sixty.five summers. 

IOJ' 
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MIDDL 
~ int its rotlmg Mis, middle La Noscca liorders Gtladioa • .. When peering oat &om Luma ~ omir-, die rem 

seems a j:;astoral scene. However, a great cliff cleavel the land in rwain, a scar left by the CalamttJ i!ividingtlie n,, hcrn tnd 
soutflern areas. 

Z EPHYR DRIFT 

T rus grassland begins just past the Zephyr Gate, and gains its title from 
the same westerly breeze as the egress. 

IGaladion Bay 
Gabdion Bay was named in honor of the great vessel that bore Limsa Lomin­

sa's fuunden from the northern seas to their new home. Scholars have recently 
cliscovered that it was known as the Bay ofNym in the Fifth Astral Era. 

I The Rogue River 
One of three streams that Jlow through middle La N oscea, the Rogue River did 

not exist until the Calamity sundered the ground and opened up a new path fur 
the water. Thieves used the river to transport their ill-gotten goods in the early 
Seventh U mbral Era, and their acrivities gave the w:iterway its present ruune. 

I The La Tbagran Checkpoint 
The Maelstrom set up this checkpoint to keep watch over the La Tbagran 

Eastroad that cuts through middle La Noscca. The Grand Company has 
since entrusted the post to the Yellowjackets, as the area rarely sees kobold 
encroachment. 

SUMMERFORD 

When the Calamity carved rifts in the land's surface, water rushed up 
to fill them from a subterranean vein flowing forth from the mountains of 
O'Ghomoro. Two new rivers now run through middle La Noscca, and 

have turned the area betwixt them into a furtile furmland where produce 
always grows in the abundance of summer. Summerford is also known as 
the furmer home of Camp Bearded Rock, a Yellowjacket outpost that 

was purged &om La Noscca, rock and all. when Bahamut unleashed ms 
flames upon the area. 

I Summerford Farms 
When MerlwybBloellliswyn rose to Admiral, one of her first decrees included 

the clearing of law swaths of land fur new Lominsan settlements. Swnmerfurd 
Farms and its expansive orange groves is one of those locations-its name is 
derived from the man-made crossings required when late spring runoff &om ML 
O'Ghomoro causes the Rogue River to swell 

I Seasong Grotto 
"I Am tbt waves tbar be•r, I •m tbt winds tbAt [!IUU• 
l tfm tht l'fltning 1tM11 I Am the monring 1#]. 

I Am born of tbt ""• A"d tbm shlfll I &. " 

Nestled within a shallow cavern siruatcd to the south ofSummerfurd Farms sits 
an ancient monolith upon which is carved this, the Sailors' Requiem. 

I The Agelyss River 
Flowing from the direction of 

Agelyss Wise, this river is the second 
of those created by the Calamity. 

I The Cookpot 
As this {'Uch of land is cncirclcd by 

a queer wall of stoDC, the locals have 
taken to calling it the Cpokpot--.ru! 
worrying over what trouble stews 
inside. 

THREE-MALM B END 

A curved section of land some three maims long, tlus area straddles 
the rift known as the Descent. Its lowest point sits but barely above the 
level of the seas. 

I The Descent 
A deep scar left by the Calamity, this mighty rift swallowed the N ym River and 

the land it once flowed through- and with it, countless lives. Thus, the Descent 
was given its ominous sounding name so that no more would stumble over the 
precipice to be dashed upon the rocks below. 

I The Skylift 
Once an endless expanse of flat, rocky meadows, middle La N oscea is now 

severed by a sheer cliff known as the DcsccnL To maintain overland trade routes 
from the easterly outposts of Aleport and Bronze Lake, Lominsan engineers 
created the Skylift-a tower of wooden scalfolding outfitted with pulleys, 
winches, and lighter-than-air balloons. 

I The De N evelle Checkpoint 
From the De Nevellc Checkpoint, the Maelstrom keeps vigil over the road 

to the hamlet Wincport. In order to watch fur the Garlcan furces that have 
advanced into eastern La Noscea, the post is fur more heavily manned than the 
La Thagran Checkpoint. 

I Woad Whisper Canyon 
Little more than a shallow valley but five years past, Woad Whisper Canyon 

was carved into a gaping go,ge in a matter of moons after the Calamity drained 
Bronze Lake and dramatically altered the course of the N ym River. On hot 
days, laborers from both Summerfurd Farms and the Skylift will oft take respite 
in the cool mists of the falls..if not met by bandits. 

I The Nym River 
Flowing furth from Bronze Lake, this riv~r has been named in honor of the 

ancient Nymian temple discovered in its headwater. 

I The Foremast 
The newest Yellowjackct watchtower, the Foremast, leads into the capital 

proper-though no adventurer is permitted entry this way. Like the Mizzenmast, 
its name hearkens back to the nautiojl, and indicates not only the mast standing 
nearest a ahip's bow, but Limsa Lominsa's resolve to lead the fight. 



A OSCEA 
Stretcliing out beyond the 'l'empest Gate, lower La Noscea has long supplied timber fur vessel!, and thus bat betomc home 

to the Lommsan shlp building industry. Woodcutters have come to ply their trade elsewhere, and the area at present is being 
cleared and tilled fur use as furmland. 

MORABY BAY 

On the southern coast ofVylbrand, Moraby Bay encompasses the cove 

and surrounding lands-all of which one can see from just below Limsa 
Lominsa. This breathtaking view explains why the area is a favorite for 

trysts-despite being rife with deadly stinging aureliae. 

I Madman Bridge 
Madman Bridge is maintained by Naldiq & Vymelli's. Those who venture 

beyond it, however, arc liable to full prey to kobolds and monsters, and it is 
said that only a man who had taken leave of his senses wouW cross the bridge 
unprepared. 

I The Eyes 
Known in part as a post for the Yellowjacket's second levy, the Eyes is a 

towering stone outcrop with two hollows cut clean through that appear to watch 
passersby with hidden intent 

I The Mourning Widow 
Though a river once flowed here gracefully over land to the ocean, the Calamity 

sheared •way rock and soil to leave but a stark cliff face. Now, the waters cascade 
downwards, fulling upon the waves beneath. The locals see these as the tears 
of those who lost a loved one during the chaos, and have taken to calling the 
waterfull the Mourning Widow. 

I The Tempest Gate 
Unlike the warm winds of the Zephyr Gate, this back entrance gains its title 

&om the gales that bowl at its doors from the seas. 

I Oschon's Embrace 
When the Gods' Grip bore the brunt of a great wave generated during the 

Calamity, one section of the peninsula crumbled under the force of the water, 
leaving the tip cut off &om the mainland. N aldiq & V ymelli's subsequently 
set about constructing this mighty bridge to cross the ravine, reconnecting the 
severed docks and communities with the mainland. 

CEDAR WOOD 

Once home of a mighty forest, Cedarwood's trees grew straight and 
strong, and found use as masts and decks upon many a Lominsan vessel 

After many years of logging, however, the area is nigh unrecognizable, 
its flora almost completely changed. 

I The Red Rooster Stead 
The f.umers on the Red Rooster Stead will rarely shy &om testing their 

agricultural acumen on exotic crops or untested growing methods, and take pride 
in their willingness to sacrifice a harvest if it means a better yield an autumn 
hence. The plantation's name is said to be taken &om the bloody cockfights held 
after nightfull by the gamekeeps. 

I The Grey Fleet 
Sitting high atop Widow Cliffs on the southeastern coast ofVylhrand, the Grey 

Fleet was built to harness the constant southerly winds funneled down through 
the Strait of Merlthor, and use them to power the many mills which grind the 
region's wheat and full its wool 

I The Blind Iron Mines 
Though operations have all but ground to a halt within the Blind Iron Mines, 

in its heyday the air inside was so full of dust as to rob men of their sight 

THE GODS' GRIP 

Legend has it that the hands of the Wanderer and Navigator shaped 
this peninsula, which extends along the western shol'C$ of Moraby Bay. 
During the War of the Magi, it was here that the Nymian Royal Marines 
took an Amdapori host by surprise, and repulsed its attempts to land 
upon the cape. The conflict has since become known as the Battle of 

the Gods' Grip. 

I The Moraby Drydocks 
The Moraby Drydocks-main offices ofNa!diq & Vymelli's-atc presently 

bustling with shipwrights working to finish they;,,.,,, the first large-scale vessel 
to be constructed after the Calamity. 

I The Salt Strand 
When struck by a fullen shard &om Da!atnud's outer shell, a massive amount 

of concentrated aether was released &om just below the surfucc of the Rhotano 
Sea, inunediately fusing with and crystal.li2.ing the towering fount of salt water 
which was expelled during tbe impact City-state-funded exploratory furays into 
the inner crater have all yet to return.. 

I Candlekeep Q.£ay 
Originally built for the candlekeep stationed at Oschon's Torch, this quay is 

also used to unload freight bound fur the Moraby Drydocks. 

I Empty Heart 
A sm.U spring that bubbles up on the Gods' Grip, Empty Heart's waters are fresh 

and pure. Such sources arc a rarity, and many are the monsters that come to slake 
their thirst-so many, in &ct, that they are known to fight amongst themselves. 

I Oschon's Torch 
Bearing the Wanderer's name, Oschon's Torch stands on the opposite shore 

of Moraby Bay &om Llymlaen's Ring. Together, the lphouses alert passing 
ships to where the bay's jagged coosts lie. 



A -·--DIC ,aud'ieast of rylhrnnd, eastern La stioecches iiim Bloods"horc tin die sea to Rainam:hcr (iully Klrt:bef 
in-w.t Ttie re~· has a pat J\-e1 1 ot'tem!'tn, with pristine white' sand beaches to the east and dense jungl:s to tlie 'West. 

BLOODSHORE 

Bloodshore's name stems from a macabre tale. Around fifty years ago, 
the enmity between the League of Lost Bastards and the fullowen; of 
R ycharde Mistbeard came to a head off the coast of eastern La Noscea. 

When the smoke cleared, fuur galleys had sunk, and hundreds of corpses 
had been swept away with the tide, the water and sand stained red with 
their blood. 

I Gullperch Tower 
One of three bc2cons built along the La N osccan coast in the Sixth Astral 

£.ra..Gullperch Tower is the eastcmmost-Wlll'lling ships navigating the Strait 
of Merlthor of its deadly ahallows, while also serving as a watchtower fur pirate 
and Sahagin raids on Bloodshorc. 

I Costa del Sol 
Though this area was originally cleared fur fumland, it was abandoned upon 

the discovery that no crops would grow in the salt-ridden soil It then caught the 
eye of Master Gcgcruju, a wealthy Ul'dahn entrepreneur, who purchased the 
land and set about developing it in the style of the south sea isles. Gegeruju has 
not only altered the area's flora to match his tastes-going as fur as introducing 
species native to more tropical climes such as the Cieldalaes-but also changed 
its name to Costa de! Sol 

I The Garlok's Lair 
Intrigued by the "monster" known as the Garlok that was said to live in this 

dark cavern, Master C.r.gentju sent a band of sellswords into the depth., to find 
it. Not only arc they rumored to have srumbled upon the legendary fear babe_ 
but also srumblcd "into" it, stirring the Garlok from itJ ages-long slumber. 

I Hidden Falls 
Sheltered on three sides by towering clifls, Hidden Falls can be found several 

score yalms upstream from where the Agelyss River empties into the Strait 
of Merlthor. Taken by itJ beauty, Ul'dahn plutocrat Gcgeruju was quick to 
purchase the land and construct a stage upon which private perfurmances fur the 
magnate's favored clients are held. 

R AINCATCHER GULLY 

A great many plants blossom into crimson flowers within the warmth 
of this dense jungle, though scholars remain unsure of the causes behind 
such an imbalance in color amongst the region's flora. 

I Brayflox's Longstop 
Brayflox Alltalks, a furmer member of the Company of Heroes, sought to 

establish a camp in this region. However, she was unaware of the wounded wyrm 
slumbering in a cave deep within. Thus, the party of goblins she sent into the 
jungle met with great tragedy. 

I The Severed String 
Home to a black marketeer, the Severed String was also a shop dealing in 

smuggled and stolen goods until the owner abandoned it for reasons unknown. 
Though the place stood empty fur a long while, at some point imperial deserrers 
took up residence within its aptly named walls. 

I Red Mantis Falls 
The deadly red mantises that lay their eggs near the base of this majestic 

waterfall also lend the place its ominous name. 

I Raincatcher Gully Docks 
The ferry stops at these Jocks to take travelers across the river, and a small 

storehouse nearby serves its porters and steersmen. Of late, rumors abound of 
unscrupulous characters with a Far Eastern look to them entering the shack. 

A GELYSS WISE 

The ruins of an archaic road, Agelyss Wise's age is so great that some 
scholars hypothesize it was already old in the days of ancient Allag. 

IWineport 
Blessed with fertile soil and groundwater rich in minerals, Wineport is a Lo­

minsan village &mow fur itJ vineyardl and fine wines. The Bacchus grapes they 
grow are known to produce particularly exquisite vintages. Though the village 
is not a port in the traditional sense, its name derives from itJ bwtling trade. 

I Castrum Occidens 
Castrum Occidcns was builtby the XIV th Imperial Legion in the Seventh Umbra! 

Era, and is garrison to the :lnd Cohort once under the command of Praefcctus 
Rhitahtyn sas Anina. The Garlcans arc said to have spent a great amount of time and 
cifurt examining the fragment of Dabmud lodged beneath the stronghold. 



l.ocated In the southwest <fV ylbrand, during the Sui.th Astral Era, this.~ w;is a re-i:lit tiand with a scatteri!;ig of'fumsteads 
that provicled many of Liutaa Lominsa's crop.s. After tbe "4lamity, however, nfin has crept upon its rolling hills, with the 
Sahagin who bear down from the northwest posing a particular threat. 

~AR TERSTONE 

Though one in fuur parts of Qi!arterstone's soil is rock, granaries and 

golden wheat were once abundant thanks in part to the tireless toiling 
of its furmer residents. Now the f.umland is overgrown and wild, as the 

fields have stood stagnant since the f.trmers fled to Limsa Lominsa with 

the coming of the Calamity. 

I s wiftperch 
Constructed as part of a great plan to rebuild aetheryte camps, Swiftperch is a 

new settlement constructed around the remains of a watchtower that once served 
the Yellowjackets. Farmers who lived in Qi!.arterstone are slowly returning, yet 
their lives are hard and prospects bleak. 

I The Flock 
The wheat grew rail here, but fur want of farmers the fields have been left f.illow 

fur five yean. At present, the area has been reclaimed by a flock of ti:ral dodos. 

I Brewer's Beacon 
This relatively new lighthouse was built soon after the Calamity claimed 

Swiftperch Tower to ensure safe passage fur trade vessels carrying shipments of 
dark stouts and blonde barleywines out of Aleport. In addition, the candlekeeps 
also maintain watch fur increasingly frequent rogue tidal waves caused by the 
stirrings of the Lord of the Whorl 

SKULL VALLEY 

The name of this valley bespeaks a grisly history. When kobolds ventured 
down from O'Ghomoro, they were slaughtered by Yellowjackets, and 

their skulls placed on display as a warning to others. With the changing 
times, the place is now more likely to face Sahagin incursion. 

I Sastasha Seagrot 
Ages of pounding waves have worn away the sea cliff, leaving this natural 

cavern. While tales that the Seagrot is the lair of deadly coeurls abound, it has 
become clear that this was a ploy by the Serpent Reavers to keep people away. 
The cavern connectS with the sea, and these pirates have built a hideout at its 
depths whence they aid the Sahagin. 

I Aleport 
Unlike water, ale will not go stagnant on long sea voyages. Thus, many ships 

put into this, the second harbor on Vylbtand, to fill their holds with the stuff. 
Subsequently, Aleport does a goodly trade in grog, a trade encouraged by low taxes 
on various brews. Less well known, however, is that this was a stratagem specifically 
designed to prevent latge vessels from clogging the port of Limsa Lominsa. 

I Camp Skull Valley 
Now a strategic outpost fur the Maelstrom, Camp Skull Valley was once but 

a circle of tents occupied by a meager Y ellowjacket unit charged with surveilling 
the area fur kobold incursions. Those beastmen fuolish enough to venture down 
from O'Ghomoro were slaughtered and beheaded-their skulls put on display 
as a warning to others. 

I The Founder's Crypt 
The Founder's Crypt stands to commemorate a settler named Aerghaemr-a 

hero who died so that many more could live. He alone stayed behind when the 
Sahagin attacked to buy his comrades precious time to flee. 

I North&: South Tidegatc 
Taking advantage of the chaos left in the ~a!amiry's wake, a large furce of 

Sahagin rose &om the seas and laid claim to Halfstone, a distant Lominsan 
settlement on the &r-westem edge of La Noscea. To prevent any further swells 
of the beastman furces, a massive wall was erected between the enemy-occupied 
lowlao<k and the allied Skull Valley. 

HALFSTONE 

In spite of the high rock content in the soil, men toiled patiendy to 

reclaim Halfstone, and eventually established a fuming senlemoot. Yet, 
all this was washed away when the primal Leviathan unleashed a great 
tidal wave after the Calamity, and the area is now little more than a 

barren stretch of rocky shore. 

I The Serpent's Tongue 
This hidden harbor serves as a hideout fur the rapacious Serpent Reavas, who 

have allied with the Sahagio against their fellow men. 

I Sapsa Spawning Grounds 
The Sahagin swarmed this area after the tidal wave collided with the coast, and 

are laboriously transforming it into a spawning ground. 

I The Sahagin Landbase 
Built by warriors from the seas, the Landbase has allowed the aquatic beastmen 

to assault the Maelstrom stationed at North and South Tidegate time and again. 

I The Reef of Sending 
From the Reef of Sending, the Sahagin return the spirits of their brethren who 

perished on dry land to the embrace of the azure seas. 

I N ovv's Nursery 
At this small beastman settlement, Clutchf.tther Novv raisl;$ his spawnlings 

alongside his unusually hospitable clutch. 

THE I SLES OF UMBRA 

The seas off the coast of Aleport are bespeckled b:y; these islands, which 

include the mystical Moonshade Isle in their number. 

I The Ship Graveyard 
For centuries, ,hips wrecked off the shores of southern Vylbmnd have been car­

ried upon currents to this quiet inlet-a timeless reminder of the deep's boundless 
wrath. So many are the wooden corpses which populate this watery lichyard, it 
is said that for every hull visible above the waves, a score more slumber beneath. 

I Pharos Sirius 
Pharos Sirius is a towering beacon built to guide ships safely jnto Aleport. Its 

tires were fueled by aetherial energy-a techoology of N aldiq &: V ymclli'I as 
radiant as it was innovative. During the Calamity, however, some projectile struck 
the lighthouse, and turned the aether inside to a great mass of corrupted crystal 
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;tliltin'ly fur die ~r fl.OQbllg ruins ~N~ which can be vieweEl all along the cemtory~ northwestern edge, 

dais area stretches to the north of La 1'f oscea•s inner regions; ll!ld rises slightly in elevation towa.ixfs the mountain of 0 'Ghomoro. 

BRONZE L AKE 
The furmation of great underwater 6ssures during the Cabmity saw nearly 

half of the water comprising Brome Lake vanish in the span of a single night. 
The result was the uncovering of ancient N ymian ruins submerged fur thousands 
of years-most notably, the Wanderer's Palace, a temple dedicated to the god 
Oschon. 

I Camp Bronze Lnlce 
In addition to the Wanderer's Palace, Bronze Lake's receding waters also 

revealed countless hot springs which were subsequently discovered to display 
remarkable therapc(rtic properties to any and all who soaked in the heated pools. 
Camp Bronze Lake was moved to this new location, where the Y ellowjackets 
lent their backs in the construction of the Warmwine Sanitorium-a hospice of 
healillg fur soldiers injured in the line of duty. 

I The Wanderer's Palace 
Though the Wanderer's Palace was a temple dedicated to the Oschon, guardian 

dcityofNym, iis l,jstory is a tragic one. Towards the end of the Fifth Astral Era, 
a temole and dcfunning sickness came upon the maritime civilization. Finding 
no cure, the hale N ymians feared the pbgue, and came to abhor those stricken. 
In time, they locked the infected witlwt the temple, scaled them in with magic, 
and drowned the place in water &om Iron Lake so as to forget that the ailing 
had ever existed. 

I J ijiroon's Trading Post 
Located on the eastern banks of Bronze Lake, Jijiroon's Trading Post is one 

of two mak~hift mai:kcts peddling hauhles and trinkets to those brave enough 
to venture that deep into kobold lands. The other is Memcroon's Trading Post, 
run by J ijiroon'• estranged S1oling, to whom the stubborn Qjgim merchant hasn't 
spoken in twenty summers. 

OAKWOOD 
A forest on the western shores of Bronze Lake, Oakwood saw a brisk trade in 

the trees fur which it was named until but a few years past. 

I Memeroon's Trading Post 
Mcmcroon, a Qigirn shopkeep, peddles all manner of sundry &om this small 

trading post. He has even dispatched a junkmonger to Poor Maid's Mill, to share 
in the profits of rebuilding. 

I Poor Maid's Mill 
Once a hamlet where men eked out a living through woodcutting, Poor Maid's 

Mill takes its name &om the brokenhearted women whose lovers were lost 
to the kobolds or the furcst. Though the villagers abandoned the place in the 
early Seventh Astral Era, an estranged pirate crew known as the Salthounds 
have recently moved in, and, under the strict guidance of their captain, arc 
begrudgingly atrempting to restore the town to its furmer glory. 

IThalaos 
Though there is no proof to support the claim, rumor has it these sun-bleached 

remains of a long-dead denizen of the deep arc those of one of the legendary twin 
sea serpents believed to have been unleashed by the Navigator, Llymlaen, at the 
dawn of eras to fill the empty seas (the other being Perykos). 

I Fool Falls 
When woodcutters still plied their trade in the furcst, they would send the 

fulled timber down the river. Anyone caught bathing in the: pool beneath this 
raging cataract was like to be crushed by the falling logs. Only a lackwit, it is 
said, would come near to Fool Falls. 

Z ELMA'S R UN 

Long ago lived a hunter named Zelma, who one day chased his prey to the 
fuot ofO'Ghomoro. Herc, he stumbled upon an armed furcc ofkobolds moving 
southwards in blatant disregard fur the peace agreement with Limsa Lominsa. 
Though gravely wounded in the encounter, Zelma managed to flee through the 
valley. With his last breath, he warned the people of the impending attack. How­
ever, this was enough: the Knights of the Barracuda mustered, and decisively 
put down the kobold incursion. To this day, the path that Zelma ran bears his 
ruune, a reminder of the selfless hero who saved many lives with his sacrifice. 



The northemrnoat iegion of La Noscta, this e.s:panse borders on the moant2ins ofO'Ghomtiro, the highest pc;at ~ 
domain of the kobolds. So numerous arc the bcastmen that only the bravest dare venture there-and only the strongat offhose return. 

THE LONG CLIMB 

The Long Climb is an area with hills that rise dramatically upward, and is 
so named fur the time required to ascend them. As the area's earth aspect was 
greatly weakened by the Calamity, sections of the ground now hover in the air, 

creating a truly fantastical sight 

I The Hermit's Hovel 
While few have ever seen the lord of this humble hideaway which rests precari­

ously on the edge of an unsealable precipice-let alone obtained his permission fur 
entering the premises-that has not stopped travelers &om taking full advantage 

of the respite the location offers, whether it be a dip in the steaming pools, or a 
few bells' slumber on the soft goosefeather bed. 

I The Floating City ofNym 
Suspended high above the fuothills of Mt. O'Ghomoro is the Floating City 

ofNym-ccntral hub of a lost civilization which prospered on Vylbrand during 
the Fifth Astral Era. The accepted theory as to how the city was tom &om 
the realm involves the over-aspccting of corrupted wind crystals combined with 
the de-aspccting of earth crystals-a phenomenon witnessed late in the Sixth 
Astral Era. 

I Camp Overlook 
Manned by the "meanest shite-kickin' unit in the whole damn Maelstrom," 

Camp Overlook serves as the base of operations fur the Red Swallows-a 
privateer levy tasked with the surveillance ofkobold activity in outer La Noscea 
and along the slopes of Mt. O'Ghomoro. 

IRON LAKE 
Though it might not look it, a great body of water compar.lble to Bronze 

Lake once stood in this area. Its waters have long since emptied through fissures 
opened during the Calamity along its floor. The lakebed's unique color-which 
scholars believe stems &om a high sulfur content-is visible to any who make 

the treacherous climb into this fursaken comer of La N oscca. 

I The Kobold Dig 
From the f9th to the 6;9tb Order, the kobolds have sent a great many of 

their kind to dig and drill fur precious ore at this busy site. 

I The 789th Order Dig 
The 789th Order are the most hapless of kobolds, who their kin have all but 

exiled Working at this dig adds insult to injury, as the site lies in the middle of 
nowhere and is thought to bold not one vein of good ore. 

U'GHAMARO MINES 
The brilliant rainbow-colored hues that permeate the otherwise bistre slopes 

of O'Ghomoro are a result of the endless flow of toxic slumgullion streuning 
funh &om the labyrinthine warrens that make up U'G hamaro Mines. As more 

kobolds arrive on the surface each day, there is a scramble to constnlct new 
furges to accommodate them. 
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Nestled amid the thick roliage of the sacred forest, the woodland cify-fltate of Gridania rules over 
the lands of the Black Shroud (as it is kriown byoutaiders), or the Twelveswood(as it is known by 
those who live within the wood), Constructed almost entirely from timbers felled with the blessing 
of the area'S elementals, Gridania has also gained fume for its waterwheels, which harness the power 
of rivers flowing into the Jadeite Flood and drive the city'S industry. 

OVERVIEW 

Flag The white lily upon Gridania's standard signifies mankind's 
first congress with the elementals, while the golden field 
represents the lands filled with the elementals' power. The 
entwined serpents originate with the ancient subterranean city 
ofGelmorra, and proclaim the goodwill and unity ofE!e1.en and 
B yur in r.iising Gridania. 

----·------ - ---- -
Morro Wood's Will Be Done 

Government The rule of Gridania fulls to the 
Seedseer Council, a body com­
posed of chosen officials known 
as H carers. These conjurers 
are able to commune with the 
elementals, and decide the course 
of the city-Gtate through discus­
Jion and consensus. Around the 
time of the Calamity, however, 
Gridania's fate was so uncertain 
that Kan-E-Senna-the Elder 

Seedseer and head of the Council-a85Ullled direct control At 
present, she continues to preside over all affairs of state. 

Leader Elder Seedseer Kan-E-Senna 

Ruling Body Led by the Elder Seedseer, the Seedseer Council is made up 
ofHearen. who rise as the most talented ofGridania's conjurers. 

Racial Midlander Hyur: 40% Wildwood Ele1.en: 30% 

Distribution Ouskwight Elezen: 10% Keeper of the Moon Miqo'te: 10% 

Other: 10% 

Religion 

Guilds 

Industries 

N ophica, tender of soils and 
goddess of good harvests, is 
the patron deity of Gridania. 
While She docs not want fur 
devotees in other lands, only 
in the Twelveswood docs one 
find the curious belief that the 
elementals are sprung &om Her 
essence. These beings are at once 
the furce of the forest's vitality 
and its defenders, ever ready to 
purge invaders &om amongst 
the trees. Their presence is felt 
most keenly in the everyday life 
9f Gridanians, and many are the 
festivals and rituals perfurmed in honor of the elementals. 

Gridania is home to guilds representing lancers, archers, 
conj11rc11, lcatherworkers, carpenters, and botanists. 

FOl'C5try:The sounds ofchoppingandsawingcan be heard in cetUin 
groves throughout the Black Shroud. Woodcutten fell timber ouly 
where directed. and act in accordance with plans drawn up by 
Hearers in negotiation with the elementals. Thus, loggers avoid 
dmsting the forest of itJ natural bounty, and even go so fu- as to 
plant a seedling fur every tree hewn down. 

Industries 

Beliefs 

Diet 

Ca:pcntry: With the quantity and quality of timber in the furcst, 
it is natural that Gridanians should take to working wood. Indeed, 
there is precious little they cannot f.ishion-liom everyday goods to 
armaments to buildings to riverboats. The pride of Gridanian carpen­
try is the waterwheel. which has no peer in design or craftsmanship. 

Farming: Over time, people have abandoned gathering the 
Twelveswood 's bounty fur the table in favor of cultivating crops. 
Orchards can be fuund in cleared thickets throughout the Shroud, 
and Gridania 's citizens share large gardens within the city itsel£ 

Hunting: To ensure no man is too greedy in his take, hunters who 
pursue game in the woods must abide by the regulations of the 
Trappers' League. The League also works to combat poachers, 
whose actions risk upsetting the balance of the furcst. 

Leatherwork: The artisans of Gridania use the finest hides and bones 
tliat hunters can provide, and craft works of such quality as to garner 
the admiration of the entire realm. They ensure that never w,11 any 
part of an animal go to waste. 

Gridanians know the b~ings bestowed upon them by the 
elementals, and heed well their will. Behind this lies a fear of 
disrurbing the peace of the Twclveswood, and being cast &om 
the furcst by enraged elementals-just as the Ixal once were. 
Yet, Gridanians have earned a reputation as stubborn amongst the 
other city-states of Eorzeo. as they can be so unyielding in their 
commitment to the furcst laws as to appear unadaptable and bri~. 

The bounty of the Black Shroud graces the 
Gridanian table, &om fruit to vegetables to 
the meat of furest game. Yet, there are a fuw 
who fuel this fuc lacks in llavor. As animal 
husbandry is furbidden-lest the creatures 
upset the wood's balance-dairy goods are 
few and fur between. Instead, Gridanians 
drink Mun-Tuy tonic. a concoction hrewm 
fiom beans of the same name. In fact, many 
products made of fermented Mun-Tuy are 
known as Gridanian delicacies the realm over. 

"Oh, it's A lw,IJ dnnl,, 

Ab10/i,t19 b»rsnng with 11Mtri"1ts A1l4 f,O«lnus." 

• 
- Dametta of H yrstmill on the properties of Mun-Tuy tonic. 



HISTORY 

B LOOD B ETWEEN M EN 

In the latter 7th century of the Sixth Astral Era, the second migration 
of H yur came upon Eorzea, furcing E lezen from their lands and into t~ 
Black Shroud. The elementals looked upon these settlers as intruden, 
and sought to purge their presence from amongst the trees. Surviving 
accounts of this period describe chaos: the Elezen lacked knowledge of 
the elementals' existence, and knew not what attacked them. In rime, 
they realized what had bef.illen their people, and sought respite from the 
merciless onslaught in the caverns deep beneath the furest. They escaped 
annihilation-but at the cost of many Elezen lives. 

Fifty years later, population growth pushed the H yur to enter the 
furest as well Upon finding people already ensconced underground, they 
challenged the Elezen fur ownership of the habitable caves. <l!!_arrel soon 
led to conflict, and the two races came to cross blades time and again. 

GELMORRA 

Though this conflict raged fur decades, overtures towards peace had 
begun by around the year 740. Realizing they had a common goal in 
avoiding the elementals' hostile gaze, the H yur and Elezen put aside 
their differences. The two war-weary races sealed a pact, that both 
might prosper beneath the Twelveswood. The fruit of their alliance 
was Gelmorra, a great subterranean city. For nearly three centuries, the 
Elezen and Hyuran labored to expand their home, burrowing between 
natural caves and shoring up the passages with walls of stone. In time, 
Gelmorra's intricate network of tunnels would come to put any antlings' 
nest to shame. 
Around 102.0, however, a great change came over the Twelveswood. 

Since times of eld, the elementals had allowed the Ixal to live within 
their forest. Yet suddenly, they cast the beastmen from the Shroud. What 
caused such a radical change in the elementals? The commonly accepted 
reason is that the I xal population had grown too great fur their area of 
the furest to support. In enlarging their territory, they cleared new land 
without the elementals' consent. For this defiance, exile was their reward 
When the Gelmorrans learned of this, they realized that a chance was 

upon them to negotiate fur land above ground. Those versed in the 
magic gathered, seeking a way to commune with the elementals through 
their art. 

A NEW NATION 

For a long while, the mages' attempts went unanswered. However, 
with perseverance came success. After fifty years of effurt, they finally 
succeeded in relaying their wishes to the elementals. On the understanding 
that the Gelmorrans would defend the furcst, the elementals gave them 
permission to return to the light of day. As a blessing and proof of the 
aa:ord, they bestowed a glowing light upon J orin Lightheart, the H yuran 
leader of the mages. Thus, the Gelmorrans abandoned the caves, and 
began building a home amidst the Jadeite Thick. They christened this 
new city Gridania. 
Just as people were growing accustomed to their lives above ground, a 

child was born to the house of J orin. Curiously, the child had horns, and 
never seemed to age beyond childhood, no matter how many years passed. 
Most extraordinary of all, the child could hear the elementals• thoughts, 
and began to act as their emissary. With time, Gridanians came to realize 
the child was the selfsame blessing given to J orin-a bridge betwixt man 
and elemental These homed beings came to be venerated as Padjal, and 
continue to be born to H yuran houses on rare occasions. To this day, they 
serve as honored leaders of Gridania. 

THE R ETURN OF THE IXAL 

Driven &om the Black Shroud, the Ixal settled in Xclphatol along 
Abalathia 's Spine. Few trees grow in this barren wasteland, and not 
nearly enough to build a new settlement. Y ct this was not the least of their 
troubles: I xali young born after the exile lacked pinion feathers, though 
none knew why. Unable to fly, the Ixal could no longer hunt as they once 
had. Their new lives, then, were characterized by spl'city and wfi'ering. 
To escape such hardships, the Ixal began to consider a return to the 

Twelveswood. Around the year 1360, the tribe united and marched 
on the Shroud, intent on fulling timber. The Wood Wailers met their 
advance, and repulsed the invaders after a pitched battle. However, 
the Gridanians' victory was hard-fuvght, and claimed many lives. This 
spuned the woodland city-state to create the Gods' Qi!iver-an elite 
fun:c charged with watching fur fureign incursions into the furest. 

THE AUTUMN W AR 

In the t,468th year of the Sixth Astral Era, King Manfred of Ala 
Mhigo suddenly laid claim to the East Shroud. He raised a mighty anny, 
and ordered it to cross the Vclodyna River-the true border ofGridania. 
In haste, Gridania sent its Wood Wailers and Gods' Qi!iver against the 
invaders. They met in the First Battle of Tinolqa, where Ala Mhigo 
triumphed over the defenden, and routed the Gridanians to Five Hangs. 

In the fuce of crisis, Gridania entreated the other city-states ofEorzea to 
dispatch their armies. Since ascending the throne, Manfred's unconcealed 
hunger fur land had not gone unnoticed by Ishgard, Ul•dah, and Liinsa 
Lominsa. In 1469, these three answered Gridania'S call with a great 
army. Reinfurcements at its rear, Gridania rallied and drove the invading 
army back to East End. There, in the Second Battle of Tinokp. the 
alliance furccs slew General Gylbardc of Ala Mhigo1 and Gridania was 
victorious in defending its borders. 

Known as the Autumn War, this conflict demomtratcd to the realm that 
Gridania had answered the elementals' call and stood reedy ro defund the 
Twelvcswood from all intruders. N cvcrtheless, in more recent times Ala 
Mhigo has f.illen into the hands of the Gar1£an Empire, and Gridania 
has done little to halt the imperial advaooe. At present, the late of the 
woodland city-state has grown uncertain. 

lllf 
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CHARACTERISTICS 

THE0RDEROF 
THE TWIN ADDER 

ESTABLISHMENT 

Amidst concerns of the Garlean threat, Gridania decided to raise its 
own Grand Company in 1r72.-a choice spurred by advice &om the 
Circle of Knowing. The Elder Seedseer Kan-E-Senna returned &om her 
communion with the elementals in the Twelveswood, so that she might 
directly oversee this body. Kan-E-Senna's quiet strength as leader of the 
0 rder of the Twin Adder has allowed her to adroitly keep G ridania•s 
citizens safu, and take command of matters military. 

SYMBOLISM 

The Order of the Twin Adder takes its name &om the two entwined 
serpents emblawned on Gridania's Bag, and carries the same meaning 
of unity. Some question, however, whether the symbol does justice to 
Gridania•s inhabitants, many of whom are not Elezen or Hyur. At one 
point, critics &om other races voiced their objections, and asked that the 
Grand Company consider other sigils. U ltimately, however, Gridania 
adopted the name and symbol because they wished to raise the Bag that 
Bew victoriously in the Autumn War. This historical allusion also brings 
to mind the aid of Limsa Lominsa, Ul'dah, and l shgard-and hopes that 
such a great alliance might again come to pass. 

The Order of the Twin Adder is comprised of fuur main units, and a fifth 
smaller one. Foraging and crailing fiills to the Blue Badgers, a unit of engineers 
and sappers that reauits from local Disciples of the Hand and Land guilds. 
Next are the Red Otters, an elite combat unit that draws select lancers, 
archers, and conjums from their respective guilds. Youth who wish to serve 
Gridania enlist in the White Wolves as combat troops. Fourth, the Black 
Boars provide logistics and support fur other units. Their ranks are funned 
of men and women who have retired from the ranks of the Wood Wailers 

and Gods' <lfilver. Finally, the Yellow Serpents-a unit consisting solely of 
adventurers- provide various aid to the other fuur when called upon. All of 

these are coordinated from the command center known as the Adders' Nest. 
The Wood Wailers and Gods' <lfilver have always cooperated with the 

order, but initially maintained independence in their command chain. Heavy 
losses at the Battle of Carteneau, however, prompted Gridania to reorganize 
its Grand Company. Thus, the Wailers and Bows were officially ushered into 
the Twin Adder after the Calamity. 

Ranger Units ii 
God's~ 
(~Hold) I 

Supcrvilioo 

YoodTallm 

I (Tailllagllaaqs) 

[--- - Ad_dc_rs_• N;~ ~ 
-··-· - - _________ _____ .. 
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Main Units 

Blue Badgen Red Otters 

White Wolves BlacltBoars 

TbeYcllo,rSapam 

Tasked with ddcnding the furut from within and without respectively, Gridania 's Wood 
Wailen and Gods' <l!!ivcr have grown adept at chasing roes through the <=sand warding off 
Inli wv balloons. H~, both furcco are ill-prepared to venture too fu outside the Black 

Shroud. By means of rcauiting well-traveled advenruren, the Yellow Serpents exist precisely to 

overcome this fuible. In ill eatly days, Serpent Commander Q_uinquerol Flll12int. an adventw'Cr 
bimsclE; led the unit until the Bat~ of Cancncau. U olomm:itely, he could never recover &om 

1 

the horron he lw! seen, and was discharged &om duty. Th<rcaficr, Vonaile Heuloix climbed 
from the nnk of Second. Serpent Commander to take the reins as High Commander. 

II 



KAN-E-SENNA 

"No road is closed to those true of heart." 

Eldest of three siblings of Padjali blood, Kan-E-Seona serves as head 
of the Seedseer Council-the central governing body presiding over 
affairs witlun the city-state of Gridania. As is common amongst those 
born into the prestigious Senna line, she was blessed by the Twelve 
with the gift of prophecy, her visions hauntingly clear and detailed. 
Before reaching her sixth nameday, she had already predicted a 
devastating fire and a locust infestation, earning her the position of 
Hearer at a remarkably early age. After rising to become the Elder 
Seedseer, she left Gridania to live in the forest with her siblings, 
where she served the city-state by communing with the elementals. 
As the number of rumors regarding unnatural phenomena began to 

swell, however, Kan-E-Seona was left with no choice but to return 
to the city-state, whereupon she oversaw the creation of the Order of 

the Twin Adder. A woman who has earned the respect of her people 
by always letting her actions speak as loud as her words, her affable 

demeanor belies her bravery. At the Battle of Carteneau, she wielded 
the white magic of the Padjal to save the lives of friend and foe alike. This 

remarkable display of compassion has won her renown throughout the realm. 
In her twenty-eight summers, Kan-E has developed a fondness for Mun-Tuy 

brew, and is surprisingly adept at the dances of mooglekind. 

Claustrum 

Within the G uardian Tree, eldest 
sentinel in the Twelveswoqd, dwells the 
great one. It is said this clemelltlll shook 
free a bough from the canopy, which was 
taken and carved into the Jcgcndary sl21f 
Claustmm. The wcapon'a name comes 
from a word meaning "liey," a& it is able 
to dispel all wards set by the elementals. 

SWETHRYK B ROOKSTONE V ORSAILE H EULOIX 

"l'II see my back bmik before refosing to bear 
a fol/en brother. " 

The Grand Serpent Marshal of the Order 
of the Twin Adder and brother to Captain 
Swethyna of the Wood Wailers, Swethryk 
Brooks tone once enjoyed fiune as a master 
of the lance, and even served as captain 
of the Wood Wailers. During a skirmish 
with the Ixal, however, he lost one eye 
when taking a blow meant fur another of 

his men. Swethryk subsequently left the 
Wailers and devoted himself to training the 
next generation in the Lancers' Guild. 
Upon the establishment of Gridania 's 

Grand Company, Swethryk's experience 
with command and grasp of tactics made him 

the perfect candidate fur Grand Serpent Marshal 
Wise in the ways of war where Kan-E-Senna is not, 

he is one of the Elder Seedseer's dearest advisors, and his hand has guided 
the Order through Carteneau and Gridania 's other hard-fought battles. 
When younger, the Grand Marshal of Midlander descent would spend 

his time off duty indulging in wine and women; however, now having 
seen forty-two summers come and go, he is content whittling wood into 
toys fur the city-state's orphans. 

"Yorsaile Heuloix of the Ord8r of the Twin 
Adder does not f!Wel," ~ / --- \ 
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The officer charged to lead the Wood 
Wailers' Yellow Serpen~s, Vorsail~ 
Heuloix learned the ways of war ftom the 
Lancers' Guild, and had left Gridania to 
seek his fortune as an adventurer before 
his twentieth nameday. Alongside Ywain, 
present master of the guild, Vorsaile earned 
fume through notable deeds of bravery 

and cunning such as the discovery of lost 
pirate treasure on Vylbrand. As his renown 

grew, he ventured to Coerthas on a friend's 
summons, and there found employment 

~-_y with House Fortemps. Due to his impressive 
conduct as a mercenary in lshgard. he later 

attained a position high within the Order of the 
Twin Adder. After surviving the Battle of Carteneau, 

Vorsaile settled into his new role as Serpent ColJllilander following the 
discharge of Commander ~querol Flutaint. 
When not relaying orders to his units of able adventurers, the Wildwood 

Elezen ofthirty-thtcc summers can be seen engaged in heated matches of 
Triple Triad with any foolish enough to challenge him. 

.. , 



ORGANIZATIONS 

THE SEEDSEERS 
Amongst Gridania's conjurers, those elite few who can sense the voices 

of the elementals are known as H carers. As leaders to these H carers, 
Sccdsecrs are repoitedly the mightiest men and women of their age, and 
called to duty by the great one-eldest of the Twelveswood's ruling spirits. 
As one might expect, almost all Seedseers are Padjal-attuned as they are 

RAYA-0-SENNA 

"We Are cowArds, All uf us. 
TbAt which we do not 1mderstAnd instills foAr 
within HJ, And so we !Ash out," 

Secondbom daughter of the Senna funily and 
the second Seedseer, Raya-0-Senna is less 
sensitive to the elementals than other Padjal. 
However, she makes up fur her lack with an 
unrivaled talent fur whire magic. Her mastery 
over cleansing and purging magicks eclipses 
Kan-E-Senna's own art, and Raya-0-Senna 
has disposed of many bandits and beastkin in her 

time. As might be expected, she has a spirited 
personality, and can be quite forceful when the 

mood is upon her. In her wake, one can reliably 
find K.upcha K.upa and Pukni Pakk, two Moogles 

who serve Ll.tc Hearer with fierce loyalty, despite the 
endless barrage of taunting they arc made to endure. 

In her sense of purpose, Raya-0-Senna is unyielding. 
However, it is also rumoted she reels the heavy burden of being a Seedseer 
keenly, and despite. only recently seeing her twenty-first nameday, worries 
she may never be wed as a result. 

THE SEEDSEER COUNCIL 
The Seedseer Council is a forum for Hearers to share what they have 

learned from the elementals, and decide matters of stare. In eflect, the 
Council is the highest power in the land, and the arbiter of Gridanian 
law. One must wonder, therefore, why they conduct their business at 
the Lotus Stand, an outside area with no roo£ Scholars contend that this 
is fur the benefit of the elementals, so they may watch the proceedings. 

to the will of the elementals. While it is rare for more than one Seedseer to 
exist in any given period, history holds numerous exceptions to this rule. 
In the present day, for instance, Gridania has three Seedseers: Kan-E, 
Raya-0, and A-Ruhn, all siblings of the Senna line. 

A-RUHN-SENNA 

"We All uf us cAn Accomplish for more thAn 
we dAre imAt},ne." 

The youngest son of the Senna line at 
eighteen summers, A-Ruhn is the third 
current Seedseer. In all five hundred years 
of Gridanian history, no one else has rivaled 
his ability to commune with the elementals. 
Their voices rang loud in his mind from an 
early age-more clearly in fact than even the 
words of his fellow men. Accordingly, he had 

difficulty communicating with other Gridauians 
for a time. Through his sisters' devotion, 

A-Ruhn-Senna has grown into a fine young 
man, yet still struggles to make conversation 

and rarely seeks the company of others. For a long 
while, he took fondly to a staff which had a strange 

fu:e upon it and rattled when magic ran along its length. Of 
late, however, he may think it too childish for his position. One childhood 
luxury that he will never deny, however, is a ripe sprite apple, freshly 
plucked from one of the Twelveswood's orchards. 

While decisions are put to a vote, policies sometimes reflect the will of 
the elementals more strongly than the opinions of the H carers. 

Following the Calamity, however, this system has changed. Faced with 
the challenges of the Garlean Empire and rebuilding, Gridania could 
scarcely afford time spent in debate. Thus, the Council has vested its 
full power in Kan-E-Senna until such a time as the danger has passed. 

0-APP-PESI 

"Being A serVAnt ef the .fonst, naHght would delight me more thAn to 

see all living brings Abiding with one Another in hArmony." 

A Hearer, Brother 0-App-Pesi was given to the care ofStillglade 
Fane in accordance with ancient law. There, Brother E-Sumi-Yan 
raised him, and instructed him in the ways of conjury and communing 
with the elementals. 0-App-Pesi's talents grew mightily, so much 
so that scholars believe he could have been Sccdsecr in another 
age. In this one, however, the birth of Kan-E-Senna precluded 
that possibility. 
With a passion fur the written word, 0-App-Pcsi has lmowledge 

of legend, folklore, and all manner of history. Indeed, few are as well 
versed in the ancient Allagan Empire. Since the recent pa.55ing of his 

thirty-sixth nameday, he has been entruSted with dispelling Odin, the 
Dark Divinity who has roamed the Black Shroud since the Calamity. 



B" THE Woon WAILERS 
The Wood Wailers originate in a group of young spearmen, who 

assembled under the auspices of Captain J osselin shortly after the found­
ing of Gridania. This, the first company of Wailers, was tasked with 
defi:nding the Twelveswood-per the woodland city-state's covenant with 
the elementals. Since then, the Wailers have protected the forest from 
internal strifi:, and become masters of the spear. They keep the peace 
from garrisons in Gridania proper to posts in its hamlets and watchtowers 
scattered throughout the Black Shroud. For good measure, they also 
dispatch patrols in the woods. 

Wailers' masks signify that they will do their utmost to protect the 
forest and its inhabitants-even at the risk of incurring the wrath of the 

elementals if needs be. The elementals, however, distinguish between 
men not by their races, but rather by the appearance of their souls. As 
such, there is little scholarly consensus over whether the masks have any 

effect whatsoever. 

I Organizational Structure 
First Spears: Recruitment 2nd Tr.tining 

Serond Spean: Gridania Proper 

Third Spears: Centnl Shroud 

Fourth Spears: E"'t Shroud 

Fifth Spears: Northern South Shroud 

Sixth Spean: Southern South Shroud 

Seventh Spears: Eastern North Shroud 

Eighth Spears: w .. tem North Shroud 

Ninth Spears: Poocher Eradication 

Tenth Spears: West Shroud 

SWETH YNA BRO OKSTONE 

"We protect the wood with our lives!" 

Swethnya Brookstone leads the Wood 
Wailers, having assumed command at a 
young age after wounds forced her brother 
from the position. In the fifteen years since, 
she has worked to defend the Black Shroud 

S wethyna is ever training, seeking to 
surpass her own best effurts. Men under 
her command without the same tenacious 

disposition, however, may find her methods 
tiring or even frustrating. Nevertheless, 

there can be no doubt S wethyna is a leader of 
superior talent, and has gained much respect as 

a result Born in the same year, 0 -App-Pesi and 
Swethyna arc close friends, and have entered battle 

together on more than one occasion. By all reports, the 
Midlander remains unwed at thirty-seven summers, claiming to enjoy the 

spiritual respite granted by a glass of wine taken in solirude. 

THE Gans' Qg1vER 
Compared to the Wailers, the Q\!_ivermen have a short history. Esta!): 

lished in 1~6~, the Gods• Q\!.iver were a response to the Ixali attack 
a year earlier-a means of ensuring the Shroud never again be caught 
unprepared for foreign attack. P resently, the force consfsts of twelve 
units, with exactly one hundred fifty men apiece, and their ranks are filled 

primarily with archen1. They are Gridania•s eyes, watching for any trace 
of outside incursion from the watchspires throughout the Black Shroud. 
Most often, this threat comes in the form of IXlll, and Q!!ivermen train 
long and hard to repel the beastmen raiders and their war balloons. 

Unlike the Wood Wailers, men and women of the Gods•Qi!iverdo not 
remain stationed forever in a single garrison. Instead, they rotate between 
posts, to learn the terrain and thereby ready themselves to challenge fucs 
anywhere in the Twelveswood 

I Organizational Structure 
The QJ.iiver'• Rams (The White Rams): ut Bow Miah Molkot 

The QJ.iiver's Bulls (The Gold Bulls): JSt Bow Mourecluux the Unbroken 

The QJ.iiver'• Twins: 1st Bow Mianne Thousandmalm 

The QJ.iiver's Crabs: tst Bow Coiled Serpent 

The QJ.iiver's Lions: nt Bow Joseph Seolc 

The QJ.iiver's Virgins: 1st Bow G'pala'bah Dora 

The Q...wver's Scales: tst Bow R.aghu'to Zhw2n 

The Q_wver's Soorpiollt: ur Bow Cbroise Auberle 

The QJ.iiver's CentllWI: tst Bow Galfrid Mossback 

The Qi.iiver'• Goats: 1st Bow Triaine the Youngest 

The Q_uiver's Ewen: 1st Bow Dhehi Pobali 

The QJ.iiver'1 Wh2les: ut Bow Lewin Hunte (Godo' QJ.iiver Bowlord) 

L EWIN H UNTE 

"I rnn this rabble uf chocobos• arses what call 
themselves archers." 

Son of a hunter, Bowlord Lewin whiled 
away his childhood tracking game through 

the Twelveswood, bow in hand. Yet, 
so true did his arrows fly as to catch 
the attention of the Gods• Qi!iver, who 
beckoned him warmly into their ranks. 
Lewin rurned away their entreaties for a 
time, until tragedy befi:ll him. The love of 

Lewin's lifi: went missing but a fi:w days 
after they were married, only to reappear 

later in the woods-with an Ixali spear in her 
back. After a humble funeral, Lewin marched 

directly to the headquarters of the Gods' Qi!iver, 
where he has served defi:nding the wood from foes fur 

over thirty summers. Now fifty and fuur, the weathered 
Midlander takes his leisure tending to the lilies of his garden. 



r 
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NEW GRIDANIA 

By the shores of the Jadeite Flood, New Gridania lies in the south of the city. Due to a vast effort to expand and improve 
some two hundred years past, its structures are-as the name would imply-somewhat newer than others. 

BLACK RABBIT TU.Dt:llS 
CoNSJGNOa. 

MAISENTA HAWKE 



II BLUE BADGER GATE 
One amongst the great gates of Gridania, the Blue Badger Gate takes its 

name from the mythical creatures that stand guard over the fuur cardinal 
directions. It opens onto the Mistalle Bridges- named fur the fuunder of 
the Lancers' Guild-and leads to the Central Shroud 

m THERoosT 
Run by an innkeep ruuned Boyle the Bold and manned by his loyal servant 

Antoinaut, the Roost is the most famous of all Gridania 's hostelries. With 
an airship landing fur Highwind Skyways, one can reliably find all manner 
of people under its roof-from adventurers to travelers to merchants. 

I The Carline Canopy 
Nestled within the Roost, the Carline Canopy is Gridania 's furemost 

tavern. The establishment's namesake flower apparently holds some 
sentimental value fur the owner, Mother Miounne. The Canopy also 
allows the Adventurers' Guild a counter, making it a convenient meeting 
place fur travelers. 

m FIGAGA's GIFT 
An immigrant shipwright originally drew up the plans fur this great 

waterwheel His intent was to build it in thanks fur the kindness shown 
him by the minder of a watermill Uofurtunately, the shipwright took ill 
and perished before he could tum his idea into reality. His daughter-fur 
whom the wheel is named- labored mightily fur ten years to see his dream 
fulfilled. Today, it stands as a proud landmark ofGridania, and its unique 
"enclosed" design of the blades is recognized as an engineering wonder. 

m THE OAK ATRIUM 
Home to the Carpenters' Guild, the Oak Atrium houses both sawmill 

and workshop. Drawing from the power of Figaga's Gift, the sawmill 
slices through timber with astounding speed, much to the satisf.tction of 
Gridanian workers. 

II ACORN ORCHARD 
Just behind the Oak Atrium, the Acom Orchard is a playground fur 

Gridania•s young and its young at heart. Crafted by the very best of 
Gridania's carpenters, the area's many playthings allow children to fuel 
with their own hands the grain of the fine furest woods, and thereby 
learn their properties. 

- ~IV .R'S HOLD 
This wooden citadel is the central seat of the Gods• ~ver, and serves 

as their headquarters when watching fur incursions of primal and fureign 
furce alike. From here, orders go out to each of the citp watchspiret, 
as well as those scattered throughout the Black Shroud ~ver's Hold 
also permits the Archers' Guild to use its practice butts, and on any given 
day ~vermen can be seen loosing shafts side by side with guild archers. 

DJ THE KNOT 
Surrounded by watermills, the Knot is a crossroads sitting cver-so-slight­

ly askew. Near the Aethcrytc Plaza, it connects Gridania 's most traveled 
thoroughfares. 

m THE ADDERS' NEST 
The Adders' Nest was built anew after the devastation of the Calamity, 

and serves as the headquarters of Gridania•s Grand Company. 

D WHITE WOLF GATE 
Another gate named fur a mythical creature of the fuur cardinal ditt,c­

tions, the White Wolf Gate leads to Berlends Bridges. Beyond these, 
however, dwell fearsome beasts aplenty, and the Wood Waili;rs do not 
permit travelers to pass through the egress fi:cely. 

D RED OTTER GATE 
A floodgate, the Red Otter Gate likewise takes its name from a mythical 

creature. It serves anglers who ply their ttade on the waters of the Jadeite" 
Flood in small skiffi. 



OLD GRIDANIA 

Old Gridania stands in an area of the J adeitc Thick cleared soon after the city-state'S founding. The busy center of the city'S 

commerce, it houses the Ebony and Rosewood Stalls-where can be fuund all manner of goods-and shops fumed throughout 
the realm, such as the Centallr's Eye and Fen-YU Fineries. 
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II THE EBONY AND ROSEWOOD STALLS 
The names of these stalls stem from a fanciful local tale, set some hundred 

years in the past When a child of the elementals perished, the rest of the 
spirits withdrew into themselves, stricken with grie£ Soon, Gridania was 
covered in a thick blanket of snow. As tree boughs froze and woodland 
creatures fled, the people grew disheanened. 

Seeking fuod fur their parents who had lost the will to live, a brother and 
sister entered the Twelveswood, and befure long became separated in the 
dark. However, they carried an ebony zither and rosewood pipe, and began 
playing to find one another. The beauty of the melody drew the elementals 
from their stupor, and dispelled the cold that had settled over the wood. 
Soon, lifu returned to Gridania-all thanks to the power of music. 

m W ESTSHORE PIER 
Near the Wailing Barracks, Westshore Pier serves as a benh fur the 

ferry, which wends its way through the Whispering Gorge to finally 
disgorge passengers in the East Shroud. 

m B LACK B OAR GATE 
Another of Gridania 's egresses, the Black Boar Gate, likewise comes 

from a mythical creature watching over the cardinal directions. 

m T HE CENTAUR'S EYE 
A f.unily of dedicated bowyers has owned this weapon shop fur over oni 

hundred and fifty summers, honing their considerable expertise through 
the generations. While the shop still specializes in archery, in recent years 
its inventory has grown to include lances and their like to better satisfy 
the demands of both Wood Wailers and outside adventurers. 

II APKALLU FALLS 
Named after a f.tiled attempt by an ambitious Gridanian merc~t to 

hatch and breed apkallus in the !inn, Apkallu Falls is most remembered fur 
serving as a place of meditation fur the late Louisoix Levcilleur, Circle 
of Knowing Archon and hero of Eonea. 

II F EN- y LL FINERIES 
Along with Sunsilk Tapestries in Ul'dah, Fen-Yll Fineries offers the 

highest of Eon.can fuhion. So popular are the leather goods of the store's 
best attisans that customers commonly wait moons-if not years-between 
placing and receiving their order. 

DJ MIH K HETTO'S A MPHITHEATRE 
With her own coin, the famed minstrel Mih Khetto raised this open-air 

amphitheatre. Upon completion, she made a present of it to Gridania, 
her birthplace. After no small debate, scholars have concluded that the 
amphitheatre's acoustics-which possess a quality unheard elsewhere in 
Eorzea-derive from the ponds behind the stage. 

m THE W HISTLING MILLER 
Local history has it that the first owner of this mill secured the custom 

of passersby with an airy whistle-hence the present-day name. In addition 
to selections of finest rye and wheat flours, the Whistling Miller does a 
brisk trade in numerous cooking oils. 

D G REATLOAM GROWERY 
Home to some of the richest, most fertile soil in the Twelveswood, fur 

hundreds of summers this land was the private propcny of an affluent 
family of merchants. In an unexpected move of f.uth-inspired philanthropy, 
the family donated the acreage to Gridania in the name of the goddess 
Nophica. Currently, the Botanists' Guild maintains the Growery, doling 
out small plots of land to the most promising members of its order. 

D YELLOW SERPENT GATE 
Raised after the Calamity, the Yellow Serpsnt Gate is the newest 

addition to Gridania's main entrances. Following the tradition of the 
other gates, it is named after the mystical creature that keeps vigil over 
the meeting of north, south, east, and west. 

1B N OPHICA'S ALTAR 
Devoted to the Matron, this altar consists of a great stone platter set 

within the hollow of an ancient tree. When celebrating plentiful harvests 
or festivals held in the elementals' honor, Gridanians lay gifts of grain, 
fruit, meat, and fish in heaping piles befure the shrine. 

[I STILLGLADE FANE 
Stretching furth beneath the roots of a mighty tree, Stillglade Fane is a 

space fur the quiet contemplation of conjuren. In the silence, many take 
to the alcoves of the cavern, and burn exotic incenses to heighten their 
senses. In this, they seek to catch the whispering voices of the elementals 
that elude the common man. 

II T HE W AILING B ARRA<:;:Ks 
Headquarters of the Wood Wailers, the Wailing Barracks hold a guard­

house, facilities where townsfolk might seek the Wailers' counsel, and a 
small gaol fur those criminals who disturb the peace of the Twelveswood. 

l ll l 



THE GUILDS 

~ THE ARCHERS' G U ILD 

The Archers' Guild began lifu within the Trappers' League, a body 
existing to promote brotherhood amongst hunters. From its advent, the 
League decided where and when game could be taken in an effort to 
maintain peace with the elementals. In time, the hunters took to friendly 
competitions in bowmanship, and eventually a group split away to devote 
themselves to their weapon of choice. These were the founders of the 
Archers' Guild. 

Gridanian arcliery itself emerged from a history of strife betwixt two 
traditions: tcehniques of the longbow, beloved of the Elezen, and of the 
shortbows, developed by the Miqo 'te hunters. The Elezen sought to 
defend the fbrest, and clashed mightily with the Miqo 'te, who poached 
its creatures for their meat. The two ultimately reached an accord, and 
merged their archery techniques into a unique sryle not found anywhere 
else in the realm. 

"' THE LANCERS ' GUILD 

First used by ancient hunters, Elezen have held the lance in high regard 
since times of eld. Those who migrated to the Twelveswood were no 
diffi:rent, and it is even said the polearm was the weapon of choice for those 
of royal blood in Gelmorra. The lance maintained its import in the founding 
of Gridania as well, gracing the hands of the newly-formed Wood Wailers. 
While the Wailers pursued mastery of the spear in their own quarters, tid­

ings of their skill spread throughout Eorzea. Men &om all lands converged 
upon the woodland city-state to try their skill against the Gridanians. 
Only one hundred years ago, however, did someone realize the value 
of these practice bouts. Mistalle, a captain of the Wailers, saw that he 
might learn foreign styles through sparring, and resigned his post to found 
the Lancers' Guild. Current Gridanian technique owes its existence to 
Mistalle's insight and efrorts, and embodies traditions of the spear &om all 
comers of the realm. 

~ THE CONJURERS' GUILD 

The Fifth Astral Era saw a blossoming of magic, and grand civilizations 
arose with command over a thousand and one varieties of the arcane 
arts. However, after the War of the Magi triggered the Sixth Umbra! 
Calamity, the practice of magic was strictly forbidden. Though much 
knowledge was lost, some modest magicks, low in risk and easy to wield, 
have survived into the present day. 

The Gelmorrans were the heirs to such small spells, and explored the 
arcane arts as beat they could. The mages who first communed with the 
elC111entals learned much from the beings, particularly how to harness 
the forces of nature. From this grew a furm of 11:\agic in Gridania known 
as conjury. Practitioners established the Conj1JtCrs' Guild, and there 
instruct Hearers in their spells. From its rounding, the guild has worked 
to prevent the ibngerous abuse of magic, and today opens its doors even 
to adventurers seeking to learn of conjury. 

L UCIANE CORNE 

"A11J half-wit can bend the bow, but it ,s no simple 

undertaking to become a skilled archer." 

Guildmaster Luciane greatly admired her futher, a 
leader within the Gods' ~ver. By imitating him, 
the Wildwood Elezen grew into an archer whose 
skills left those around her in awe. While her father 
advised that she follow in his footsteps and become 
a ~verman, Luciane had found her passion in 

attaining mastery of the bow. She thus chose to seek 
her fortune at the Archers ' Guild, and there became 

a leader in her own right. At the compilation of this 
tome, the guildmaster had seen thrity and three namedays. 

Y WAIN D EEPWELL 

"Tbat a lancer's courage can only be forged in the midst 
of fl"at d"nger is vain!Jorious tripe. A lancer's cour"ge 
is the product of compos11rt and r,solve." 

Though once a Wood Wailer, Ywain was dis­
charged from service when he took the blame for a 
lapse of judgement by Landenel, his dearest friend 
and the son of a criminal. Swethyna Brookstone later 

learned of Y wain's innocence, and offered apology 
and urged the Midlander's return &om roaming as an 

adventurer. In fuct, it was she who nominated Ywain as 
master of the Lancers' Guild-a position he still holds at 

the middling age of thirty and six. 

"Some bHrtUns art too heavy to bear 
even for those so favmd to ..bid,." 

Eldest of the Padjal in Gridania, Brother 
E-Sumi-Yan claims that he stopped counting the 
number of years in his lifi: after his hundredth 
nameday. As such, scholars can only speculate as 
to his actual age, though many believe him to 

have seen no fewer than two hundred and thirty 
summers. Regardless, his knowledge is rich and 

deep, and he has used it well in educating a great 
many younger PadjaL He is well suited to his present 

position as master of the Conjurers' Guild. 



THE L EATHERWORKERS' 
GUILD 

For many years, the Trappers' League has kept a close eye on hunters 
in the Black Shroud. Thus, in spite of the Twelveswood 's seeming abun­
dance, animal hides are scarce and valuable. A group of artisans furtned 
the Leatherworkers' Guild to ensure the fair and impartial distribution of 
these leathers. They practice their trade with thanks ever in their minds, 
and gratitude fur the animals whose lives they must take fur their materials. 
As a consequence, the guild is careful to reduce waste to the bare minimum 
as they craft long-lasting, durable goods. This rigid creed has resulted in 
the realm-renowned Fen-YU name, a brand synonymous with the highest 
quality work of the best craftsmen. 

"Th, ,my thOHf,ht ofsom, two-gif hid, mangler claiming 

to reprmnt this g,uld makes m, w,snt to- G,suh !" 

Geva is master of the Fen-YU Fineries and 
the Leatherworkers' Guild. Her patterns are 
funed throughout the realm fur two reasons. 
First, they are the height of elegant design. 

Second, they waste not so much as a scrap of 
hide, and thereby honor the creature's sacrifice. 

Within the guild halls, Geva is a terror-ever 
scowling, and quick to give a tongue-lashing to 

even experienced craftsmen. Within the twenty­
nine-year old Midlander's own home, however, she is 

reputedly a kindly and loving mother of two. 

'" THE CARPENTERS' 
~ GUILD 

To say that carpentry arose with the founding of G ridania is no 
understatement. After gaining the elementals' permission to full trees, 
citizens have used wood in all aspects of life-to build their city, their 
homes, their tools, and the weapons with which they defend the forest. In 
time, they also harnessed the power of waterwheels fur milling lumber, 
which allowed for carpentry to grow in scale and efficiency. In fu:t, the 
loose association of woodworkers that funned to manage the watennills 
eventually solidified in the Carpenters' Guild. Thereafter, the guild has 
acquired its materials from the woodcutters of the Botanists' Guild, and 
transfonned them into all manner of wonders. 

" You must b, rh, wood." 

Few men, if any, have a greater passion fur 
wood than Beatin. Master of the Carpenters' 
Guild, he leads his fellow woodworkers by his 
motto, "Know the wood, be the wood, and 

love the wood." While the Wildwood Elezen of 
thirty summers is a true master of the trade-from 

the roughest hewing to the finest carving-his 
occasional jests are reportedly less finely crafted. 

~ THE B OTANISTS' 
GUILD 

The Botanists• Guild can trace its roots to an organization furtned in 
Gridania•s infuncy. To gather the forest's bounty, men needed the pennission 
of the elementals-and asking questions necessitated the presence of a 
Hearer. Befure long a group had formed around these intennediaries so 
as to understand the elementals' intent In time, these men and women 
created the Botanists' Guild. 

In many ways, the guild remains unchanged by time: it still abides 
by a plan drawn up by Hearers, and harvests Bora with the greatest of 
care. Botanists are also shepherds of the forest, planting saplings in the 
place of trees they full, and have taken to tending gardens in the city and 
surrounding villages. 

FuFU CHA FucHA 

"Nature is an 1m1,ntim,nral creature. Sh, m"J 
provide for DIV' .w,y n,ed tod4y, onlJ to rake it ,JI 

aW"J on th, morrof/J," 

A rarity in Gridania, Fufucha Fucha is one 
of few Dunesfulk Lalafells who call the sylvan 
city-state home. Though born in Thanalan, an 
Amalj 'aa raid forced her from the deserts as a 
child. Her family found salvation in the Black 
Shroud, and it is widely believed that she aspired 

to become master of the Botanists' Guild in order 
to protect the forest., and repay the goodwill of the 

furestborn who welcomed her so many summers ago. 
A hoary sentinel amongst the green aplings she calls her 

students, Fufucha 's youthful countenance belies her furty and 
four years. 



Tbc area of the T welv"wQQGcloscst to Grid~ the "Central Shroud is rich 111 water: in its north lies the Jade1te Flood, in 
the south sit twin lakes known as the Mirror, and in its interior flow the East and West Vein streams. As one might expect, 
the Central Shroud is home to a veritable host of flora species. 

JADEITE FLOOD 
The shon:s of the Jadeite Flood form Gridania's southern edge. Its 

color--a deep gtcen-is a reflection of the fon:st canopy shimmering 
upon the water'• surf.ice. 

I Gilbert's Spire 
This watc:htower is named in honor of Gilbert Trucshot, a hero of Gridania in 

the early d:ry1 of the ti'ty-statc. An archer of cz:traordinary skill, he was the first 
to carry the vaunted title of Godsbow. 

I The Bannock 
Built around the stump of a fallen heavcnspillar, the Bannock serves as training 

grounds fur Order of the Twin Adder iniriates. There are several theories 
regarding the origin of the area's name, some claiming it is taken from the hatd 
tack issued to Grand Company recruits, others that it is derived from the training 
stump's resemblance to those selli;ame rations. 

THE STANDING CORSES 
When Bahamut descended upon the realm, his fiery onslaught turned the 

Standing Corses to ash. Hardened in the inferno, the trees now seem the 
withered husks of men, crouched together in eternal agony. 

I Spriggan Dig 
Alier the Cahunity, spriggans ronverged on this area in search of corrupted crystals 

in such numbeB that the place became their dominion. However, in the five years 
since, they bave dcv.oured almost every aystal, leaving the place a bare wasteland. 

SORREL HAVEN 
Sorrel H aven takes its name from f.illcn sorrel leaves-a common herb 

found throughout the Black Shroud, but in abundance in this particular 
a=-which tum the damp fon:st floor a distinctive purple brown. 

I Haukke Manor 
Long frowned upon hy the people of Gridania as a symbol of excess, the 

Scedseers would finally submit to pressure from the citizenry, selling the deed 
to the manor to Lady Amandine of House Dartancours. The word "Haukke" 
is of ancient Padjali origin and means, "to speak without words." 

I Sanguine Perch 
The dearligaus made Sanguine Perch their roost when they came to the Twelves­

wood-though from where, no one knows. By all accounts, they have turned it into 
a nightmarish scene by hanging the llesh of their prey upon branches fut keeping. 

IHopesecdPond 
Hopesecd Pond furmed where a liagmcnt of Dalamud left a &acturc in the 

ground. Oue to an qverwhclming earthen aspect in the area, the flora around the 
pond's banks have grown at an unnatural rate. 

B ENT BRANCH 
With a name describing the crooked intersection of two trade-heavy 

thoroughfures, Bentbranch is the starting point of the Furline, which 
wends its way northwest to Coerthas, and the Lumberline that proceeds 
to Thanalan in the south. 

I Bentbranch Meadows 
Once Moogle's Gift Mounts was established and its rookery stocked with 

Ishgard's finest birds, it was not long before an entire settlement had grown 
up around the stables. The trademark balloon tethered to the main building is 
actually an Ixali war vessel claimed by chocobokecps after it became tangled in 
a nearby tree and was abandoned by its riders. 

I Galvanth's Spire 
This watchtower takes its name from Galvanth the Dotninator, a ruler during 

the later days of Gelmorra. Legend has it that he could slay ten lxal with one 
thrust of his great polearm. 

I The Matron's Lethe 
As iffurgotten by Nophica Herself, one mighty tree root endures upon a sheer cliff 

created by geological upheavals of the Calamity. As this allows fur passage upwards, 
the Gridanians have seen it as a blessing, and taken to calling it the Matron's Lethe. 

I The Mirror Planks 
A pier built by the fishermen who earn their livelihood on the lake, the Mirror 

Planks also service logging convoya. Of late, it is where th~ forry puts in to take 
adventurers to their residential distriets. 

I Lilystone 
A boulder appearing suddenly upon the Mirror, Lilystone is named fur the 

water flora that sprouts in abundance nearby. 

I Everschadc & The Guardian Tree 
Having seen over a thousand summers, the Guardian Tree is purportedly 

the oldest arbor in all the Black Shroud, and home to the great one-an elder 
elemental who watches and presides over the furest 's denizens. The ftuit borne by 
the tree resembles a plum and i& fi<lught after across the Three Great Continents 
fur its curative properties. 

I The Tam-Tara Deepcroft 
The Tam-Tara Deepcroft was once an underground burial site fur Gelmorrans, 

and still serves the people of Gridania. It has also gained renown as the final 
resting place of Galvanth the Dominator. 

GREENTEAR 

Just beyond the waters of the East Vein, Greentear is a stretch of forest 
wherein the elementals have permitted men to harvest timber. As such, the 
air is always thick with the sounds of woodcutters chopping and sawing. 

I Gabineaux's Bower 
A small cabin fur loggers of the Botanists' Guild, Gahineaux's Bower takes its 

name from the woodcutters' hardworking overseer. 

I Naked Rock 
A section of cliff fuce that has fullen away to reveal the rough surface beneath, 

Naked Rock is a nest fur vicious raptors-" fuct many a traveler has stumbled 
upon ( or into )-only after it was too late. 

I Spirithold 
A strucrure initially built in the days of Gelmorra, Spirithold has fuund new 

use as a prison to hold enemies of the furest while they await judgment-though 
whether the same can be said after the Cahmity is unclear. Some also rerer to 
the crumbling ruin as Warren's Hold, afi:cr the cells' first gaoler. 



The west.cm tdge of die East Shroud sits near Gridania proper, and is the center of the citf-ttate 'a thriving apidattunl 
industry. Its eastern sectlonf arc the demesne of the sylpbs-plmt-like beastmen, many of whom do not take kindJJ tq the 
presence of trespassers. Finally, one can find a Garlean stronghold in the southwestern reaches of the East Shroud-a feat of 
imperial engineering completed shortly befure the Calamity. 

THE HONEY YARD 
The plethora of blossoms in this area makes it the ideal locale for 

beekeepers to set up their wooden hives. Unfortunately, the Honey Yard 
also draws all manner of fiends hungry fur honeybees and their golden 

syrup. 

I Sweetbloom Pier 
Bordering the Whispering Gorge, Sweerbloom Pier serves as a port of call 

fur the ferry tr.>. veling to Gridania. W airing passengers can enjoy the sight of 
countless wildflowers, and the scent of nectar wafting through the air. 

I Fullilower Comb 
Led by Rosa Hawthorne, the beekeepers of Fullilower Comb have gained 

renown fur the excellent honey and beeswax their hives produce. 

NINE IVIES 

As the name would suggest, Nine I vies is known for the many species 

of ivy found in the area. The Order of the Twin Adder have increased 

their presence in the area, keeping watch for both encroaching sylphs 

and Garlean forces. 

I The Hawthorne Hut 
Named after the legendary H awthomcs, scourge of the mountains, this hut is 

home to the current generation of the family. Relic, the patriarch and retired 
adventurer, welcomes visitors into his small cottage so that he might enjoy their 
company and tales. 

1J osselin's Spire 
Both Wood Wailers and Gods' ~ver are stationed in this strategically located 

watchtower, named fur a legendary captain of the W ailcrs. 

I Amarissaix's Spire 
Built in haste to monitor the Garlean furccs who recently marched on the 

Twelveswood from the northeast, Amarissaix'a Spire is Gridania's newest 
watchtower. It takes its name from a leader of the Gold Bulls, who perished in 
the Battle of Carteneau after valiantly engaging the imperial army. 

I Little Solace 
Little is the solace granted to those sylphs who would voice their opposition 

to the summoning of the Lord of Levin. Little is the solacc bequeathed upon 
those who would abandon their homes in the Sylphlands and shun their frenzied 
brethren. Thus, it is only through fraternity that those sylphs may ultimm!y find 
solace, however little it may be. 

I Castrum Oriens 
Behind this Garlean outpost stands Baelsar's Wall, and behind that lies Gyr 

Abania-a region of the imperially occupied Ala Mhigo. 

LARKS CALL 

While the songs of its namesake birds do fill the air, Larkscall is a bufier 

betwixt Gridania and the S ylphlands. Adventurers and travelers are to 

enter at their own peril. 

THE SYLPHLANDS 
The domain of the beastmen of the Black Shroud, the Sylphlands are 

filled with the "touched" followers of Ramuh. Hosnlc to ollt5iders, 

these thralls of the wizened primal have fostered poisonoua mushrooms to 

protect the region, driving the environment to the precipice of cataclysm. 

I Moonspore Grove 
In this swathe of the Sylphlands grow moonsporcs, gargantuan fungi that purge 

foul elements from the air. 

I The Seedbed 
Illuminated in the soft glow of countless moonspores, the Seedbed ia an ancient 

arbor-rumcd-nurscry used by the sylphs to grow and incubate their offspring, 
also known as podlings. 

I The GoldleafDais 
S ylphkind f.ashioned the Goldlcaf Dais, that they might hold gatherings and 

celebrations. 

I Hanging Barbs 
One can find the curious dwellings of the sylphs precariously suspended from 

tree limbs in the Hanging Barbs. 

THE BRAMBLE PATCH 
By reputation, the mighty thorns of the Bramble Patch are a playground 

to the moogles. Indeed, they seem to enjoy provoking tlte local beastkin 

and treants and watching the chaos that ensues as the creatures attempt 

in vain to pursue the mischief-makers into the Patch's prickly depths. 

I The Sanctum of the Twelve 
Thia skyscraping ivory cathednl was built fullowilig the Age of Enc!lcas 

Frost-a dark period in which the realm was overrun with &mine and disease-to 
serve as a place of refuge and rcsp;te fur all who 1011ght succor. Soon after, 
however, it fell into ruin and was all but fursottCD-until the advent of the 
Seventh Umbra! Era saw need fur its rise once again. · 

'It? 



In daY9 of yi:,re, the city of Amdapar flourished amidst the trees of the South Shroud. Now, the Lumberline cuts ~ugh the 
area from north to south, and the merchants traversing the trading route must be wary of brigands with an eye fur theu wares. 

UPPER PATHS 
An area through which the Lumberline passes, the Upper Paths lie close 

to Gridania in the northern tip of the South Shroud 

I Buscarron's Scar 
Following the Calamity, Gridania shifted the fucus of its surveillance network. 

Thus, thoug_h it was once manned by a sentry named Buscarron, this lookout 
post has long since fillcn into disuse and disrepair. 

I Buscarron's Druthers 
The Druthers is run by a disenfranchised cx-sentry-turned-tavemkeep and 

welcomes all manner of fulk, from upstanding to unsavory, so long as they fullow 
Buscarron Strongann's simple rules of etiquette: sit down, furget your worries, 
and savor your ile. 

I The Thousand Maws of Toto-Rak 
Named after a man,,cating creature from Padjali fulldore, the Thousand Maws 

of Toto-Rak was built on the site of a natural cave system beneath Silent Arbor. 
Until recently, it held all ofGridania's fuulest criminals, from arsonists to poach­
ers, but the completion of a new gaol closer to the city heralded its abandonment. 

llssom-Har 
In a thicket some distance from the path, the way to Issom-Har was opened 

by a rock that fell from the sky during the Calamity. Within the gaping hole 
slumber untouched Gelmorran ruins. What they contain, however, is a matter of 
no small speculation, as someone has placed a powerful ward upon the entranre. 

LOWER PATHS 

From Thanalan, the Lower Paths act as the proverbial doorstep of the 
Twelvcswood, and travelers passing through are greeted by the sight of 

Rootslake and ancient Amdapori ruins. 

I Camp Tranquil 
A Gridanian outpost, Camp Tranquil stands atop a stone towering over 

Rootslake. The Sixth Spear of the Wood Wailers is garrisoned here, led by 
funner Company of Ho-oes' member, Captain LandeneL 

I The Lost City of .Amdapar 
The Lost City of Amdapor had long been cloaked by the elementals so that 

none might stumble upon its terrible secrets. The Calamity weakened the area's 
earth aspect, however, and the place now wants fur a good cleansing of the fetid 
fungus that has infested its halls. 

I Rootslake 
Wi&e travelers take to the bridges that hang between the great rocks protruding 

from this muddy marshland. These provide safe passage over the heads of the fell 
monsters that COIIStlllltly prowl in the mire of Rootslake. 

I South Shroud Landing 
Constructed l,r Highwind Skyway. to serve as a landing fur cargo airships, this 

location was quickly abandoned when the imperial presence in the area became 
too large to ignore, Now the site i& used as a makeshift market where bandits and 
{'O"Chers peddle their ill-gotten wares fu &om the eyes of the law, 

URTH's GIFT 
Ancient writings tell that in exchange for her lifeblood, Lady U rth 

was able to seal the Dark Divinity Odin in a crystalline prison beneath 
a bubbling ~14pring. To honor her sacrifice, the land upon which she 
~ her last breath still bears her name. 

SNAKEMOLT 
Local legend has it that in ages past it was in this very spot that a great 

serpent shed its skin-a skin that remained, undecaying fur thousands of 
years until one day, it simply vanished, but fur a single scale. While some 
speculate that this creature was actually a wingless, legless wyrm, the 
matter remains a topic of debate within scholarly circles. 

I Amdapor Keep 
Created fur the defense of Amdapor, this stone stronghold was long hidden 

within the tangle of the Twelveswood. This was by the will of the elementals, 
who sought to keep it away from the prying eyes of men since the Sixth U mbral 
Calamity. However, even their wards could not withstand the most recent 
Calamity, and now Amdapor Keep is once again visible in the furest. 

SILENT ARBOR 
An area where the elementals permit hunting, Silent Arbor has been a source 

of concern in recent times: from trespassing poachers to roaming Duskwight 
bandits, too many disturb the woods' peace fur Gridania's comfort. 

I Q....uarrymill 
Once a deal had been struck between the Gelmorrans and the elementals 

allowing their return to the forest surfu:e, the Elezen began unea.rthing large 
quantities of boulders to build the fuundations of their new city, Gridania. The 
waterwheels of <2!!_arrymill were raised to power the hammers which rendered 
the massive stones into workable blocks. 

I Redbelly Hive 
Ono: the village of Boughbury, the original residents Bed their homes during the 

Calamity. A notorious band of outlaws known as the Redbelly Wasps have since taken 
the place as their own. Now, Rcdbelly Hive is the site of many a skirmish between 
the bandits and the Wood Wailers, who attempt to reclaim it fur the rightful owners. 

I Takers' Rot 

Takers' Rot serves as a lair to a band ofMiqo'te poachers calling themselves 
the Coeurlclaws. For Gridanians, who see these criminals as rotten to the core, 
the hideout •s name also serves as a curse upon the heads of these lawless hunters. 

I The Mun-Tuy Cellars 
These cellars ferment Mun-Tuy beans into beverages and seasonings, which 

are known throughout the realm as Gridanian delicacies. The network of cellars 
was much more extensive befure tremblors caused by the Calamity caved in more 
than three-quarters of the lermellling :md maruring chambers. 



Bordering the Ishgardian region of Coerdns; the North Shroud is the foremost battleground of the Gocw <l!yver, who must 
stand and defend Gridania from Ixali war balloons that fly down from Xelphatol in the northeast. 

TREESPEAK 

An area just beyond Gridania 's Yellow Serpent Gate, Treespeak gains 
its name from its closely-knit branches. When a breeze passes through the 

canopy, the rustling sounds as if the elementals are whispering to one another. 

I Treespeak Stables 
Treespeak Stables is operated by Moogle'a Gift Mounts. Its chocobokeeps 

make fine steeds of the noble birds that are bred and raised to adulthood at 
Bentbranch Meadows. 

I E-Tatt's Spire 
Like its brethren, this watchapire bears the name of a historical Gridanian 

hero: E-Tatt-Rai, a Padjal who made great contnbutions to the advancement 

of conjury. 

I Blessed Bud 
Thought to be the dwelling of an elemental. the Blessed Bud sprouted from a 

stump. It is said that passersby can feel the force of its vitality. 

P EACEGARDEN 

Peacegarden serves to honor the memory of the mages who first spoke to 

the elementals, and thereby allowed Gridanians to live in the Twelveswood. 

I Hyrstmill 
Though itself only a small hamlet on the edge of the North Shroud, Hyrstmill 

is perilously close to Ixali territory, and serves as an imponant supply outpost 
for the Gods' Q.!!jver. Hyrstmill also is surrounded by various ruins significant 

for the study of history, as well as seemingly out-of-place creatures such as the 

deepvoid dcathmousc. 

ALDER SPRINGS 

Once a vast grove of giant alders, the flames of the Calamity reduced 

t he area to a charred graveyard, leaving nothing of the ancient holt but 

its name. 

I Fallgourd Float 
To demonstrate a village need not fell trees to secure space, Fallgourd Float 

was built atop a lake. Though the project may seem strange to outside~ the 

villagers have grown quite fond of their bobbing home. 

I The Bobbing Cork 
Fallgourd Float's inn, the Bobbing Cork, promises its beds are so soft as to 

make the weary traveler feel light as a cork drifting upon a still pond. 

I F lorentel's Spire 
Florentcl, the legendary hero whose name the spire bears, is said to have been 

the lover of Eugenia, for whom another watchtower has been titled. 

I Finders' Bluff 
Miners from Ul'dah built this humble shack while they surveyed the mineral 

wealth of the surrounding areas. 

PROUD CREEK 

Of late, this area to the north of Fallgourd Float is thick with l xals 
who seem more numerous each day than the lasL 

I Gelmorra Ruins 
Beneath this area once sat the capital of Gelmorra, whence tunnels stretched 

out fu and wide. Now, little more than ruins of the great subtcrrane2l) city 
remain. 

I Ixali Logging Grounds 
The lxal have never taken well their banislunent from the Black Shroud; and 

to this day continue to fell the hoary sentinels growing on the forest's outskirts. 
Too heavy to drag back to their settlements in Natalan or faraway Xelphatol, 
the ill-gotten lumber is tied to balloons buoyed with lxali airstones and flown to 

the beast tnbe's homeland under the cover of nighL 

I Eugenia's Spire 
Following the other watchtowers, this spire takes its name from a hero of 

Gridania, and it is home to the White Rams. Located close to hali territory, 
the band of Q.!!jvermen stationed at this outpost enter the fray often and ficrttly. 

, . ., 



Amidst the arid <'le~rtf of ~thim Aldenard stands Ul'dah. a bustling commercial hub and ruler 
of the regions of Thall1lan! TI\e city rise$ suddenly from the malm upon malm of dusty wastes, 
protected from tht lo ing satlds by the embrace of a stalwart furtrCSS. 

OVERVIEW 

Flag 

Motto 

Ul'dah's flag bears upon a field of black a set of golden scales, 
which weigh the jewel of prosperity on the left and the Bame of 
might on the right This emblem itself originates in Belah'dia, 
where the scale weighed power and wisdom. Thus, the twin 
heirs to that ancient civilization took one sigil apiece: Ul'dah 
the flame, and Sil'dih the grapes of knowledge. 

For Coin and Country 

Government Membel'8 of the Ul Dynasty 

Leader 

cbim sovereignty by right of 
birth. Their will is carried out by 
the Divan, a group of eight viziers 
who oversee matters of bw, 
on=, engineering, the interior, 
commerce, war, religious affitirs, 
and palace affiun. However, the 
in8ucncc of sultans has becu w:w­

ing fur some time, and at present 
true power is wielded by the 
Sy,idialc, a council sat by six of 
Ul'dah's most elite and in8uenriaL 

Suhana Nanamo Ul Namo, seventeenth in the line ofUl 

---------
Ruling Body AJ a sultanate, all offices of goveroment serve to make manin:st 

the will and policy of Ul'dah's ruler. 

Racial Midlander Hyur: 30,i; Highlander H yur: 10% 

Hellsguard Roegadyn: 10% Distnoution Dunesfulk Lalaafcll: 40% 

Religion 

Guilds 

Other: 10,i; 

Note: The race of refugees are not re8ected in these numbers. 

N ald'tbal, overseer of the un­
derworld and god of oommcrcc, 
is the guardian deity of Ul'dah. 
While many believe thllt He 
is possessed of a dual nature, 
Ul'dahns see Hirn as twins. and 
worship N aid and Thaheparate­
ly. Since times of eld, the Order 
of N ald'thal has devoted itself 
to this wk, and encourages the 
devout to donate their coin-fur 
vmue in this life, and happiness 
in T hal's realm. 

Ul'dah is home to guilds representing gladiators, pngiliar., 
thawnatwges, goldamiths, weavers, alchemists, and miners. 

Industries 

Beliefs 

Diet 

Merchantry: With a gateway to the five seas and roads to all 
comers of the realm, Ul'dah has long 8ourished as a center 
of commerce. Today, countless companies and consortia-both 
large and small-operate within the city-state. 

Mining: Beneath the bods of Thanalan run countless veins of 
quality ore, and, as a res uh, a bustling jewelty trade has evolved. 

Textiles: In addition to crafting essential fabrics for everyday 
use, a large and prestigious apparel industry has grown under 
the auspices of an increasing number of wealthy people. As 
represented by Sunsilk Tapestries, a number of notable brands 
have become popular even outside of Ul'dah's borders. 

Medicine: Thanks to the tireless study of ailments at Frondale's 
Phrontistery, Ul'dah has established itself as a reputable produc­
er of alchenucal and traditional cures. 

Entertainment: The city-state oflcrs something fur seekers of 
pleasure, from gladiatorial displays in the Coliseum, gambling at 
the Platinum Mirage, and games of fortune at the Mandervillc 
Gold Saucer. 

In a city of merchants, everything has a price, and business 
is placed upon a nigh-hallowed pedestal. Shopkeeps show scant 
mercy towards their rivals, and anyone who is cheated out of 
coin is seen not as a victim, but rather as a fool To other 
Eorzeans, inhabitants of the city-state may seem as swindlers 
who worship nothing but profit Nonetheless, the core Ul'dahn 
values of hard work and daring have earned many men great 
fortunes in their lili:time. 

Few vegetables grow in the heat ofThana- • 
Ian, leaving Ul'dahn cuisine to consist largely 
of meats and insects, heavily seasoned with 

imported and local spices-though some claim • • 
this merely conceals fare that would normally 
be deemed unfit fur consumprion. Alcohol. 
on the other hand, is more highly appraised, 
as the arts of the Alchemists' Guild have led 
to distilling techniques leading to liquors of 
oomplex and subtle flavor. 



HISTORY 

THE R ISE AND FALL OF B ELAIH ' IA 

The dawn of the Sixth Astral Era saw a great suffed!Ja of magi. 
They had ruled the realm fur an age, yet their arts bad wrought great 
destruction, and many people demanded that magic be forbidden outright. 
Naturally, all those even remotely proficient in spe~ faced some form 
of persecution. Those rew who used sorcery to protect themselves &om 
the stones of fearful peasanrry were often subject to greater retnoution. 
The only path left to the magi was to flee and hide in the remote outskirts 
of civilization. 

As time passed, bitter memories became history, and history legend 
After several centuries, men had furgotten their fear of magic, and instead 
desired it anew as a means of military might. Thus, it was the Lalalellin 
heirs to the sorceries of Mhach-one of the civilizations of the Fifth 
Astral Era-who eventually sought to reclaim the rightful place of magi. 
Banding together, they made fur the wilds ofThanalan, and there used 
the arts of their furebears to find water fiowing beneath the parched 

lands. What began as a well became a town, and grew into the nation of 
Belah'dia by the year 737. 

T WINS APART 

Belah'dian civilization flourished in relative peace fur two hundred years. 
Yet all was to change in 964, when the sultan grew deathly ill and was 

confined to his sickbed. This triggered a fierce struggle between Sasagan 
and Sasawefu, his two sons, over who would sit the throne as rightful 
heir. The twins each called upon the soldiers loyal to them, and the nation 
was soon wracked by war. The sultan's death a year later did nothing 
to stem the fighting, and in 969 the princes decisively tore Belah'dia in 
hal£ Each then built a city anew in Thanalan-Sil'dih under Sasawefu, 
and Ui'dah under Sasagan. 

For centuries thereafter, the sibling city-states fuund cause to fight. 
However, it was the actions of King Lalawefu of Sil'dih in u;9 that 
would ultimately doom their relationship. Instituting flood control to save 
his nation's ailing economy, Lalawefu began to draw waters from the 
upper reaches of Ul'dah's source:The move was popular in Sil'dih, and 
the people proclaimed their monarch the King of Springs. The Ui'dahns, 
however, hissed curses at him through parched lips. The stage, then, 
was set fur war. 

T HE D EAD WALK 

In n77, a drought came over Thanalan and King Lalawefu succumbed 
to illness. This misfortune spurred Ul'dah to action, Sil'dih's sibling nation 
seeking to profit from the confusion. The full owing year, the city-state 
marched forth in full furce to reclaim their water source. The Sil'dihn 
elite, however, did not stand idly by. They united their nation in the face 
of the crisis, and met Ul'dah with their own army. The resulting war was 
long and bloody. Yet, despite countless summers of campaigns against one 
another, neither side could claim superiority, and the conflict showed little 
sign of drawing to an end 

In n81, however, Ul'dah found a means to break the stalemate-a 
powder, devised by the thaumaturges, that turned men's corpses into 
zombies. Having laid siege to Sil'dih, the Ui'dahns used their catapults 

to cast the substance upon the citizens within. What followed within 
was a scene not amiss from the seven hells. The bodies of those f.illen to 
starvation rose one by one, and attacked their own countrymen. 
To explain the anguished screams, Sasagan Ul Sisigan-the third of his 

name and ruler ofUl'dah-crafted a fictitious tale: Sil'dih had transformed 
their own dead to zombies in an attempt to win the war. Proclaiming it 
a sacred crusade to send these zombies to Thal, he ordered his Immortal 
Flames, an elite unit, into the city. Behind them followed a great host, 

and together they purged the walking dead Thus, Sil'dih rell 

A NEW D YNASTY 

Having brought an end to Ui'dah's troubles, Sasagan Ul Sisigan put the 
rell powder under close guard, and kept the truth ofSil'dih's end from the 

masses. The silence held fur forty years, until BaldurfThorne, a H yuran 
of noble blood, learned the truth, and charged Sasagan fur his crime. 
Startled, the aging ruler flew into a rage, and demanded the offi:nder's 
head However, no one lifted a finger, let alone a weapon, for Baldurf 
was known as a righteous man. Sasagan was imprisoned, and spent the 
rest of his days in the Marasaja Pit. 

Those around Baldurf then asked him to serve as sultan. Though 
refusing at first, he eventually acquiesced on the condition that he would 
be a steward, ruling until the city-state was stable. The new sultan never 
made knowledge of the powder public, fur fear that it would f.ill into 
the wrong hands. Instead, he established the Arbiters of Truth, a group 
devoted to preserving the truth of Sil'dih's downf.ill for the future. 

The Thorne Dynasty ruled fur two hundred summers thereafter, and 
produced many ardent refurmers. In 12.70, one moved Ul'dah to almost 
directly above where her sister city-state had once stood When undead 
rose from the ancient sprawling sewers ofSil'dih in IJH, another enlisted 
the aid of the Amalj'aa-Ul'dah's fierce enemies. Given the beastmcn'a 
belief that Thanalan is sacred, they eagerly joined with Ul'dahns to 
exterminate the impure presence. With this done, the Thome heirs felt 
their sworn duty had come to an end, and returned rule to the Ul Dynasty. 

T HE SYNDICATE 

The Amalj'aa threat notwithstanding, Ui'dah gained control ofThanalan 
through the razing of neighboring S il'dih. It was then that the city-Stille 
began to truly establish itself as a mercan~ power, hiring sailors and 
purch.,sing Lominsan-wrought ships from as early as 1190. Soon, it had 
opened trade with Radz-at-Han and the rest of the Near East. Behind 
this was the guiding hand of the Thome Dynasty, who had restored 
the Ul'dahn markets and overland trade routes after moving the city. 
Inheriting their vision fur the nation, the second Ul Dynasty worked to 
better commerce, and under their rule the nation flourished. 

Y ct, that sel.fuune policy granrcd the merchant class greater power 
as their own coffi:rs grew, while robbing the sultanate of its influence 
in almost equal measure. Thus, in the year 1401, the distraught line 
of Ul established the Syndicate, a group of six advisors chosen as the 
merchants who had added the most to the wealth of -Ul'd:ih. This group 
came to command the government, and ~tly is the true power in 
the city-s~ 
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CHARACTERISTICS 

Presently, the Immortal Flames are known as the central force within the 
Eorzean Alliance, but are fewer than the Maelstrom or Order of the Twin 
Adder. Indeed, the main furce is composed of three Main Brigades of only two 
hundred and thirt)'...siJ: men apiece- though this does not take into account 
the Bloodsworn, who directly serve Flame General Raubahn, leader of the 
Immortal Flames. Yet they are no lesser fur their number; the Main Brigades 
lead the sellsword bands of Brass Blades and Stone Torches in training, and 

THE IMMORTAL 
FLAMES 

EsT ABLISHMENT 

The initial impetus to restructure Ul'dah's armed forces came &om 
Raubahn Aldynn, and was rooted in his loyalty to the sultanate-some­
thing not shared by his fellow members of the Syndicate. As the bulk of 
Ul'dah's military strength came from their host of mercenaries and the 
now dwindling contingent of palace guards known as the Sultansworn, 
Raubahn proposed a standing army to bring order to their ranks and 
oversee additional wartime training. Ultimately, this was a means to 
bolster Ul'dah's overall might, and after tense consultation with the 
Syndicate, the sultana ordered that this Grand Company be established. 

SYMBOLISM 

Unlike the Sultanswom, who are charged with protecting sultan and 
palace, the Immortal Flames were once an elite force created to ensure 
Ul'dah's victory on the battlefield Their fighting spirit was legendary, and 
many and more were the songs that spoke of them as valorous crusaders 
who felled the zombies within Sil'dih's walls. 
Though the Thome Dynasty disbanded the Immortal Flames, Ul'dahns 

conrinued to see them as heroes who contributed to the prosperity of the 
nation. In fact, it is widely thonght that Raubahn chose this name for 
his new Grand Company precisely because it would stoke the flames of 
Ul'dahn patriotism, and therefore aid in making the organization a reality. 

their efforts have produced an armed forced that is second to none. 
The Foreign Brigades, another feature of the Immortal Flames, are units 

created at Raubahn's behest. As a means of strengthening Ui'dah's forces, 
his choice to hire soldiers from amongst the Ala Mhigan refugees has proven 
to be of much merit The move, however, has also made wary the Monetar­
ists-ruling fact.ion within the Syndicate- who worry about granting more 
authority to the sultana and her advisors. 
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Foreign Brigades 

One among,< the Foreign Brigades, the Free Brigade i., manned solely by adventurer&. 

At its outsc:t, the unit was led by a &med UPdahn adventurer known as Jakyl Ryder, 
appointed by the Flame General himself. Rccruitillg officers from his network of 
ac,qualnblnces,Jakyl made use of the Foundation Day celebration to fill the ranb. On 
this occasion, many came seeking a portion of Ui'dah's lcgcndary wealth, only to find 
that the Free Brigade offered but modest pay. By rumor, thit was done with a purpooe: 
only thoce who truly wished to aid the nation would join fur so little coin. 



RAUBAHN ALDYNN 

"The line between victory and defeat is 
drawn by the swift and trod by the dead." 

Born in a destitute hamlet deep within Gyr Abania, Raubahn 
Aldynn joined the armed furces of his native Ala Mhigo, and 
did much to defund his nation's borders from Garlean attack. 
When the Highlander was twenty-five, however, his nation 
full Raubahn escaped with linle more than his lire, and spent 
two years as a vagabond befure coming to Ul'dah. There, he 
was mistaken fur an imperial spy, and immediately imprisoned. 

For many years thereafter, Raubahn fuught as a gladiator 
upon the bloodsands of the Coliseum. Wielding the ancient 
bladedancing techniques of Gyr Abania, he won his freedom, 

the people's love, and a popular title-the "Bull of Ala Mhigo." 
By the time of his thirty-seventh nameday, he had won one 

thousand matches. With his winnings, he purchased the Coliseum 
itself, and by doing so earned himself a placc amongst the Syndicate. 

Now furty-fuur years of age, some wonder if his hardest battles lie 
ahead of him as the only member loyal to the sultanate. 

Tizona 

The Ti20na is a sword made of two amed 
blades, and was taken from the hands of a 
furmer rival in the Coliscwn. With a name 
that roughly translates to "sword of ftame," 
its accursed magicka a.re so powerful that the 
weapon will set ablaze all who cam)Ot ooonol it. 

PIPIN TARUPIN SWIFT RYDER 

"I dare not abandon Vhiah 
to the Monetarists and their crr,nies." 

The twenty-five year old Vice Marshal of 
the Immortal Flames, Pipin Tarupin was 
born to a drunkard of a &ther who traded 
him to some man of the Coliseum fur a 
refill of his tankard. There, the boy met 
the Bull of Ala Mhigo, who granted him 
his freedom. Yet the Dunesfulk youth re­
alized he would likely be sold again should 

he return home, and begged Raubahn to 
train him as a gladiator. Touched by the 

boy's desire to seize his own future, the Ala 
Mhigan fuund a lawful means to adopt Pipin 

as his own. Growing under Raubahn's care, 
Pipin went on to find great success as a merce­

nary, and was involved with the establishment of 
the Immortal Flames. Eventually, he came to serve 

in the Bloodsworn directly beneath his adopted &ther. 
Though deadly serious in the line of duty, Pipin does enjoy a healthy nip 

of good Ul'dahn spirits each evening-the stronger, the better. 

"Ever do we swear to uphold oHr oath: 
for coin and country!" 

The second son of a Midlander merchant 
&mily, Swift Ryder wanted fur nothing 
as a child. Indeed, his passion fur chocobo 
racing stems from his aflluent youth. 
Nonetheless, he chose to become an 
adventurer, and fullow in the fuotsteps 
of his older brother J akys. The two had 
both learned how to defund themselves 

with a sword as boys, and these skills 
lent themselves well to success. Swift 

distinguished himself against the Amalj'aa, 
and soon stood above others of the same 

profussion. He joined the Immortal Flames 
at his brother's behest. When J akys perished at 

the Battle ofCarteneau, Swift was wrought with 
grief, fur the two had rarely been parted. Eventually, 

he recovered, and has sworn two oaths that he holds close to his heart 
even now at the age of twenty-eight: one to serve as commander of the 
Free Brigade, and another to avenge his brother's death. 
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0RGANI2A TI ONS 

!P' THE UL DYNAST Y 
The Ul line is descended from Sasagan Ul Sisigan, the first of his 

name and fuunder of Ul'dah. Since their right to rule was restored by 
the Thorne f.unily, the second UI Dynasty has reigned uninterrupted. At 
present, Sultana Nanamo Ul Namo-the only daughter of Sasabal Ul 

Sisibal and Nanasha Ul Nasha-wears the crown. The seventeenth in 
her line, she ascended the throne fullowing the unfortunate death of her 
parents. How ever, the sultana wields precious little power next to the 
might of the Syndicate. 

N ANAMO UL NAMO 

"The true wealth ofVI•dah lies in the health. 
happiness, and hupes of her ciri~ns" 

A Dunesfolk maid of royal blood, Nanamo Ul Namo came 
to power at the tender age of five when her father passed 
Naturally, none so young could fathom the intricacies of 
government, and the sultana was relegated to the role of 
royal puppet. Despite having ruled fur more than a decade 
and a half, to this day, many dare to accuse her of being 
little more than a mammet mouthing the Syndicate's words. 
She is not, however, without her allies. At the age of nine, 

she surprised the city-state by pardoning R.aubahn Aldynn 
on a whim. As his Coliseum winnings were conferred upon 

him, the Bull of Ala Mhigo swore an undying oath to serve 
as the sultana's sword. When he joined the Syndicate, R.aubahn 

made good on this promise, and remains entirely loyal to N anamo. 
Though she is the picrure of propriety when sitting the throne, 

N anamo is still a maiden of twenty-one years, and has a more playful side. 
She is known to leave the palace incognito, and take tea and crumpets at the Q.i!jcksand 

"THE SYNDICATE 
The S yndica1e has half a dozen chain., each occupied by one who has 

added most to the coffers of Ul'dah. Though they initially served in an 
advisory role, at present they are the nation's ruling hody. The Monetarists, 
the reigning faction, work to establish ~-govemanc;e-though R.aubahn 
acts as a fuil to their attempts. Nonetheless, the sultana's opinion carries 
little weight 

Given the range of power afforded the Syndicate, struggles over mem­
bership have always been fierce. One recent example is Eolande Q.i!iveron, 
who is widely thought to have perished in the Seventh Umbra! Calamity. 
The seat thus vacated by the furmer head ofFrondale's Phrontistery's has 
since been filled by Godbert Manderville, yet rumors still abound that 
Eolande was assassinated due to a quarrel within the Monetarist ranks. 

I Syndicate Members 
Chairman Loloriro N anarito, East Aldenard Trading Company 
Pril>oc Telcdji Adeledji, Minge Trust 
Chief Foreman Fyrgciss Loct:lcilboyn, Amajina &: Sons Mineral Concern 
Flame Genenl R.aubahn Aldym,, the Immortal Flames 
Prioress DewW. Dewb, Milvaneth Sacnrium 
President Godbert Mandervillc, Mandcrville &: Mandcn,ille 



8" THE SULTANSWORN 
The Sultanswom-personal guard of the sultan-were formed in 969 

by decree of Sasagan Ul Sisigan. Originally consisting of paladins who 
helped to found Ul'dah, they have remained loyal defenders of the royal 
line for five hundred years, even through changes in dynasty. 
While their fealty currently remains with the sultana, the Monetarists 

have managed to cut the organization's strength to half of what it was 
in their glory days. Thus, the Sultanswom must now accept the aid of 
the Brass Blades even in guarding the Royal Palace, and their morale 
has suffi:red much for it. The loss of Oathkeeper-the blade Sasagan 
bequeathed to the first Sultansworn captain-has had a particularly 
lingering and deleterious effect upon their power. 

PAPASHAN NONOSHAN 

"During the course uf my official tenure as a 

Sultanswom, I traveled the length amJ 

breadth uf Eorzea. Those experiences 

molded me into the man I am tod6j." 

A proud man of the Dunesfolk, Papashan 
once numbered among the Sultanswom, 
even acting as the right hand ofSolkzagyl, 
the former captain. When N anamo came 
to the throne, he served as her personal 
guard. To the young sultana who had 
no living family left, he became a second 

father. 
Upon his retirement from active servire, 

Papashan became stationmaster at the Ul'dah 
Dispatch Yard operated by Amajilla & Sons 

Mineral Concern, a prestigious position as befits 
a man who has seen sixty-four winters. However, 

behind his persona of a good-natured elderly man, he 
continues to secretly offer what aid he can to the Sultanswom. He also 
delights in taking strolls with N anamo when she leaves the palace in the 
guise of" Lady Lilira," himself masquerading as a steward. 

In the employ of the wealthy Ul'dahns represented by the Syndicate-, 
the Brass Blades are sellswords charged with maintaining peace and order 
within the sultanate. Though they ostensibly fall under the auspices of 
the Divan, in truth they are only too aware of who pays their wages. 
Thus, they are known to act according to the wishes of the rich, and few 
would object to calling them the Monetarists' private army. As sellswords' 
loyalty may be bought, cases of bribery have grown so numerous as to 
earn the scorn of honest citizens. However, not all of the Brass Blades 
are without scruples, and a small number are apparently honorable and 
earnest in the line of duty. 

I Organizational Structure 
Brus Blades of the R.ooe: Western Tlwwan 

Brass Blades of the Violet: Central Thanalan 

Brass BJ.des of the Orchid: Eastern Thanalan 
Brass Blades of the Lotus: Southern Tharualan 
B!'2SS Blades of the Balsam: Ul'd:ih Proper 

8" THE STONE To~~HEs 
Established by Fyrgeiss, chairman of Amajilla & Sons Mineral Concern, 

the Stone Torches protect the interests of the company-be that the 
mining sites themselves, or their freight trains and railway. While they are 
a private army, the Stone Torches have demonstrated their willingness to 
aid the Immortal Flames, and will take orders from the Grand Company 
should a situation arise. 



8' THE E AST A LDENARD TRADING COMPANY 
The East Aldenard Trading Company is the largest enterprise of its 

kind in Ul'dah, and owns such fiunous brands as Sunsilk Tapestries, 
Eshtllime's L apidaries, Romululu's Bric-a-Brae, and the Jolly Raptor, a 
shipping conglomerate. In times past, the company's merchants traversed 
the trade routes to the east, and made a fumme in the process. Since the 
fall of Ala Mhigo, however, the Company has taken to oonducting trade 
across the seas in search of profit, and its sphere of activity stretches from 

Radz-at-Han to the far-flung countries of the Far East. Indeed, it was 
even rumored to have had dealings with provinces under the Garlean 
Empire fur a period 

The Company is known fur its shrewd, even cutthroat, practices. It has 
been known to employ the Brass Blades to eliminate newcomers to the 
markets, and the local saying has it that to earn the Company's displeasure 
is to lose one's business in Ul'dah. 

LOLORITO N ANARITO 

"The wealth ofVl•dah is not without limits, my friends." 

The furemost member of the Monetarists, Lolorito N anarito began his career as a 
porter with the caravans. With time, he created the East Aldenard Trading Company, 
and his furtune is now so vast as to be uncountable. At the time he began focusing 
his business on overland trading, he is reputed to have made the acquaintance of the 
Garlean elite, and even explored this connection as a means of making peace with 
the Empire. It is widely assumed that these overtures must have ended in failure, 
however, as Lolorito is known to have proffered his full support in the establishment 
of the Immortal Flames. 

Those who study Lolorito's character are often perplexed, as he is a man who 
defies easy description. On the one hand, he is ruthless, and not above consorting with 

criminals in the name of profit. On the other hand, he has also shown himself willing 
to donate half of his (uncountable) wealth should his native Ul'dah have need of it. 
As a wealthy man of the DWJeSfulk, Lolorito has developed a taste fur the finer things 

over his sixty-fuur years. His particular passion is fuod, and he has such exacting tastes 
that he is known in some circles playfully as "Chefibane." 

8" THE MIRAGE TRUST 

Though the Mirage Trust has earned fiune as the group that operates 
the gambling halls of the Platinum Mirage, its central pillar is actually a 
bank, and JIIQJ:leylending is the true source of its wealth. The Hourglass, 
the most fiunous inn in Ul'dah, is another establishment run under the 
Trust's umbrella. 

TELEDJI ADELEDJI 

"liPben Fernment foils to act, 
the rrsponsibility foils to us privaR ciri:uns." 

A Lalafi:llin man of fifty-five years, Teledji 
Adel.edji was born to a Plainsfulk futher from 
Limsa Lominsa and a wealthy Dunesfulk 
mother from Ul'dah. He inherited much 
from his parents, including their mercantile 
sense, and with that small furtune, he tried 
his hand at the moneylending business. In­
creasing his funds manifuld through usury, 
he began to purchase promising ventures 

and small shops. Teledji gained renown 
when he opened the Platinum Mirage, and 

the wealthy came in droves to try their luck 
in its halls. His coffers swelled, so much so that 

he even took to collecting and breeding exotic 
pets. Since the Calamity, however, his earnings have 

slowed His proposed Carteneau Reclamation Bill may have 
been a way afOUOd this...as was his plot against the sultana's life. 

B" AMAJINA & SONS 
MINERAL CONCERN 

A company of no small prestige, Amajina & Sons Mineral Concern does 
much in the name of Ul'dah's mining industry. Their operations are great in 
number, from the many shafts under their control to their railway-a modem 
venture that began operations immediately fullowing the Calamity. Ever 
seeking new veins of ore, the Concern has built a number of structures fur 
the purpose of prospecting in the frontier. In so doing, they have continually 
invited upon themselves the wrath of the Amalj'aa and other wrothful beasts. 
Thus, the Stone Torches were established to defend these assets. 

f YRGEISS LOETKILBSYN 

"Men are made by the sweat of their brow 
and the strrngth if their backs." 

Fyrgeiss is chairman of Amajina & Sons 
Mineral Concern and member of the pres­
tigious Syndicate. As one might expect of 
a man with his own army, he can ofttimes 
prove a somewhat combative fellow. He has 
a particular animosity towards the Amalj'aa, 
who have, on countless occasions, seen to 
the wanton destrucrion of mining &cilities 
under his care. This may also explain why 

Fyrgciss fuvored the creation of the Immortal 
Flames, in spite of being a Monetarist. 
Having an interest in the ancient history of 

his people, Fyrgciss and his three sons each have 
names in the ancient tongue of the Roegadyn-a 

rarity among;;t Hellsguard His second great passion 
is the Coliseum, and with the wealth he has accrued over his 

fifty-six years, rare is the bout he misses. 



8" THE ORDER OF 

NALD'THAL 
The Order ofN ald'thal has a long history of carrying out the rites and 

rituals of the Traders. Through the ages, they have become wise not only 
in religion, but also in history, the arcane, and reading the stars and skies. 
The most learned amongst the Order have consulted the royal lines of 
Ul'dah, and aided the Divan with penning the city-state's elaborate codes 
of law. They have amended sections of these codes to meet the demands 
of the Syndicate fullowing the rise of the Monetarists. Regardless of these 
ties, the Order maintains an appearance of neutrality in public, and seeks 
a position one step removed &om power struggles. 

DEWLALA DEWLA 

"If we are to see stability restored to Vl'dah. 
we must needs set aside our differences." 

A woman of the Dunesfolk, Dewlala 
Dew la is the head of the Order ofN ald'thal 
and prioress of Milvaneth Sacrarium. She 
walks a narrow path between the Mone­
tarists and the Royalists who support the 
sultanate, and has largely remained above 
the Syndicate's infighting. However, as 
heir to a history of counseling the Royal 

House, her foremost concern as a leader is 
the welfare of the nation. Thus, when the 

Syndicate's enmity grows too great, she has 
been known to act as a mediator. In the plot to 

assassinate the sultana, for example, she covertly 
cooperated with the Scions of the Seventh Dawn to 

secure Raubahn's release &om his gaol It was also Dew­
lala Dewla who persuaded Lord Lolorito to come to the negotiation table. 
Incidentally, she numbers amongst the most qualified of thaumaturges. 
At the age of fifty-two, Dewlala has ample experience to negotiate 

her tenuous position. Nevertheless, she doubtless reels the weight of her 
responsibilities, and has taken to embroidery to ease her stress. 

!:J9' MANDERVILLE & MANDERVILLE 
Manderville & Manderville is a remarkable enterprise that has grown 

rapidly in the years following the Calamity. It is managed jointly by Lord 
Godbert, a member of the Syndicate, and his wile Lady J ulyan, and 
the name is meant to convey the spirit of this partnership. At first, the 
company dealt exclusively in Godbert's handcrafted jewelry, but has more 
recently tnade a foray into the business of entertainment The result is that 
grand establishment known as the Manderville Gold Saucer situated on 
the fringes of the Sagolii Desert. 

GODBERT MANDERVILLE 

"Godbert the ,:,Jdsmith•s a Manderoille man, 
Smithing as only a Manderville can, 

Oil him up and give him a tan, 
Fit for a Mander...tv.!andel"Ville man!" 

A Highlander of fifty-six winters, Lord 
Godbert is arguably the best goldsmith 
in all of Eorzea. He has a disdain for 
the Ul'dahn jewelry industry, which he 
believes fucuses all too much on the latest 
trends, and thus set out on a long journey 
to find his own style. In every region, he 

hunted exotic monsters fur their bones, 
harvested pearlescent shells &om forgotten 

reels, pried rough gemstones &om the bowels 
of the realm, and with these materials began to 

craft stunning jewelry of designs entirely his own. 
Upon returning to Ui'dah and opening a shop, be 

found himself a man of exceeding wealth almost overnight. 
At present, he runs the daily operation of Manderville & Mandervillc, 
and serves as a member of the Syndicate-though he has never expressed 
much concern fur matters of government. N everthelcss, Godbert does 
hire refugees for his enterprises. and does what he can to better Ui'dah 
through his field of expertise. 
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THE STEPS OF NALD 
The western part ofUl'dah, the Steps ofNald fullow the curve of the outer city. At its center lies a busy street lined with 

shops, temples, and inns. With throngs of people wandering in at all times of day, the area is forever alive with the sounds 
of trade and conversation. 
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II THE GATE OF NALD 
One of three main portals accessible by the general populace, the Gate 

of N ald is wide enough fur two fully burdened chocobo carriages to enter 
abreast and still leave room fur the flanking gateguards. Her Royal Majesty 
N anamo Ul N amo has commanded that the portcullis remain open night 
and day, so as to welcome all who would partake ofUl'dah's wonders. 

m THE HOURGLASS 
The Hourglass is the foremost inn on the Merchant Strip. Situated 

next to a busy thoroughfure and boasting the best in service, it serves as 
a home-away-from-home to countless repeat customers who would never 
dream of staying anywhere else in Ul'dah. 

I The Q$cksand 
From travelling merchants to pilgrims, this tavern within the Hourglass 

bustles with all manner of clientele. One may also reliably see adventurers 
aplenty, as the place is also home to their guild. 

m THE RUBY ROAD EXCHANGE 
. . 

One of two main markets in Ul'dah, the Ruby Road Exchange is 
famous fur its dancing girls which it employs in great numbers. With the 
display of twirling bodies, merchants hope to entice their customers, and 
drive them into a buying frenzy. 

ID SUNSILK TAPESTRIES 
Located in an upscale district of town, Sunsilk Tapestries is a famed 

shop dealing in the highest of fashion. Indeed, many of Eorrea's most 
popular trends begin (and end) in its studio, which also oversees the 
production of more moderately priced attire sold elsewhere, as well as 
the uniforms worn by Ul'dah's military. 

II EMERALD AVENUE 
Near the Aetheryte Plaza, Emerald Avenue is the chosen haunt of 

Wymond, a seller of secrets. Adventurers and merchants in the know 
come to the area seeking the information he peddles. 

II THE PLATINUM MIRAGE 
One of two Ul'dahn entertainment halls, the Platinum Mirage allows 

through its doors only those whose coffi:rs are of a prodigious weight. 
Wards to protect against magical chicanery can be purchased at the citfr 
so-called oasis of fortune, as can the protective services of pugilists. 

m THE HALL OF FLAMES 
The Hall of Flames serves as headquarters to the city-state's Grand 

Company-the Immortal Flames. It was built over old Topaz Lane in 
. an effort to restore an unused part of the city that had, until recently, 

become overrun with unsavory types. 

ID THE GATE OF THE SULTANA 
Though erected in commemoration of N anamo Ul N amo's reign, both 

the demand and funding to build it came from the city-state's merchants 
and Monetarists who were vexed at seeing pasJage through the city made 
nigh impossible by thro~ of Calamity refugees. Thus, the Gate of the 
Sultana was constructed as a back entrance fur the city guard, and now 
serves as a third egress from Ul'dah. 

D THERUDIUS 
The Rudius is a weapon shop that once specialized in arming those who 

fight in the Coliseum. However, when rumors swirled of an impending 
Amalj'aa attack, the proprietors seit.ed the chance to peddle their goods 
to the townsfulk as welt To this day all employees are retired gladiators 
with an intimate knowledge of arms and armor. 

0 ARRZANETH OssUARY 
One of many temples under the care of the Order ofN ald'thal, Am.aneth 

Ossuary is devoted to the worship of Thal, the divine arbiter of the afterlife. 
Two kinds of people visit its halls: the destitute praying fur furtune in the 
realm of the dead, and the moneyed seeking e.xtravagmtt funerary rites. 

I Erralig's Burial Chamber 
Built within the remains of ancient ruins dating fur before Ul'dah's 

fuundation, Erralig's Burial Chamber is a crypt open to all Ul'dahns­
provided they make donations to the temple. The prestigious lowest levels 
of the Chamber are reserved fur those who have given very generously. 
Small contnbutions merit entombment in the top levels, while a pittance 
reportedly lands corpses in the wilds where monsters roam. 
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THE STEPS OF THAL 
Whereas the Steps of N ald curve around Ul'dah's western walls, the Steps of Thal curve around the eastern side of the 

city. At the center stands the Royal Palace, seat of the sultana, topped with a glorious bronze dome that gleams so brightly 
in the sun that it can be seen from many malms away. 
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THE GATE OF THAL 
One of Ul'dah's main entrances, the Gate of Thal's name honors the 

patron deity of the city. Caravans pass ofi:en through its doors, delivering 
goods to the Sapphire Avenue Exchange. 

m _THE.SAPPHIRE AVENUE EXCHANGE 
This marketplace is responsible fur Ul'dah's fume as a city of merchants. 

The wares sold here are said to come not just from Eorzea, but from the 
nonhern and southern seas, and even from the lands to the east. 

m PEARL_ LANE 
Pearl Lane is lined with the shuttered offices and storerooms of traders 

who do business in the Sapphire Avenue Exchange. Due to the many 
refugees who work as poners, the area is known as one of the more 
dangerous parts of the city-though this reputation itself may be suspect. 

m MILVANETH SACRARIUM 
A sacred temple ofNald, in the recent past, Milvaneth Sacrari~ was 

visited by many devout followers, the majority of whom were merchants 
praying for wealth in this life, and success in their endeavors. Now, only 
a chosen fuw may enter its halls at will, as the temple undergoes repair 
from the Calamity. 

Iii THE GOLD COURT 
A large atrium in the heart of Ul'dah, the Gold Coun's opulence and 

scale make it a popular meeting place for the city's elite. The plaza was 
once reserved for the sultan's private balls, but has since been opened 
to the public due to a lack of funds to maintain the majestic hanging 
fountain at her center. 

II ONYX LANE 
Onyx Lane is aptly named, as it leads to the main offices of Amajina & 

Sons and the Miners' Guild Accordingly, a number ofbemuscled miners 
can always be found close by. 

m AMA JINA & soNs MINERAL coNCERN 
Mistress Amajina, the proprietress of a tavern, founded the Cencern 

during the Mad Mythril Rush some century and a half ago. At present. 
the company controls the main mines in Thanalan, and has grown large 
and wealthy enough to afford a standing force of sellswords known as 
the Stone Torches. 

m EsHTAIME'S AESTHETICS 
Known throughout the realm for its jewelry, Eshtaime's Aesthetics 

carries everything from the newest and most fushionable of stylos to 
classic pieces from ages past. They will also take commissions, and craft 
whatsoever a client desires . .fur a price. 

D THE COLISEUM 
In the Coliseum, spectators are driven to a frenzy by bloody compe­

titions ranging from single combat betwixt gladiators, to bouts pitti!Jg 
ill-equipped prisoners against terrifying beasts from exotic lands. Illegal 
gambling on the outcome of matches is a favorite Ul'dahn pastime. as well 
as the city's worst-kept secret. 

D THE ROYAL PROMENADE 
During times when the sultan had sole rule over the city-state, the 

Promenade would serve as an ersatz waiting chamber for those petitioners 
who sought audience with His Resplendence in the Fragrant Chamber. 
Now, with power in the hands of the Syndicate, the round is empty, save 
for the occasional tryst betwixt young nobles. 

II SCHOLARS' WALK 
This wide corridor leads to Frondale's Phrontisterj'-the institution 

itself built upon property purchased from the S ultansworn. It is not lost on 
those who tread these halls that a place once reserved for soldiers trained 
to kill is now home to those studying the arts of healing. 

II FRONDALE 's PHRONTISTERY 
Though Frondale's Phrontistery began as means of training palace 

physicians, it has since grown to house seven different faculties of 
medicine, ranging from the traditional to the alchemical and beyond. 
The Phrontistery also operates an infirmary, though the care it offers is 
a luxury only the wealthiest can afford 
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THE G U ILDS 

X THE G LADIATORS' GUILD 

In Belah'dia, the sword was deemed the arm of paladins, 
and the peasantry were furbidden from carrying them. During 
the W,u- of the Sisters, however, Ul'dah and Sil'dih both 
increasingly needed men to fight, and had no choice but to 
hire Hellsguard and Highlander mercenaries. As more and more 
inhabitants of Ul'dah came to wield blades, displays of skill 
became a coaunonplace sight. From these humble beginnings 
was the grand gladiatorial tradition born. 

At the outset, only qiptured enemies and criminals took to 
the bloodsands, but as the practice became a part of Ul'dahn 
-culture, free men joined the fray in search of riches and fame. 
An organization of fighters arose, based upon a spirit of mutual 
prosperity. Not only did it provide aid to wounded gladiators, 
but organized others to fight in their stead, and provided some 
stipend after they retired. The group eventually opened its doors 
to the public, and became the Gladiators' Guild. 

I T HE P 
In the Coliseum's early years, all fighters banded together, 

amwering to the same lanistae, training in the same ludii. Even­
tually, however, those who fuught with their fists parted ways 
with those who took up the sword. From the stllft, this new 
group of pugilists was largely one of equals o!fcring his fi:llow 
brawler support. All this changed with the inception oflegendary 
fighter Cornelia as head of the association. So masterful were 
her feats on the bloodsands that men and women came from all 
corners of the realm to spar under her mindful watch. In time, 
the organization had devoted itself to training, and, fifty years 
ago, officially changed the sign above its doors to read "Pugilists' 
Guild." In addition to instructing new t:ilent, it is also a hub fur 
those who earn their keep with their fists. 

~ THE T HAUMATURGES' 
G UILD 

That the study of magic should bloom in Ul'dah is no surprise, 
given that the city-state's furebears were Mhachi magi. The 
pric$ts of the Order ofNaid'thal have cultivated and passed on 
much knowledge of the ,u-cane, particularly those who work 
at Amaneth Ossuary. There, they have perfi:cted techniques 
related to funerary rites-freezing blizzards to halt corruption, 
raging fires to cleanse the corpse, and bolts of lightning to 
expel the sins of mortal life. As they have discovered that these 
magicks have a great effect on the living, the Ossuary has come 
to serve as the 1'haumaturges' Guild, where magi are trained 
and new arcane llfts born. 
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"Every man and woman here 
has the potential to become a champion, 
but it is you-and you alone-who decides your desti11J." 

Daughter of the previous guildmaster, Mylla entered the 
guild at the age of five, and has been honing her skills with 
a sword ever since. The Highlander became First Sword 

when her rather perished some seven years ago. Though she 
had just reached her twentieth name day, she took to her new 

role admirably. Now twenty-seven, she has done her utmost 
to aid the guild-though rumors abound that she has awaited the 

return of her lover all the while. 

"There's no stopping the Holy.fist!" 

Master of the Pugilists' Guild, Hamon is a lusty Midlander 
who has claimed to be of sixty summers fur no less than 
the last decade. Yet, in his heyday, he was a fighter of no 
small skill, Byers bearing the "H olyfist's" likeness plastered 

all across the city befure his matches. His particular style­
combining powerful punches and kicks to send opponents 

reeling-has influenced a great many pugilists. 

CoCOBUKI LOLOBUKI 
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"Fire, li[!,tning, bliUArds, somnolence- the thaumatHT'f! 
calls upon an expamive arsenal of offemive incantations 
to incapacitan and obliurate all manner of adversaries." 

At twenty-three, Cocobuki is the eldest of six siblings of 
Dunesfulk ancestry. All are masters of the Thaumaturgcs' 
Guild, save fur the youngest. In accordance with the sultana's 
will, they did much to calm the populace when riots broke 

out in the streets during the Calamity. For these acts, they 
were named guildmastcrs and successors to the furmer leader-a 

disgraced man named Mumuepo, convicted of embeu.lement. 
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~ THE GOLDSMITHS ' 
GUILD 

The rock beneath Thanalan is rich in precious metals and jewels. and 
since ancient times have men toiled to fushion this bounty into wondrous 
treasures. Following Ul'dah's rise as a mercantile power in the thirteenth 
century of the Sixth Astral Era, the demand fur jewelry grew as fut as did 
the merchant class itsel£ With the increased patronage, the elegant art of 
goldsmithing blossomed into one highly lucrative as well. 

Not content to rest upon its laurels, a popular atelier at the time-Es­
htaime's Aesthetics-invited renowned Eastern masters to work in its 
halls. These artisans' tutelage allowed their goldsmiths to create unique 
pieces that took the Ul'dahn markets and industry by storm. The Ul'dahn 
organization that beckoned these craftsmen to their facilities eventually 
became the Goldsmiths' Guild In addition to normal teaching duties, today 
it scrambles to protect its reputation from the influx of imitation works. 

SERENDIPITY 

"Smelting, casting, cutting, polishing-
we use all these techniques to cr".fi beautifol 
baubles that deli!J,t the 9es" 

Having barely seen nineteen summers, Se~ 
endipity is one of the youngest guildmasters in 
Ul'dahn history-a testament to her rare talent. 

At the age of thirteen, the Midlander girl hound­
ed the legendary goldsmith Colbernoux fur days on 

end befure eventually wearing the poor man down 
and gaining apprenticeship. It was not long, however, 

befure her gods-given concentration and unmatched dexterity fur the crafi: 
had seen Serendipity grow into one of Ul'dah's eminent goldsmiths. 

,A::- THE ALCHEMISTS' w GUILD 
A mystical medium that can transfurm base metals into gold or silver, rure 

all ills and grant the bearer life eternal-such is the Philosopher's Stone, 
the revered dream of alchemists throughout time. To attain their priz.e, 
practitioners conducted all manner of queer and unnatural experiments, and 
accordingly were long abhorred as madmen-their art scorned as lunacy. 

The profession eventually gained credibility through its integration into 
traditional medicine by Frondale's Phrontistery. Thereafter, alchemisl3 
flocked to Ul'dah, a place where they might do what research they please 
without the rear of penecution, and eventually fuunded the Alchemists' 
Guild to share their findings. 

SEVERIAN L YCTOR 

"Remember: the world is our crucible, 
and an alchemist makes 
marvels of the mundane!" 

Born to a reputable Midlander family with tics 
to the Syndieate, Master Sevcrian was, from a 
young age, actively encouraged to pursue his art. 

Over the yean, however, his passion has given 
way to obsession, and it is rare that his experimenl3 

do not cause the guildmaster to neglect all else, 
be it eating, sleeping, or the typical duties of his 

station. This natural proclivity has worsened since he 
lost his long-time lover to the Calamity, and the sight of Severian curled 
on a laboratorium floor upon a pillow of parchment has become a regular 
occurrence at the Phrontistery. Naturally, this has stirred some rumors, fur 
it is hardly behavior becoming of a man of thirty-two yi:ars. 

~ THE W EAVERS ' 
GUILD 

The textile industry has always thrived in Thanalan. This is partially 
due to the climate: people in the region have ever wanted light, flowing 
fabrics that not only shield them from the sun's rays while allowing their 
skin to breathe, but also achieve the impossible task of keeping them warm 
in the fiigid desert nights. By finding imaginative ways to fulfill tliese 
needs, weavers have come to excel at their craft. 
With the opening of trade routes to the Near East after 1190, however, 

inexpensive fabrics flooded the Ul'dahn markets. Weavers could not 
compete with the quantity of the imported textiles, and so sought to 
increase the quality of their goods. Converging to share their technique$, 
these many like-minded craftsmen were the founders of the Weaven' 
Guild Together, they succeeded in improving their textiles, and now 
the guild exports fine fabrics to fureign nations as far as the Neu East 

"I shall be blunt-weaving is an art, and, 
like all true artists, we must make sacrifices 
and suffer for our cr".ft." 

Redolent Rose is the acting master of the 
Weavers' Guild As one might expect, he has 
a deep interest in beauty, and one goal drives 
his tireless pursuit: the creation of raiments that 

allow the wearer to, in his words "cut a fine 
figure." The &shion-savvy Hcllsguard is also 

known to be the genius behind the sultana's pink 
ceremonial gown-a feather in the cap of a man who 

has not yet seen his twenty-seventh summer. 

~ THE MINERS ' 
GUILD 

Due to the mineral wealth of the region, mining has long been a central 
pillar of Ul'dahn industry. The Mad Mythril Rush-sparked by the 
discovery of a rich vein of the light, yet durable ore-brought particular 
prosperity and joy to the city-state but a century and a half ago. 
Yet the miners themselves did not share in this newfound wealth.Working 

under harsh conditions fur a mere pitr.ulce, many fuund themselves living 
in desperate poverty thanks to questionably legal contracts of servitude 
drawn up by dishonorable furemen. Their dissatisfaction grew, and with 
time the men and women banded together against the mining concerm who 
exploited them so. The result was the Miners' Guild, which has faithfully 
worked since to improve working conditions while providing an outlet fur 
the time-honored passing down of the tricla of their trade. 

ADALBERTA STERNE 

"It's not e11sy, managing a boisttrous bunch cf 
lads and IAsm who•d sooner drain a tankard 
than swing a pickaxe, but Igwe it my best." 

Adalberta was eight when the Garlean Empire 
occupied Ala Mhigo, and fted to Ul'dah as a ref­
ugee. Her role model is and always has been her 

father, a Highlander of humble beginnuw who 
became a miner to support his ~r befure 

dying in a cave-in. Now twenty-eight, Adalberta 
has become guildmasiu, and it is said she focutcs her 

energies upon training new minem fur but one reason: 
so that they might develop enough skill with the piclc and 

hammer to never be beholden to, nor exploited by, another. 
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We,tm1 Thanalan serves. as ffi'dali's ocean gate,ray, all!S-cstablishmdlts ~\ote,i t<hrade can be_ futina t~ fMm dodt!I 
to markets to well-trodden roads.' On a clellr 'day llo'>I · ng 1l good rain that 1w dc:6ed the skies of desett duat from the coasts 
of this l'ockr ftWOO, one might even spy Vy'l6raruf across the Rhotano Sea. 

THE EIGHTY SINS OF SASAMO 
Some two hundred years ago, Princess Sasamo-the second daughter of her 

ho111e-plottcd to steal the throne from the rightful heir. Her conspincy was 
found out bcfure she could act, and she was arrested. Charged with high treason, 
she was lll2dc to walk the eighty steps just outside the city's ir,ue eighty times 
a day fur eighty straight dllys, With the final stride of her penance, she reached 
the last step and fell to the ground, dead. 

HAMMERLE A 
With the influx of refugees, the living conditions of Ul'dah no longer suit the 

tastes of its wealthiest inhabitants. Hammerlea, then, is their escape-an area upon 
which great estates will one day be built. At present, mighty towers known as the 
Hammers pound the ground into a solid fuundarion, and give the pbce its name. 

I Scorpion Crossing 
From the East Aldenard Trading Company to the independent merchants of 

the Seventy-Seven Caravans, shopkceps of all kinds send their wares through 
Scorpion Crossing. Here, goods unloaded at Vesper Bay are sorted by quality: 
the best sent on to Ul'dah, and the remaining to the Silver Bazaar. 

I T he Silver Bazaar 
The Silver Bazaar was once the heart of Ul'dahn sea trade. However, few 

vessels put into port at the hamlet's lonely docks anymore, sai!iilg instead fur the 
~ harbor at y espor Bay. Of late, the town is a refuge fur those who saw their 
dreams shattered in Ul'dah and arc trying in desperation to pick up the pieces. 

I Beaconhill L ighthouse 
In times long post,' the merchants of the Silver Bazaar would light a great bonfire 

on a hill adjacent the hamlet in order to see "1ips safely into port. At the height 
of Bazaar's pllDiperity, money was donated by shopkceps and "1ip captains alike 
towards the construction of a mighty lighthouse that stands atop that selfsame hill 

No PHI CA 's W ELLS 
Nestled betwceii H ammcrlea and H orlion•s Edge, N ophica's Wells is a natural 

basin created by the recent cave-in of a massive network of underground caverns, 
As a rare source of Wllter in the deserts ofThanalan, the area is lush and verdant, 
as if blessed by N ophica, the goddess of abundance. 

HORIZON'S EDGE 
It is said one can see all the way to the very edge of the horizon from atop the 

rocky clifli. that line this otherwise arid -tcland. 

I Copperbell Mines 
AbandQlled once purged of ore, Copperbell Mines lay untouched fur nearly 

three c:cnrurico llUtil Amajina & Sons Mineral Concern reclaimed the slwts­
thcir aighu set on expanding the mines downward to tap yet undiscovered 
veins of valuable lllCtal However, the miners delved too deep, and an army 
of raging giants came pouring from the darkest recesses of the mines. These 
were hccatoncbeirts-thralls of the Thome Dyn:uty-who had been sealed in a 
lightlcss prison fur rebelling against their masters, 

I Horizon 
Along the R.oy2l Allagan SlUlway that connects Yes per Bay to Ul'dah, Horizon 

is home to a Brass Blades encampment there to ensure travelers and traders may 
pus safely between the harbors of Vesper Bay and Ul'dah proper. O ne can catch 
the lint glimpoc of dlwn through Sunrise Gate to the cast, and watch dusk fiill 
through SUIISCt Gate to the west. 

THE FOOTFALLS 
Though separated by less than a malm, the Footfalls sit much lower than neighbor­

ing Horizon's Edge. A common bedtime tale is that an ancient race of angry giants 
trampled the lands down in their journeys from the north to the volcanoes ofVylbrand. 

I The Silent King 
Thought to be a relic ofBelah'dia, the Silent King is the upper half of a colossal 

statue revealed fur the first rime in centuries following the recent collapse of a 
sinkhole. At present, the Order ofN ald'thal has dispatched thaumaturges to learn 
more of its mysteries. UnfurLWllllt!ly, tnany of the other ruins revealed in the 
collapse have since been ·removed by local f.unilies fur use in the reconstruction 
of buildings destroyed in the Calamity. 

I Crescent Cove 
Shaped like a waning crescent moon, this cove is home to a small, furlom fishing 

village. Its inhabitants have grown increasingly despondent since the Calamity- the 
altered flow of currents in nearby seas rendering once-rich fishing grounds barren. 

I Vesper Bay 
A bustling port city strategically situated on the western coast ofThanalan and 

maintained using funds generously provided by Syndicate chairman Lolorito, 
Vesper Bay serves as a gateway in and out of sultanate-controlled lands. The 
colossal bronze statue in the main plaza is said to be an exact likeness of said 
chairman ( when viewed from af.ir ). 

I Parata's Peace 
Legend has it that the monster known as the Parata, terror of the straits, was 

finally slain in this secluded valley after generations of terrorizing nearby fishing 
villages, demanding virgin sacrifices. With the area's earth aspect weakened, 
Parata's Peace is now shrouded with clouds of caustic gas-whicb the super­
stitious locals blame on some curse uttered by the Parata in its final moments. 

I Moondrip 
The waters within this cavern glow with a weak light, as if they have somehow 

trapped the moon's radiance. While some mountebanks claim this makes the liquid 
a potent cur,,rivc, and sell vials of it fur no less than a small furrunc. scholars deny 
its mystical properties, claiming the water's luminosity a result of thousands of 
tiny phosphorescent fuuruL 

CAPE WESTWIND 
This area takes its name from a westerly ~e that blows from the seas. F cw 

souls now venture anywhere near the cape fur fear of the imperitl army, which 
occupied the area soon after the Calamity, 

I Imperial Outpost 
This makeshift encampment connects Castrum Marinum-a Boating. man-made 

island tasked with resupplying Garlean .legions-to imperial units stationed on 
the mainland by means of a large magitclc transporter. 



CENTRAL THAN 
The main gate of Ul'dah opens up to the desolate wastes that comprise central Thanalan. Caravans laden with ~ can be 

seen passing through the area, as can tired refugees lacking even their daily bread. This is a place' that strikes a stark contl'l!lt 
between those who have naught, and those who want fur naught. 

SPINELESS BASIN 
Cacti once grew so plentifully within this hollow that it was known as CactUS 

Basin. The fires of the Calamity purged the soil of most flora, however, and it 
was not long before locals provided it a better-suited moniker. 

I Stonesthrow 
Those refugees who await or have been denied Ul'dahn citi7.en.ship have gathered 

in the shade of the city walls to build a shantytown that grows with each sunrise. 
The name is a cruel play upon these people-living but a stone's throw from the 
city, while serving as the targets of those who would keep them from entering. 

I F esca's Watch 
Built in the shadow of a towering monolith known as Fesca's Watcb, adventurers 

created the near-eponymous camp outside the city walls to escape the exorbitant 
price of a room within Ul'dah. 

I The Royal Plantations 
The sultana herself established the Royal Plantations as a means of aiding the 

impoverished refugees seeking succor from their city-state. Run by a botanist 
named Gagari, it appears that much of the Plantations' produce is, in fu:t, 
purchased by the wealthy, while the paupers it was intended for remain hungry. 

I The Ul'dah Dispatch 
Owned by Amajina & Sons Mineral Concern, the Ul.'dah Dispatch Yard serves 

as the hub of the company's freight trains. The revolutionary steam engines in 
these trains arc powered with water heated to boiling by ceruleum, and can cany 
several tom.es of raw ore, saving both time and manpower. 

I The Sultantree 
The Sultantree is said to have been planted in honor of Sasagan Ul Sisigan. 

first of his name and founder of Ul'dah. 

I Sagolii Gate 
This massive portcullis allows the Immortal Flames to cast a watchful eye over 

travelers and goods passing to and from the Sagolii Desert, while serving as a 
last line of defense against approaching armies from the east. 

BLACK BRUSH 
Sitting at the intersection of the Royal Allagan Sunway and southbound Royal 

Allagan Starway, Black Brush serves as both the final stop fur those bound for Ul'dah, 
as well as place for final fuewells to those travelers and merchants leaving the city. 

I The Colfer & Coffin 
A favorite haunt for the area's many miners, the Coffer & Coffin has ale to wet 

the throats and stew to fill the bellies of any and all who have the wherewithal to 
pay for the tavern's simple luxuries. Its name comes from a popular song where 
an upbeat fellow promises to fill his coffers with coin from the betting table-or, 
should he lose it all, enter the city dragging his own coffin behind him. 

I Black Brush Station 
A marvel of modem innovation, the steam engine has transformed the mining 

industry, increasing efficiency and profits thrice over. It has also led to the rransfor­
mation of what was once a thinly manned aethcryte outpost into a thriving crossroad. 
of labor and commerce-a new pillar to support the thriving Ul'dahn economy. 

I The Sil'dih Excavation Site 
The city-states of Ul'dah and Sil'dih coexisted for generations until four hun­

dred years ago when bad blood festering betwixt the two sultanates culminated in 
the War of the Sisters-leaving Sil'dih a smoldering pile of rubble to be claimed 
by the shifting desert sands. The subsequent relocation of Ul'dah placed the 
city"itate nearly direaly above her fullcn sibling. 

I The Rat's Nest 
A small camp often frequented by unsavory characters of Qigirn origin, the Rat', 

Nest is also believed to be a hideout of the wanted cutpurse K.okoroon Qi!ickfingci,. 

I Lost Hope 
As the name implies, none but those who have lost all hope dare enter this 

forsaken place. The dark, humid caves provide the pcmct level of concealment 
for growing dream flowers-outlawed flora whose milk is used to create the 
highly addictive soporific known as "somnus." 

I The Bonfire 
A goblin scholar named M utamix and a patchwork band of adventurers devoted to bis 

teachings reside in the light of the Bonfire, where they earru:stly atudy the mysteries of 
materia-a type of crystal which can be melded to items to enhance their properties. 
Here, the men and women labor to spread knowledge of materia's miraculous qualities, 
and are willing to impart their knowledge to any willing to lend _their ears. 

I N anawa Mines 
Under Amajim & Sons Mineral Concern, N anawa Mines briefly faced closure when 

its supplies of quality silver were thought to have been exhausted. With the recent 
perlcction of refining techniques that allow for the extraetiou of metal &om even the 
lowest quality of ore, however, the mine has once ag,iin been opened for excavation. 

I Cutter's Cry 
Cutter's Cry is a cavern in which woodcutters traveling between Mor Dhona 

and Ul'dah would sometimes take refuge when caught in Thanalan's rare, yet 

deadly thunderstorms. There arc dark rumors, however, that many who entered 
the grot's gaping maw were never to return-their screams warning othen to give 
wide berth to the accursed place. In its depths dwells a fearsome chimera-or if the 
Darklight Raiders, a band of infamous mercenaries, are to be believed, "dwellcd" 

THE CLUTCH 
The Clutch is a high-walled valley that stretches out to the east of Black Brush 

beyond Soot Creek. As the Calamity has closed off most other routes east, one 
seeking quick passage to Gridania is forced to traverse this narrow gulch lest he 
add several days to his journey by detouring north through Mor Dhona, or south 
through the Sagolii Desert. 

I The Unholy Heir 
When Dalamud's outer shell came crashing down, a section fused with a 

boulder. Scholars have attributed this curious phenomenon to the dark matter of 
which they believe Dalamud was construeted. Local smal!follc have their own 
theories, claiming the furmation is actually an egg laid by Bahamut, and will one 
day hatch, unleashing yet another unholy monstrosity on the realm. 

I The Q.IDveron Manse 
Once the summer home of Eolande Q.i!.iveron, a recently deceased member of 

the Syndiouc, this manse now lies in ruins, and serves as the hideout for a grm~p 
of thieving bandits who prey on travelers journeying east through the Clutch. 



Ellfmll Tlwlllan borderr the Black Shroud. and is divied north from south by the Yugr>am River. From the nwmy dead 
buried in the Church of Saint Ac:lama Landama's lit:hyard to the toweriogionnations of corr.upted crystal, one is ever reminded 
of the Seventh Umbral Calamitfs devastation in this region: 

DRYBONE 

So hot do this area's tcmperarurcs rise that those who perish in the heat 
are almost immediately reduced to withering piles of bones, soon to be 
bleached by the ,relentless rays of the sun. 

I Camp Drybone 
Situated along the Roy:,! Albgan Sunway connecting Ul'dah with Gridaoia, 

Camp Drybone sits perilously close to Amalj'aa territory. As such, it is home 
to a great host of Immortal Flames, who ate ever on alert fur beastman attacks. 

I The Church of Saint Adama Landama 
The Church of Saint Adama Landama is named fur a wealthy man who, 

through unequalled philanthropy, achieved sainthood in the eyes of N ald'thal 
Indeed, the tale of how he saved his town using naught but his wits and his 
wealth is told realm-wide in the legend of Saint Adama Landama's Creel The 
chapel ilsc:lf was commissioned by the merchants of Ul'dah to put those souls 
who ~ed in the Calamity to rest, yet many still come, even after five years, 
to commission a final resting place fur their loved ones. 

I The Invisible City 
If not fur a gaping rent tom open by the Calamity, these ancient ruins, buried 

under nearly a maim of solid rock, may have gone undiscovered fur another 
thousand summers. Scholars sent to H ighbridge to study the site ate currently 
of a mind that the structures ate not a city, but in fact the tomb of one Lalafuto 
IV, f.um;d sultan of Belah'dia. How they came to be buried is a question the 
scholars b:ive yet to answer. 

I The Golden Bazaar 
Once a waypoint fur traders making the journey between Gridania and Ul'dah, 

the rise of settlements such as Camp Drybone and Highbridge have all but 
rendered the once prospering hamlet a ghost town. Rumors of mythril deposits 
in the aeuby mountains and treasure in the ruins of the Invisible City, however, 
may work to rekindle this dying ember. 

SANDGATE 

On particularly windy days, sand &om the Sagolii Desert is carried up 
&om the south and deposited at the root of this gateway into harsher lands. 

I Halatali 
Coliseum management established these training grounds to see to the honing 

of their gladiators' skills. The name comes from the ancient Lalafellin tongue, 
and means "the land of many shadows." Scholars believe that the fuunders of 
Belah'dia settled bricJly here, seeking shelter from Thanalan's blazing sun. 

I Amalj'aa Encampment 
An etlective ,aging point, from this eocampmcnt, Amalj'2a furces attack passing 

metdlants and travelers, take hostages, and steal CIJIWS to add to their cache. 

I H ighbridge 
After the C2lamity rent eastern Thanalan asunder, one of the first projects 

commissioned by the Syndicate was the construction of a bridge to span the 
aewly furmed chasm and restore the trade route with lands tnnspontine. The 
ciry which has sprung up along its edges is populated almost solely by scholars 
~vestigating the nearby ruins of the Invisible City. 

I Final l'~yer 
Upon this sacred spot stands the mark of the Warden. During the Calamity, it 

is said that many came and offered prayers to Au:yma here as their last act befure 
sua:umbing to Bahamut's flames. 

W ELLWICK W OOD 

Deep within the northeasternmost comer of Ul'dah's dusty domain, 
springs Wellwick Wood-a rare oasis of green in a sea of yellows and 

browns. It is widely speculated that the holt began from seeds blown 

across the mountains by rare northerly winds &om the Black Shroud. 

I Thal's Respite 
Proper obeisance to the Trader, Thal, overseer of wealth in the afterlife, is 

required fur those who wish to take belongings accumulated in this world to the 
hereafter. Thal's Respite is oft used by stout devotees of the Order of N ald'thal 
as a place of listing and prayer, but its distance from Ul'dah prevents all but the 
most affiuent from making the journey. 

T HE B U RNING W ALL 

Once an unsealable precipice severing eastern Thanalan &om the Grand 

Wake, the Burning Wall earned its name fur the deep-red glow it would 
emit each evening as the sun set. Toppled by the Calamity, that cliff no 

longer exists, and in its place lies a queer forest of fiery crystalline sentinels 
and malfurmed creatures shunned by nature itsel£ 

I Burgundy Falls 
From Abalatbia's Spine, waters run southwards through the T welveswood, ancl 

grow into a roating river that plunges downwards into a recently tom ravine at 
Bwgundy Falls. Sunlight retlected from the Burning Wall's crystalline furmations 
grants the cascade its unique shade of red. 



"I'he southernmost reaches ofThanalan, this region conjoins with the Sagolii Desert to the south and the Grand Wake to the 
east. The territory has a contentious reputation, as the Amalj'aa believe these scorched plains to be hallowed ground, and have 
made countless armed attempts over the ages to claim the lands in the name of their god, lfnt. 

BROKEN WATER 

When early settlers first found a source of water in this parched region, 

they rejoiced. They were far less pleased to learn that it was unclean and 

undrinkable, and expressed their displeasure by naming the place Broken 

Water to warn those who would follow. 

I Little Ala Mhigo 
Rejected by the elementals of the Twelveswood and unable to adapt to 

Ul'dahn custom, Ala Mhigan refugees eventually settled in southern Thanalan. 
In exchange fur supplies, the residents allow the Immortal Flames to maintain 
a presence, and Little Ala Mhigo now serves as a post whence to watch the 

movements of the Amalj'aa. 

I The Sepulchre 
The Sepulchre is the hideout of the Corpse Brigade, once a proud arm of 

the Ala Mhig,m army. As they supported the last king of their nation and his 
despotism, their countrymen will not suirer their presence amongst the refugee 

camps. Thus, the Brigade has become little more than a band of petty thieves. 

I The Sunken Temple of<l!!"n 
Most scholars of ancient Belah'dian civilization claim this twisting labyrinth of 

complex chambers to be a place of worship dedicated to the sun goddess, Azeyma. 
Recent diggings, however, have uncovered older chambers buried beneath the 
new containing relies not of the Sixth Astral Era. suggesting that the temple 

may have been built by a diffi,rent people. 

I The Ring of Ash 
The Ring of Ash is home ro the Brotherhood of Ash, a band of Amalj'aa 

warriors who find no virtue in unthinking obedience to the primal l&it. Instead, 
they earnestly hone their skills to defeat their mortal fues, the Flamef.mgs. 

2ANR'AK 

Meaning "land of indomitability" in the Amalj'aa tongue, Zanr'ak is the 

main dominion of the beast tribe in practice, if not in name. The word 

is thought to have had particular significance since Ifrit first appeared to 

the beastmen in ages past. 

I The Circle of the Tempered 
Those whose souls have been cleansed by lfrit's fires- that is, made the primal'J 

tempered thralls-have come to settle in this village. The Circle of the Tempered 

may also be the secret refuge of Mamanzo the Charred, a thaumaturge upon 

whose head rests a heavy price. 

I Zanr'ak Encampment 
The Zant'ak encampment serves to hold what furccs Zahat'ak, the main camp, 

cannot. Reports indicate that the beastmcn stationed in this furward base are 
from lesser mbes. 

I Zanr'ak Altar 
Used to augur the outcome of future battles, the Amaij'aa have never been known 

to go to battle without !int making a pilgrimage to the bloody altar of sacrifice. 

2AHAR'AK 

Loosely translated as "land of perseverance," Zahar'ak is the main 

stronghold for the Amalj'aa host based in their native Paglth'an. The 

beast tnbe believes the scorched plains ofThanalan to be hallowed ground 

blessed by the cleansing Rames of their primal deity, lfrit, and as such are 
intent on driving from the land all whom they deem invaders. 

THE RED LABYRINTH 

As its name implies, the Red Labyrinth is a complex maze of naturally 
eroded passages throu_gh a valley of scarlet rock. Rumors of travelers be­
coming lost fur days in the narrow defile abound, but most are unfounded. 

I N ald's Reflection 
Overseer of wealth and commerce upon the ~ plane, it is believed that 

through fervent worship of the Trader N aid, one will reap unmeasurable furtunc 

in one's living years. Prince and pauper alike once made pi!J¢mages to this remote 
place of prayer in search of prosperity-Ulll:il; that is, Milvaneth Sacrarium opened 
a new (toll-based) temple within Ul'dah. 

I The Minotaur Malm 
Local legend has that long ago, a yowig goatherd leading his pack to water 

at Forgotten Springs was set upon and chased a full maim through these caves 

by a minotaur. There has yet to be a second sighting of the creature, but the 

stories are enough to frighten away most who would consider passage through 
this trading post used by the Seventy-Seven Caravans. 

THE SAGOLII DESERT 

The Sagolii Desert can proye a harsh mistrcSs fur anything living. and 
Ul'dah makes use of the place only to banish the worst of its criminals. 
The Amalj'aa, on the other hand, believe it has been cleansed by holy 

flame, and the young and unbloodied test themselves on the great worms 

who "swim" beneath its sunbaked sands. 

I Forgotten Springs 
In this village dwells the U tn'bc of Miq~ who live on water from the oasis 

and game &om the Sagolii Desert. In rimes past, it was a atop fur traders on the 

road to Cape Deadwind, the southernmost point of Aldenard. Afkr continued 
pirate attacks sent the coastal area into decline, however, ti:wer and fewer travden 
passed through the Springs, and now Ui'dah has all but furgottcn it exim. 

I Byregot's Strike 
Accordmg to the Sons of Saint Coind, the Sagolii Desert was OllCC a verdant sea 

of lush plains capable of sustaining great civi!i7.atiom, as is evidenced by the Albgan 
ruins rcccntly discovered in the area. A 1111S$iVC drilling dcvi~ dcsigocd to cnck the 
rock beneath the sands and reveal the secrets beneath bas since been ClllllSmictcd on 
the site-the awe-inspiring structure being given the name the Byregot'I Strih. 

1,ff 



Thanalan is perhaps most funous fur the Cemleum Field, a vast area under which lies plentiful liquid ore waiting 
to be mined and processed into fuel Naturally, so nluable a resoun:c has attracted the attention of the Garlean Empire which 
a19o relies on the ceruleum to power their machina. The Immortal Flames and imperial army have come to clash often in the 
Tegion, and the struggle fur dominion over the rich lands has only grown in the scant years following the Calamity. 

BLUEFOG 
Though abundant on the northern continent of llsabard, only a handful 

of ccruleum depc,sits have ever been discovered on Aldenard, the largest 
being buried under the Sea of Spires in northern Thanahn. Ceruleum is 
a highly unstable substance and will begin to evaporate when in contact 
with air, resulting in the bluish lwc from which this area earns its name. 

I Camp Bluefug 
Camp Bluefug was built as a post whence armed men could patr<>l the Ceru­

leum Field Originally, this duty fell to the Brass Blades and Stone Torches. 
With the Empire's lorces a mere stone's throw away, however, the Immortal 
Flames have since taken control 

I The East and West Watchtowers 
To power their legioos of warmachim, the Garleans require a steady supply 

of the aether-based fuel known as cerulewn. With Bluefug housing the largest 
deposit in Eon.ea, the Empire has begun their own mining operation but a stone's 
throw &om the allied rcfinerids, heightening tcnSions in the area and prompting 
the construction of two watehtowers. 

I Abandoned Amajina Mythril Mine 
The <fucoycry of mythril in a small copper mine in Bluefug triggered the Great 

Rush (also known as the Mad Mythril Rush) which saw would-be prospectors 
flock to the Sea of Spires in search of quick and easy furtune. The veins that ran 
through the mountains, however, were not deep, and it was but ten summers 
befure the mint"S reised to yield the }>rccious metal, furcing msny to abandon their 
claims. Now the shafui serve as hideouts fur remnants of the Lambs ofDalamud, 
a doomsday cult that rose in popularity at the end of the Sixth Astral Era. 

I Dalamud's Talons 
Gritn monuments to the Calamity's aiming, Dalamud's Talons arc rc:larivcly 

small iimnations of corrupted aysta1. People have given them their fearsome name 
as they arc thought to resemble the mighty claws of Mcnphina's loy:tl hound 

RAUBAHN'S PUSH 

In the final days of the Sixth Astral Era, the ccruleum fields of northern 
Thanalan proved to be one of the most hotly contested areas in all Eorzea, 
with the Empire amassing a giant host outside ofBluefog to seize control 
of the local fuel refineries. Though outnumbered three to one, Raubahn 
and his army succeeded in "pushing" back the enemy. 

I Ceruleum Processing Plant 
Operated by Amajina & Sons Mineral Concern, this plant refines raw ceruleum 

into a fuel fur engines and other modem muhinery. The Immortal Flames keep 
a heavy contingent of soldiers on hand to ensure that the fucility and its precious 
product do not fall into enemy hands. 

I Castrum Meridianum 
Castrum Meridianum is the southernmost sttoughold of the XIV th Imperial 

Legion. Inside it stands the Practorium, a furtrcss within a furtress and the 
command center of the invading legion. The Castrum is also one stop of the 
Phantom Train, a monstrous machine used to tr.msport ordinance to Castrum 
Centri in Mor Dhona. 



A~ the snores ot'Silvtrtear Lake, Mor Dhona lies very close to the ccmm <I A1denard. As a key land ro= olesscd 
breatlit'lkmg'a:enery, the area once featured a lively collection ofinfls. During the Battle of'Si1vertear Skies, however, an extreme 
actherial surge swept through the landscape transfurming much of it into pure crystal.' Though the cause remains a topki of discussion 
amongst scholars, the phenomenon was undisputedly destructive, and now the phcc is a wasteland shrouded in mephitic mists. 

fOGFENS 
Many an unsuspecting traveler has vanished into the thick brume that oft 

hangs heavy over these wetlands, never to be heard from again. 

I Revenant's Toll 
The Adventurers' Guild built this new settlement to replace Camp Revenant's 

Toll which had long served as a base of operations for the guild in Mor Dhona. 
Under its auspices. the Scions of the Seventh Dawn and refugees from Doma 
continue to aid in the construction. 

The current activity notwithstanding, the origin of Revenant's Toil's name is 
tragic: few villagers had the chance to escape before their homes were crushed 
by the airships fulling from the skies. The devastation claimed so many lives that 
the dead had none to mourn their passing but the dead. 

I The Seventh Heaven 
The fuvored haunt of many an adventurer, this tavern takes its name from the 

highest and final heaven. On the one hand, this serves as a metaphor for the 
experience the establishment's clientele can expect when drinking within its halls. 
At the same time, it is also meant as a subtle prayer for the spirits of those who 
died in the Battle ofSilvertear Skies that they may find peace in the hereafter. 

I Rowena's House of Splendors 
Seeing as the en~ merchant Rowena provided a great deal of aid in the 

expanding ofRevenant's Toll, she was bequeathed the rights to a goodly section of the 
larf;est building in town, dubbing it bluntly, if not tastelessly, the House of Splendors. 

I The Diamond Forge 
It is here in this smithy, that the artisans in Rowena's employ craft the arms and 

armor sold in her House of Splendors. For a time, the forge did good business in 
recreating vintage equipment, but such wares seem to have fullen out of fushion 
as of late, as adventurers have begun taking their custom to more exotic locations. 

I Camp Revenant's Toll 
Established by the Adventurers' Guild to aid refugees, Camp Revenant's Toll 

was obliterated during the Calamity. Drastic changes in the area's elemental 
balance left the aether in a chaotic state, forcing corrupted crystals up through 
the ground, essentially tearing the camp apart. 

I The Tangle 
The wastewater of Castrum Centri has polluted these once healthy wetlands, 

attracting morbol to the area with the cloying stench of rotting flora. Travelers 
have taken to calling it the Tangle because of the twisted labyrinth that now fills 
the area, created by myriad roots and vines. 

I Rathefrost 
Upon this ridge stand crystallized flora, a constant reminder of the Battle of 

Silvertear Skies. The natne stems from the sound the grass makes undcrfuot, 
which is not unlike the slight crunch of treading upon morning frost. 

I Castrum Centri 
Under Legatus Nae! van Damus, the Vllth Imperial Legion COIIStructed 

Castrum N ovum to house the lunar transmitter used to call down the satellite 
Dalamud. Legatus Gaius van Baelsar and his XIV th Legion subsequently con­
fiscated the fucility. They have used it as military stronghold since, and expanded 
upon the mining and refining capacities of the place to pro~ munitions. 

NORTH SILVERTEAR 
An area bordering the lake, North S ilvertear is known fur the sights it 

offers: the Keeper of the Lake that rises above the water, and the Crystal 
Tower that glimmers silently to the east. 

I Saint Coinach's Find 
The learned group of scholars known as the Sons of Saint Coinach set up this 

camp with the intent to explore the mysteries of the ancient Allagan Empire. In 
addition to the unearthing of relics and ruins, they also condutt research on the 
newly risen Syrcus Tower. 

I Singing Shards 
Aspected most heavily to lightning, the Singing Shards resonate with one :anothel'", 

and ring in a sweet and .unique way that is oft mistaken for a maiden in song. 

I The Keeper of the Lake 
Maintaining a silent vigil over Silvcrtear Lake, the Keeper is wrought from the 

wreckage of the imperial flagship, the .Agrill4. It rises above the lake, wrapped 
in the death coils of Midganlsormr, the great wyrm long believed to be the 
protector of the area. 

THE EIGHT SENTINELS 
Ever standing vigil over the Sy:rcus Tower, this row of daunting swords­

men greet with solemn silence all who ~ step fuot in the furbidden spire. 

I The Crystal Tower 
The Allagans built the Crystal Tower-also known as the Syrcus Tower-in 

the dusk of their empire. While little is known about the gargantuan structure, 
the Sons of Saint Coinach have surmised that it was constructed to accumulate 
the endless energies of the sun. 

'*' 
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O VERVIEW 

Flag The Holy See's standard is an escutcheon divided into fuur 
quarten, each bearing the sigils of the fuur High Houses of 
Ishgard: House H aillenarte on the upper left. House Duren­
daire on the upper right, House Dzemael on the lower left, and 
House Fortemps on the lower right Atop the escutcheon rests 
a winged crown, representing the an:hbishop. 

------ ---------
Motto Of the Sky, From the Sky, For the Sky 

Government For one thousand years, Isbg;ird 
was ruled as a theocracy under 
the leadcnhip of the archbishop 
and the high-ranking clergymen 
of the lshgardian Orthodox 
Churdl. However, once revela­
tions regarding the core tenants 
of the church's tcaehing, came to 
light in the w.ake of Al'Ulbishup 
Thordan VIl's death. the interim 
leadcnhip moved to enact 

f.ir•rcaching refurms. During the period of peace fullowing 
the <lea th of N idhogg, the government was transformed into a 
bicameral republic, wherein policy would henceforth be decided 
by a House of Lords and a House of Commons. 

Leader Archbishop Thordan VII 

Ruling 
Body 

Aymericde Borel, Lord Speaker of the House of Lords (post-war) 

Until recently, clergymen and women of the Holy See of 
Ishgard regulated the teachings of the Ishgardian Orthodox 
Church. The newly formed republic envisions a more strict 
separation of church and state. 

--------------
Racial 
Distribution 

lshgardian Elczcn: 70,r, Midlander Hyur: :to% 
Other: 1olr. 

--- -------
Religion 

Industries 

The fervent wonhip ofHalonc, 
mover of glacicn and goddess of 
war, and the teachings of the 
1Iaehiridio11, the holy scripture 
of the church. are at the core 
of lahgardian society. Although 
members of the Isbg,udian 
church will readily aclmowledge 
the existenc;e of the other clevm 
<!cities of the pantheon, they 
finnly believe that the power of 
all other goo.o is eclipsed by the 
might of the Fury. 

Stonemasomy: lshgardian architecture has been deeply inllucnced 
by a millennium of war with the Dnvanians, and the need for 
stone fortifications capable of withstanding the enemy's amcks. 
Mon;ovcr, the church has • long tndition <>f funding religious 
worb of art, which accounts fur the massive sculptures that can 
be fuund throughout the capiral and beyond. 

Industries 

Beliefs 

Diet 

Steelworks: Smelting techniques developed over centuries to 
· produce superior weaponry for the war effort have yielded such 
fumed alloys as the aptly named Ishgardian steel, which is slow 
to rust and resistant to the elements. These techniques, however, 
are fiercely guarded by the industry's smiths and manuf.ictories, 
which labor at the behest of the Holy See. 

Magitek: Contrary to the perception that theirs is a conservative 
country which does not aggressively pursue scientific advance­
ment, Ishgard has conducted research and development into the 
military applications of magitek technologies. Furthermore, they 
have worked closely with the Garland Ironworks to improve 
upon their existing airship designs. 

Livestock: The lush pastures of the Coerthas highlands were 
once ideal for black sheep and chocobo husbandry, the latter 
giving rise to a prosperous industry for which lshgard would 
be renowned throughout the realm. Alas, the climate change 
brought about by the Calamity decimated herds and left ranchers 
destitute. 

Hunting and Trapping: While the highborn have enjoyed 
hunting as recreation for generations, in recent times many 
Ishgardians have turned to such activities to earn a living, as 
the colder temperatures brought about by the Calamity have 
seen an increase in the demand for furs, as well as wild chocobos. 

lshgardians value honor and ttadition above all else, and the 
Dragonsong War is understandably at the forefi:ont of each and 
every one of their minds. House lineages are carefully documented, 
and those who can trace theirs back to the founding f.ithers of 
Ishgard enjoy elevated status. This preoccupation has, over gen­
erations,. resulted in a stratified society in which the highborn and 
lowborn have developed markedly diflerent values and customs. 

In the years following the Calamity and 
the coming of the snows, the popularity of 
warm soups and stews among lshgardians has 
burgeoned. To the delight of dairy f.irtncn, 
many cooks have also begun to incorporate 
melted cheeses into their cuisine, producing 
gratins which have become beloved dishes 
for nobles and commoners alike. Of coune, 
not all notable foods are recent inventions; 
lshgardian sweets and confcctionarics asso­
ciated with religious ceremonies have long 
been known of outside the Holy See. 



HISTORY 

A NATION'S FOUNDING 

According to scripture, the story of Ishgard's foundinc begins one 
thousand years ago when the goddess Halone blessed King Thordan 
with a vision of a paradise for the Elezen. The king declared he would 
lead his people to this promised land which lay at the heart of Abalathia'• 
Spine and so, having packed their few possessions into humble wains, 
they abandoned the Black Shroud for the highlands of Coerthas. Once 
the great caravan reached the valley, however, the dread wyrm Nidhor,g 
suddenly appeared and attacked the Elezen with unbridled ferocity. 
King Thordan and his knights twelve, of whom his own son Haldrath 

was one, ventured forth to meet the wyrm in combat. In the bloody battle 
which ensued, the king was cast into a ravine by N idhogg and killed, and 
the greater part of his knights were slain. In the end, the remaining four 
and his son Haldrath triumphed over Nidhogg, prying out one of his eyes 
and forcing the dragon's retreat. 

By this temble sacrifice were Thordan's people afforded a peace during 
which they could build their grand city at last. However, Haldrath, 
would not accept his father's crown, and instead donned the helm of the 
Azure Dragoon, vowing to hunt down any dragon who dared threaten 
his people. The king's throne would lie empty, leaving the four remaining 
knights to found the High Houses and the Ishgardian Orthodox Church 
which would rule over Ishgard and guide the people for centuries to come. 

THE T RUE GENESIS 

For one thousand years Ishgardians fought and died, believing with 
absolute certainty that the founding of their nation was as stated in the 
scripture. Yet this belief would be shattered when the Warrior of Light 
and his comrades uncovered the true origins of the war, the revelations 
shaking the faith of the people to its very core. 

In troth, it was roughly in the year 310 of the Sixth Astral Era, 
twelve-hundred years ago, that the Elezen first came to Coerthas. As this 
coincides with the Great H yuran Migration into the northern continent of 
llsabard, some historians have speculated that H yur aggression forced the 
Elezen to seek sanctuary in Coerthas, which was relatively uninhabited 
at the time. 

The neighboring lands of Dravania had been home to the great wyrcns 
and their broods long before the Elezens' arrival However, despite 
frequent confrontations with their new neighbors, the Elezen chose to 
remain, building a village which would serve as a progenitor to Ishgard. 
Yet perhaps the more significant revelation concerned the deeds of one 
woman, ten years later, which would change the course of history. 

L OVE TRANSCENDENT 

Shiva was but an Elezen maiden when she full in love with Hraesvelgr 
of the First Brood and was therefore branded an apostate in holy scripture. 
As the tale goes, she was enchanted by the dragon's sagacity and wisdom­
the wyrm by her compassion and conviction. Yet H raesve!gr despaired at 
the great disparity which would deny them happiness everlasting, for to 
a .dragon which might pass tens of thousands of years without a thought, 
the life of an Elezen human which might span a century at best was but 
a ffeeting moment. Seeing this, Shiva sought to end her lover's sorrow by 
imploring him to devour her that the maiden's aether and soul might be 
entwined with his ever after, In the end, with a heavy heart, Hraesvelgr 
did as she bade. 

Their ttagic love became a symbol which moved man and dragon alike 
to set aside their diffi:rences and come together to build a society such as 
Shiva would have wanted. The ancient ornate structures found throughout 
Dravania and the Churning Mists are remnants of that time when man 
and dragon lived in hartnony. 

THE S INS OF ANTIQ!!ITY 

The harmonious epoch brought about by Saint Shiva's sacrifu:e came 
to an end two centuries later when King Thordan I, who coveted the 
power that resided in the eyes of the great wyrms, gave in to temptation 
and resolved to seize it for himse!£ He and his knights twelve conspired 
to hunt and slay Ratatoskr of the First Brood, and after partaking of her 
eyes, were said to have obtained powers far beyond that of mortal men. 

Their crimes, though, would not go unpunished Upon learning of 
Thordan's betrayal, Ratatoskr's brood-brother Nidhogg was driven mad 
with rage and attempted to slay the king and his knights in retribution. 
The battle raged for seven days and seven nights, during which the king 
and half of his knights were slain. 

In the end, the ,urviving knights, led by King Thordan's son, Haldrath, 
were victorious, claiming both of the dread wyrm's eyes as prizes. The 
blinded N idhogg was forced to retreat, yet it would not be the last the 
knights would see of him and his ~ for it was N idhogg who would 
later rally the Dravanians to make war on the Elezen once more. 

Afrer the battle, H aldrath relinquished his claim to the throne, and 
resolved to live out the rest of his days as the Azure Oragoon: a hunter 
of dragons. Still others renounced their claims, ashamed for their deeds, 
leaving but four knights. These founding fathers then chose to join hands 
with the clergy to establish a new government to rule Ishg3T9-and to 
craft a compelling narrative with which they would convince the people 
to fight in a war against the Dravanians. 

THE END TO THE SONG 

Afrer receiving an eye from Hraesvelgr, Nidhogg was empowered to 
begin a bloody campaign of vengeance against lshgard that would span 
more than a thousand years. That being said, it would not be accurate 
to state that the violence continued without interruption, as there were 
long periods during which the great wyrm was c:ompelled to rest and 
recuperate. 

Even so, the destruction wrought by Nidhogg each time he awoke 
was so temble that Ishgard dared not recognize any such respite; only 
a constant vigilance would ensure that the ,military was prepared to race 
the dread wyrm'i wrath. To that end, the High Houses worked closely 
with the church to encourage the lowborn to take up arms against the 
Dravanians in what was increasingly framed as a holy war for the nation's 
survival 

Yet all this would come to an end when the Warrior of Light uncovered 
the true origins of the Dragonsong War, and later slew the dread wyrm 
Nidhogg on the Steps of Faith. In the wake of the war's end. Ser 
A ymeric de Borel and his allies successfully enacted a series of govern­
mental reforms which would pave the wa.y towards the formation of a 
new republic. Having borne witness to these deeds, Hraesvelgr and Im 
brood recognit.ed the Ishgardian'J sincere desire for peace, and agreed to 
reestablish relations with their former encmies--tmugh generations would 
live and die before the divide between their peoples could ttuly be bridpl. 
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CHURCH ST RUCTURE 

The leader of the lshgardian Orthodox Church is the archbishop, who 
also serves as the Ishgardian head of state. However, unlike the kings of 
eW, his title cannot be passed down. Upon an archbishop's death, a conclave 
comprised of high-ranking clergy and representatives from the four High 
Houses is convened to select the successor. As such, despite being bound 
to observe the will of the archbishop, the nobility has significant influence 
over who shall rise to the position. 
The archbishop presides over lshgard from the Vault, which functions as 

THE lsHGARDIAN 
ORTHODOX 
CHURCH 

F OUNDATION 

The Elezen who settled in Coerthas had already been worshipping 
H alone as their patron deity for some time. As their population swelled 
and their settlements expanded, so too did their centers of worship. The 
clergy recognized the need for more structure, and perhaps an organization 
that could standardize the teachings of the fu.ith: namely, the Ishgardian 
Orthodox Church. 

P RECEPTS OF THE f AITH 

The primary mission of the lsbgardian Orthodox Church is to "spread 
the teachings of H alone and to glory in Her works." To that end, the 
Holy See promotes a comprehensive-and officially sanctioned-historical 
education, and any accounts which contradict these established fucts are 
considered heretical 

However, following the shocking revelations regarding some of the 
most celebrated figures in Isbgardian history, the church was subject to 
unprecedented criticism. While the people remain devoted to H alone, it 
remains to be seen what place the church as an establishment will have 
henceforth in Isbgardian society. 

both the center of the church and of the government. There he determines 
major public policy, which is then carried out by senior officials in various 
dicasteries, as well as the Temple Knights and the inquisition. 

Additionally, there are two unique groups to whom the archbishop may 
tum should the need arise. The Synod, a council comprised of seven 
bishops of Saint Reymanaud's Cathedral, serves to advise His Eminence on 
matters of policy. The Heavens'Ward, on the other hand, is a select group 
comprised of twelve handpicked knights who serve as his penonal guard. 
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8" THE HOLY SEE 
The Holy See often describes its relationship with the people as 

one with "maternal" and "paternal" facets. In its maternal role, the 
archbishop and his clergy nurture and guide their people through the 
teachings of the church. In its paternal role, the archbishop strives to 
dictate policy that protects his people &om the Dravanians and preserves 
the city-state's sovereignty. 

However, in light of recent eflorts to disentangle church &om state and 
reduce the church's direct influence over military afrairs, this paternal 
role is likely to be reduced, much to the consternation of some clergy. 

ARCHBISHOP THORDAN VII 

"I woHld not see oHr children sacrificed in a vain 
attempt to appease an implacable foe." 

The seventy-fuur year old archbishop came &om modest origins, 
the son of a lesser house pledged to House Durendaire. A lover of 
traditional Coerthan cooking, in his youth he studied swordplay, 
and perhaps could have achieved moderate success within high 
society. However, as the youngest of five, he stood to inherit 
little, and so with his parents' endorsement he entered Saint 
Endalim's Scholasticate. He graduated as one of the Trinity 
and successfully entered into the service of the Holy See, and 
was quick to take part in the power struggles inside the Vault. 
As he grew more successful and influential, he gradually rose 
within the clergy's hierarchy until he was named a bishop in his 

forty and second year. However, it was also at this time that he 
was rumored to have broken his vow of cehbacy and fathered a 

child with a lover. Well aware that such a scandal could be used as 
a weapon by his political rivals, he made every eflort to suppress them 

until after he was elected archbishop. 

S" THE INQ!!ISITORS 

The Fury's Grace 

Symbol of the leader of the lshgardial! 
Onhodox Church and sovereign ,_ the Holy 
See, this holy Cl'02ier has been handed down to 
each archbishop. Embedded in its center is a 
rare sapphire of ultramarine hue, known as the 
Froun Tear. The staff wos so named fur the 
legend that it was bestowed upoo An:hbisbop 
Reymanaud I by a divine mc.sscngcr ofHaloae. 

All who pass through the Gates of J udgemcnt must abide by Ishgardian 
law, and the inquisition is responsible fur investigating any potential 
violation. Those suspected of the grave crime of heresy are thoroughly 
interrogated, and if the accused is confirmed to be a D ravanian sympa­
thiz.er, he must be held to account fur his deeds. 

are even allowed to detain-albeit temporarily-memben of the High 
Houses should thi:y be suspected of blasphemola intent. 

For a city at war, any who question the Holy See are akin to festering 
wounds which threaten to corrupt the whole. Therefore, the inquisitors 
have been granted extraordinary license to conduct their work, and they 

On the other hand, the protection affi>rded under these special powers 
makes it difficult to evaluate whether the inquisition's interrogation 
methods are effective, much less appropriate. As a result, the clergy-u 
well as the general populace-teild to view their work as a "ncccsaary 
evil" at best or a "shameful profession" at worst, and the inquisiton 
themselves understand they have been placed in a delicate position. 
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ORGANIZATIONS 

!,9 THE T EMPLE KNIGHTS 

The Temple Knights are responsible for the defense of national interests, 
as well as maintaining public order. Falling under the auspices of the Holy 
See, the Congregation is administered by their lord commander, Ser 
A ymeric de Borel; as well as several other commanders who, in addition to 
their other responsibilities, have direct authority over 6ve distinct combat 
units. The Congregation also includes specializc:d support and non-combat 
sections comp~ of sappers, porters, clerks, and so forth. Of particular 
note are the Order of the Friars 1'emplar, which ministers to the spiritual 
needs of the Temple Knights; the Temple Knights Hospitaliers, who 

AYMERIC DE B OREL 

"We must right the wrongs uf antiquity 

operate their own infirmary to tend to knights and civilians both; and the 
Order of the Knights Dragoon, an elite force of Temple Knights which 
specializes in fighting dragonkind. 

Despite its impressive size, the Congregation lacks the numbers to 
maintain a presence throughout the whole of Coerthas, and so Temple 
Knights often work closely with knights of the High Houses and other 
noble families to preserve the safety and security of lshgardian interests 
within and without the capital. 

N aegling 

and mO'IJe forward as a nation united." 
Ser Aymeric's sword, Naegling, is a Borel 

&mily heirloom once used to slay dragons. 
Ser A ymcric'I fuster fiu:her prayed it would 
grant him st:rcngth in the struggles to come, 
both on and olf the battlefield. 

Ser A ymeric de Borel is the lord commander of the Temple Knights and, 
as rumors suggest, the bastard son of Archbishop Thordan VII. Owing 
to his rather's influence, he was adopted at birth by an aged viscount of 
House Borel, whose wili: was barren. Though they treated him as their 
own flesh and blood, rumors of his status as a bastard and his father's true 
identity eventually found their way to him. And so, after being inducted 
into the Temple Knights, Ser A ymeric hoped he might one day be granted 
:u1 awlience with the archbishop to learn the whole truth. 
The thirty-tw0 year old Ser A ymeric's political views, as well as his 

distaste for petty power struggles, are largely the result of his upbringing, 
particularly his keen awareness of the limitations placed upon an individual 

for the circumstances of their birth. Though a man of modest tastes, he allows 
himself a single indulgence: a few drops of birch syrup mixed with his morning tea. 

LUCIA GOE J UNIUS H ANDELOUP DE D AIMBAUX 

"Those who dwell in the past risk losing sitf,t 
uf their foture," 

Curiously enough, the second-in-command 
of the Temple Knights originally came to 
lshgard as a clandestine agent of Garlemald, 
with orders to seize any Allagan artifucts that 
the Holy See might have hidden within their 
reliquaries. While she successfully infiltrated 
the Vault disguised as a female acolyte, she 
railed to conceal her identity when questioned 

by a young Temple K.llight-Ser Aymcric. 
In an unexpected display of mercy, Ser Ay­

meric, knowing full well that her crimes were 
punishable by death, ofrered to spare her 1ilc should 

she pledge to serve him. The Garlean spy agreed, 
if only to see another day, and with every intention of 

running away when the opportunity presented itself. Yet after lengthy 
discussions with Ser Aymeric in which he professed his visions for sweeping 
refurm, Lucia was so inspired by his idealism that she chose instead to honor 
her pledge and serve as his right-hand. 

However, there are some points on which the twenty-eight year old 
woman and Ser Aymeric do not see eye to eye. Despite his best cflorts to 
instill in her a joy of cooking by teaching her his original recipe for dodo 
omclcts, she remains thoroughly uninterested in the culinary arts. 

"A thousand years uf animosity cannot be 
forf!tten O'IJernight." 

Ser H andeloup earned a reputation as an 
excellent leader for his ability to recognize 
and efrectively utilize the talents of those 
within his support and logistics unit. 
Recognizing the value of his skills, Ser 
A ymeric named him second commander and 
saw that he would oversee not only general 
logistics but all Temple Knights training. 

Though there were some who questioned the 
appropriateness of Ser A ymeric's appointment 

at first, Ser H andeloup simply went about his 
business, jotting down notes in shorthand and 

carrying out his duties as ordered, and before long 
all came to accept this state of affairs. 

Unlike the Heavens' Ward, T-emple Knights are not required to 
take an oath of cehbacy, and Ser Handeloup exchanged vows with a 
childhood friend around the same time he entered the order. Without 
exception, his colleagues praise the thirty-six year old knight as a 
loving father to his daughter, a young girl of seven summers. 



B" T HE D ~RAGOONS 

The brave men and women of the Knights Dragoon, a subdivision of 
the Temple Knights, are trained to engage their Dravanian foes directly 
on the front line. Vowing to carry on the honorable work of H aldrath, 
the first dragoon, they are masters of a unique form of aerial combat in 
which they leap high into the air and then descend, driving their lances 
into their target with the full weight of their body behind the blow. The 
commander of this elite unit, the Azure Dragoon, is further empowered 
by an ancient relic of the Holy See known as the Eye. The Eye grants 
the Azure Dragoon strength fur beyond that of mortal men, which he 

EST INIEN WYRMBLOOD 

""!'is not for praise that we fight." 

then brings to bear against his draconic enemies. 
To even be considered as a candidate for this elite furce is considered a 

!eat in itsel£ Select applicants are subjected to a harsh training regimen, 
and !ewer still are deemed worthy to bear the title of dragoon. The 
mortality rate fur the Order of the Knights Dragoon is highest among 
the Temple Knights, given their methods and the circumstances u11der 
which they are often deployed. While the Order is normally comprised of 
thirty dragoons, it sulfured significant casualties during the Horde's most 
recent assaults, and there are currently only ten dragoons in active service. 

Gae Bolg and the Eyes ofNidhogg 

Ever since Nidhogg razed his village, murdering his parents 
and younger brother, Estinien devoted himself wholly to 
the pursuit of revenge. Orphaned at the age of twelve, he 
was raised by Alberic, the then-current Azure Dragoon. 
However, Estinien's relationship with his foster father was 
complicated- while he respected him greatly as a soldier, he 
could not help but resent him for failing to protect his village. 

The Holy See bestowed the legenda,y •peat Gae 
Bolg upon Estinien after he was awarded the title 
of Azure Dragoon. However, when he was posseaed 
by the shade of N idbogg, the spear was twisted and 
transformed by the great wyrm's m,agicks. Upoo 
Estinien's disappearance from the infirmary, it was 
discovered that Gae Bolg too, had vanished. 

As of his thirty-second year, Estinien has no hobbies, and he 
concerns himself only with honing his skills (and occasionally 

eating anything passably delicious) that he might one day exact 
his retribution. It was with this single-minded dedication that 

he overcame every trial set before him and earned the title of 
Azure Dragoon. 

8" THE HEAVENS' WARD 

The Heavens' Ward, the personal bodyguard of the archbishop, serves at 
the pleasure of His Eminence and answers to none but him. U oder normal 
circumstances, the knights of the Heavens' Ward exist outside the normal 
hierarchy of the Holy See, but when charged with carrying out the personal 
directives of the archbishop, they may act with his authority and issue orders 
to Temple Knights and others. 

In keeping with the tradition established by King Thordan I, the Heavens' 
Ward is comprised of twelve knights appointed by the archbishop himse1£ 

I 1. 

However, after appointing Ser Zephirin to lead the current Heavens' Ward, 
Thordan VII instructed him to select the remaining members fur their skill at 
arms only, without regard for their character or f.unilial connections, which the 
young archimandrite then did, with the assistance of Ser V ellguine. 

As a rule, married men are forbidden from joining the Heavens' Ward, and 
like members of the clergy of the Holy See, the knights must swear an oath 
of cehbacy. Ultimately, they must dedicate their lives wholly to the service of 
the archbishop, the sole interpreter of the will of Halone. 
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SER ZEPHIRIN DE VALHOURDIN 

"History will vindictfte us." 

Ser Zephirin was, at twenty and nine, the Very 
Reverend Archimandrite of the Heavens' Ward 
and a furmer commander of the Temple Knights. 
Desiring to follow in his futher's footsteps, he 
entered the Temple Knights' grand tourney at the 
age of fifteen, and his subsequent victory was met 
with thunderous applause. 
To compensate for his diminutive stature, he 

chose to wield a massive grcatsword-the traditional 
weapon of dark knights. Though there is a certain 

stigma associated with these weapons, Ser Zephirin 
the J QSt was not one to be swayed by such concerns. 
At one time, he was the favored candidate fur the 

position of Lord Commander, but in an unexpected tum of 
.events, the title was bequeathed to Ser A ymeric instead. Deeming a man of 
his integrity and skill a worthy addition to the Heavens'Ward, Ser Vellguine 
extended an invitation to Ser Zephirin, who accepted. 

SER CHARIBERT DE L EUSIGNAC 

"Sickness is wont to foster and spread. 
I t must be bumed out ere the inficrion takes hold." 

Orphaned when his parents perished in a fire, Ser 
Charibert spent his childhood and adolescence in 
a priest's orphanage in the B rume. There, he 
whiled away the hours learning how to read and 
write, immersing himself in holy scripture and 
governance under the Articles ofHalonic Polity. 
Ht: was particularly interested in the arcane 
elements of scripture, having discovered as a child 
his own latent talents fur conjuring flames. 
When he came of age, his furmer teacher provided 

him with an official recommendation to enter the 
Supreme Sacred Tribunal of Halonic Inquisitory 

Doctrine. Coincidentally, at roughly the same time, his 
childhood orphanage was gutted by a fire of unknown origin. 

The inherent grace with which the thirty-three year old knight wielded 
magic (a skill likely pemcted during his extended sessions with his 
prisoners) was unparalleled, and it was fur this talent alone that he was 
inducted into the archbishop's personal guard. 

SER ADELPHEL DE C HEVRAUDAN 

"There is no satisfaction in anything 
less than complete and total victory." 

Born of a lesser house and famed fur his elegant 
swordsmanship, Ser Adelphel Brightblade was 
the youngest of the Heavens' Ward, having seen 
only twenty-two summers. He trained rigorously 
from an early age at the behest of his lather, 
who believed it would help him to excel in high 
society. Having mastered the combat arts, be 
won much glory on the battlefield and eventually 

accured a place within the archbishop's personal 
guard. 
Afterwards, Ser Adelphel rose to great prominence 

and attracted the attention of countless young noble-
women, many with whom be was rumored to have had 

relations. Indeed, the knowledge that he had sworn an oath to never 
marry or father children seemed only to inflame their passions further, 
and the young knight fuund himself challenged to duels by disgruntled 
husbands, ~ers, and fathers with alarming frequency. 

SER VELLGUINE DE BouRBAGNE 

".All mm must serve, each in their own W"}•" 

Ser Vellguine, second-in-command to Ser 
Zephirin, was at thirty-eight the oldest and 
longest-serving member of the Heavens' Ward. 
Known as the U nbreakable Stone Spear fur his 
solemn disposition, he was second to Ser Zeph­
irin's predecessor as well, and so was expected 
to become the next archimandrite. However, 
believing himself to be better suited to his current 
position, he declined the archbishop's offer and 
recommended Ser Zephirin assume the role in 

his stead. Content to remain in the shadows, he 
refrained from providing advice unless asked. 

S ER GRINNAUX DE DZEMAEL 

"Clever men die just as qui.ck as the rest." 

A member of House Dzemael and nephew of 
the count, Ser Grinnaux the Bull was a peerless 
warrior. Yet while his combat abilities were 
exceptional, his disagreeable personality led to 
more than a fuw altercations with others. By his 
twenty-ninth natneday, the Bull had earned a 
notorious reputation for his brawls at the local 
taverns and his willingness to strike knights who 

questioned his judgment on campaign. (Curiously 
enough, it was through a drunken quarrel that he 

became close friends with Ser Paulecrain.) 
U nfurtunately fur some, Ser Grinnaux's peerless 

strength meant that his reckless behavior sometimes 
resulted in the occasional f.ttality, which the Count de Dzemael would 
be quick to conceal with coin. 

SER PAULECRAIN DE FANOUILLEY 

v~ "W,l/ honor save one from the knife in the dark! 
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Yirtue from the poisoned wine I I think not." 

A twenty-eight year old man of humble origins, 
Ser Paulecrain Coldfire rose from poverty by 
his skill with the lance alone. Although he was 
taken into the service of House F ortemps for his 
talented spcarwork, he was immediately dismissed 
after an incident in which he was fuund to have 
assaulted a lady of the House. 
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Some rime later, he crossed paths with Ser 

Grinnaux at the Forgotten Knight, and there the 
two traded barbs over drinks, until their heated 

conversation escalated into a fierce brawL But from 
that vioknce was born an unusual kinship between 

\ ''· .. 
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Ser Grinnaux and the lowborn lancer. The dishonored 
Paulecrain was soon taken in by House Dzemael. who fuund him to be 
an invaluabk addition fur his willingness to carry out certain questionabk 
tasks others would not. For his loyalty, he was granted a knighthood, and 
remained close friends with Ser Grinnaux. 



SER H AUMERIC DE PEULAGNON 

"Only the Fury can absolve us ef our sins. Take solace 
in the script1m,for it shall not kad you astrAJ·" 

Having graduated from Saint Endalim's Scho-
lasticate as one of the Trinity, Ser Haumeric's 
future among the Vault's elite was all but secure. 

After joining the clergy, he campaigned for the 
abolishment of trial by combat and other judicial 

reforms. His destiny lay elsewhere, however, fur Ser 

Zephirin, having observed Ser Haumeric's exceptional 
conjuring abilities, bid him join the Heavens' Ward 

Although he once considered resignation, he eventually decided, after 
reftecting on his past experiences within the clergy, that he could not forsake 
his position within the H eavens' Ward, as it would affi:>rd him opportunities 

to entreat the archbishop directly. 
A man of strong principles, Ser Haumeric has long strived to walk the 

righteous path, and so he holds men like Ser Chanbert in great contempt. 

SER H ERMENOST DE LA TREAUMAILLE 

"Cast off the trappings and temptations ef this world. 
Only by Her trace can we know trHe falfi/lment." 

Ser Hermenost was a veteran of thirty and six 

years, who joined the Heavens' Ward during the 
tenure of the previous archimandrite. The son of a 

merchant, he was a man of deep and abiding faith 

whose pious mother read to him passages from the 
Enchiridion every night as when he was a child-an 

education which would later influence him to reject the 
family trade and become a friar of the church. 

He spent his younger years in peaceful prayer and service until he 
was encouraged to undergo military training in order to better protect 
the monastery in the event of a Dravanian attack. The Temple Knight 

instructors were so impressed with his axework that they challenged him 
themselves, and after each was soundly defeated, he was summoned to 

the Vault, where he was granted a knighthood and extended an invitation 
to the Heavens' Ward 

Ser Hermenost was also a formidable mage capable of unleashing 
devastating attacks by imbuing his battleaxe with lightning, a feat which 
earned him the title of "the Levinlight." 

SER J ANLENOUX DE C ouRCILLANT 

"We are whAt we chose to be. 
Naught less, nAHf},t mon." 

Knighthood cannot be passed from futher to son. 

Thus Ser J anlenoux, despite being the eldest son 
of a knight at twenty and four, earned his spurs 

like many others: through hard work and dedication. 

He and Ser Adelphel were brothers in arms, having 
shared the battlefield time and time again as sons of 

families pledged to House Durendaire. 
Though he did not wield his weapon with the same flair as Ser Adelphel, 

Ser J anlenoux of the Steel Oath was just as deadly with a blade. However, 
he was also quite skilled with a chef\ knife, as he was a devoted student of 
the culinary arts, often preparing sumptuous meals fur his comrades at home 
and at camp. When not on duty, he could often be found in a small comer 
of the Vault's kitchens where he practiced his second craft. His friends all 
agreed that if he had not elected to become a knight, he could have easily 
made a name for himself as a culinarian. 

SER GuERRIQYE DE MoNTROHAIN 

"Come on, come on! DoHbk or 1/Qthing! What 16) pi!I'" 

A former Temple Knight who once served din:ctly 
under Ser Zephirin during his tenure as a command­

er, Ser Guerrique earned much glory during his rime 
as a heavy infantryman. It is said that the Cleaver 

earned his title when he felled a wyvem with but a 

single blow of his axe, with an impact so powerful that 
the beast's head was not severed, but rather obliterated, 

the pieces flying apart in a thousand diflerent directions. 
A young man of twenty-seven summers ever eager to test his strength, 

Ser Guerrique challenged anyone and everyone to arm wrestliDg when­
ever he was deep in his cups. His behavior was not always enjoyod by his 
peers, though. His zealous celebration of a hard-fought victory over Ser 

Grinnaux so enraged the Bull that he struck Ser Guerrique'$ race with 
all his might, leaving the Cleaver in a stupor for days after. On another 
occasion, an irritated Ser Hermenost channeled sparks of lighting through 

his fingers as soon as their hands met, allowing him to slam the Cleaver's 
paralyzed arm into the table with ease. 

SER NouDENET DE JAIMBERD 

"Span me your moral pi,,,ritHdes. 
I shall de.fir to the jiulgmmt ef the Fury." 

Ser N oudenet, the third son of a baron from the 

Coerthas central lowlands, was sent to study at Saint 
Endalim's SchoL,sticate so that his f.unily would have 

one less mouth to fi:ed. His father and brother hoped 

that he would one day gain a position as a senior clergy­
man, thereby securing them political leverage. However, 

Ser Noudent had little interest in the power stroggles within 
the Holy See and instead devoted himself to aetheric research. His great 

funiliarity with the subject earned him the attention of the Heavens' Ward, 
who extended to him an invitation although he was only one year older than 
Ser Adelphel at the age of rwenty and three. 

To Ser Noudenet the Wise, magic was the Fury's greatest blessing, and 
he would judge a man by his arcane aptitude. He did not hesitate to critique 

his brother knights' techniques-yawning at Ser H aumeric's l.ackluster ice 

conjury on one occasion, fur instance. Yet he complilnented Ser Hermenost's 
method of infusing his battleaxe with lightning, and genuinely respected Ser 
Charibert's hellfire explosions-and much prefi:rred to view them at distance. 

SER IGNASSE DE VESNAINT 

"Every man ha, their purpo1e, their cAiling. 
Their desri")· Who An we to de") itl" 

A former dragoon with a distinguished career, 

Ignasse de V esnaint slew countless of the Dravanian 

Horde with his peerless technique, fur which he 
earned the title "Ser Ignasse of the Dragon's TaiL" 

A man of thirty summers, his battlefield experience 
and unwavering loyalty to the Holy See earned him 

a place among the archbishop's personal guard. Having 
long admired Ser Vellguine, he believed him the best choice to become 
the next archimandrite of the Heavens' Ward, and tried desperately to 

persuade him to reconsider his decision to refuse the honor. 
Ser Ignasse was a devoted student of the so-ipture who knew the 

exploits of Saint Valeroyant by heart, and it is said that he wept tean 

of anger upon learning that the saint's statue in the Brume had been 
destroyed. In the wake of the Dravanian assault, he established a fund to 

pay for the statue's repair, pledging a large portion of his penonal fortune 
and petitioning the High Houses to match his contnbution. 
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THE I SHGARDIAN HIGH H OUSES 

!v HousE Fo RTEMPS 
House Fortx:mps traces its lineage to Flavien de Fortemps, 

a member of King Thordan's knights twelve and one of 
lshgard's fuunding futhers. Their sigil. a red unicorn on a 
black field, is derived from a legend that it was a homed 
stallion which guided the Elezen to Coerthas. It is said 
that the unicorn led them to where Camp Dragonhead now 
stands, and ever since, the sons of House Fortcmps have 

served there as the gatekeepers of lshgard. Consequently, 
this has ensured that of the four High Houses, House 
F ortemps is the most accustomed to treating with outsiders, 
leading them to often be called upon in matters of diplomacy. 
Unlike other Ishgardian furtresses, Camp Dragonhead has an 
intercessory set aside fur the dedicated purpose of receiving 
foreign dignitaries and ambassadors. 

COUNT EDMONT DE FORTEMPS 

Shields High 
- House Fortemp.s Maxim 

As parriarch of House Fortemps, Count Ed­
mont de F ortemps was an active participant in 
lshgardian politics. A rather progressive thinker 
by the See's conservative standards, he pushed 
his peers to welcome outside aid in times of 
crisis, and did not hesitate to employ the services 
of foreign mercenaries and adventurers. 
Admittedly, it was the count's bastard son, 

H aurchefant, who persuaded him to accept the 
Warrior of Light and his comrades as wards of 

House F ortemps, a controversial decision in light 
of the twnultuous ev~nts timing the bloody banquet 

in Ul'dah. Y ct it proved to be a wise one in the end, 
and afier learning of the many meritorious deeds accomplished by his 
wards-as well as bearing witness to some firsthand-Lord Edmont was 
inspired to pen a personal memoir entitled Heavensward, which detailed 
the exploits of the Warrior of Light in the north. 
When lshgard at last began to enact refurms and move towards es­

tablishing a republic, Lord Edmont, at fifty and nine years of age, left 
behind the world of politics, renouncing his title and naming his eldest 
son, Artoirel, count of House Fartemps. 

ARTOIREL DE FoRTEMPS 
. ,~-----., 

,l;,)\ 
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"Each of HS must play our part in building a 
brighter foture for lihgard- we who profess to 

nJe most of all." 

The eldest son and heir to House F ortemps, 
Lord Artoriel has been keenly aware of his 
parents' high expectations ever since he was a 
child. Not wanting to disappoint, he strove to 
excel in every aspect of his education, becoming 
an upstanding gentleman and an accomplished 
knight besides. Yet Lord Artoircl is not without 

his simple pleasures, such as browsing the Jeweled 
Crozier in search of new orchestrion rolls. 

'··. ______ .,..-····· Though highborn, he has never hesitated to stand 
on the front lines with his men. When but a young 

commander of twenty-five summers Lord Artoriel 
rallied his furces to beat back the imperial soldiers who attacked Dzemael 
Darkhold on the eve of the Seventh Umbra! Era. 
Out of respect for his mother, he maintained his distance from his 

half-brother H aurchefunt, despite the faci that they both shared similar 
aspinuioas. Yet even after she grew ill and pa$SCd away, his attitude 
towards Haurchefunt did not improve, and if anything worsened as he 
came to vew his half-brother as something of a rival. 

HAURCHEFANT GREYSTONE 

".A knight lives to serve-to aid those in need." 

H aurchefunt Greystone was the bastard son of 
Count Edmont de Fortemps, born as a result 
of the count's sole indiscretion. He was raised 
together with Lord Edmont's trueborn sons-an 
arrangement to which his wire strongly objected, 
forcing the count to ultimately deny Haurche­
funt the f.unily name. In keeping with tradition, 
he was given the surname "Greystone," like so 

many other illegitimate sons and daughters who 
have been cast by the wayside as pebbles. 
Despite his status, H aurchefunt dreamed of be­

coming a knight, aJ1J ht: lt:amed much of the chivalric 
ways from his father while pursuing his private studies of 

swordplay. He achieved his ambition when, in 'his seventeenth year, he 
helped rescue Lord France!, the fourth-born son of House Haillenarte, 
who had been kidnapped by bandits, and was granted a knighthood for 
his deed. 
After eleven years of faithful service to House Fortemps, he gave his 

lire in defense of a mend 

EMMANELLAIN DE f OR TEMPS 

"lrbat ill fortune to be born second in a society 
whm the eldest inherits all." 

The second son of House Fortemps has earned 
quite a reputation fur himself within high soci­
ety, albeit an altogether not flatteting one. Lord 
Emmanellain, who endeavors to attend every 
banquet, ball, and occasion fur hoations, that 
he might catch the faintest whisper of gossip, 
is regarded as frivolous and impulsive- a fur cry 

from the respectable brother fuur years his senior. 
Y ct his carefree attitude belies a kind, earnest soul, 

as evidenced by his relationship with his steward, 
Honoroit. 

The two first met when the boy offi:red to carry Lord 
Emmanellain's purchases in the J ewelcd Crozier fur a handful of coins. 
On a whim, Lord Emmanellain decided to teach the nine-year-old boy 
letten and sums, that he might have the means to rise above his humble 
station. And rise he did, eventually becoming Lord Emmanellain's 
personal steward, demonstrating eloquena: and maturity fur beyond his 
years, so much so that on some occasions he has been mistaken fur a 
refined noble and his master fur an uncouth servant . 



!'Y HOUSE DURENDAIRE 

The legacy of House Durendaire extends 
back into antiquity, to Geunriol de Durendaire, 
one of King Thordan's knights twelve and a 
fuunding rather of Ishgard. Represented by a 
golden bell on a red field, the house is known 
fur their preeminent astrologians, who for 
generations have studied the heavens to predict 
the movements of the Dravanians, sounding the 

alarum should an assault be imminent. To that end, they have funded the 
construction and maintenance of the Athenaeum Astrologicum and the 
First Dicasterial Observatorium of Aetherial and Astrological Phenomena. 

Many oflshgard's most furmidable knights are sworn to the golden bell, 
and House Durendaire is widely considered to be the strongest and most 
influential of the fuur High Houses. However, the house is not without its 
troubles; the count's firstborn son disappeared twenty years ago, and since 
then the line of succession has remained unclear. Whether the count will 
remarry and attempt to produce another heir, or tum to a rather less than 
ideal candidate, is an oft-discussed topic among the nobility. 

COUNT CHARLEMEND DE DURENDAIRE 

Northward 
- House Durendaire Maxim 

Born in the same year as his House Fortemps 
counterpart, Count Charlemend de Dureodaire 
has, for decades, been engaged in a political 
rivalry with Lord Edmont. Yet his staunch 
oppQSition is not born out of mere stubbornness. 
Indeed, he once shared the Count de Fortemps's 
desire to open lshgard's borders and welcome 

foreign influences. Lord Charlemend's position on 
such matters changed afi:er his firstborn son took to 

sea on a voyage to broaden his horizons, only to be 
set upon by pirates and never seen again. 

Following that tragic incident, the count grew dis­
trustful of outsiders, and adopted fu more conservative positions in line 
with established policy. However, he is not blind to the changing times, 
and in light of recent historical revelations, he resolved to support the 
popular Ser A ymeric, in a pragmaric bid to retain influence and preserve 
some semblance of the status quo. 

!v HOUSE DZEMAEL 

!V HousE HAILLENARTE 

The men and women of House Haillenarte 
are descended from Driancoin de Haillenartc, 
a surviving member of King Thordan's knights 
twelve and a founding rather oflshgard The 
house has a long and storied history of furging 
arms and armor for the military, as evide~d 
by the red rose on black standard which Bies 
proudly over the S kysteel Manufu:tory. 

While Count Baurendouin de Haillenarte would like nothing more than 
fur his sons to acquit themselves with honor on the battlefield as knights 
of Ishgard, his firstborn, S tephanivien, prefers to tinker with devices of 
his own creation, whereas his second-born, Aurvael, has dedicated himself 
to his commercial ventures. His third-born son, Ser Chlodebaill!t, more 
than exceeded his expectations, but tragically perished in the line of 
duty, leaving the count to place his hope in Francel, his fuurth-bom son. 

Meanwhile, his eldest daughter Laniaitte commands the Rose Knights 
of House Haillenarte, who are currently tasked with defi:nding Ishgardian 
interests in Camp Cloudtop. 

COUNT BAURENDOUIN DE HAILLENAlTE 

Red Bleeds the Name of the Rose 
- House Haillenarte Maxim 

Now a man of fifty and six years, in his 
prime the patriarch of House H aillenarte was 
considered a fearless knight with peerless martial 
skill Yet despite claiming many a tournament 
victory, he was rarely a1furded the chance to 
meet the Dravanian Horde in battle-that is, 
until Nidhogg awoke from his slumber and 

summoned his brood to battle twenty years ago. 
To the surprise of many, however, the count 

elected to issue orders from the rear, only appearing 
on the front lines a handful of times. His reserved 

behavior, as well as the death of his son Ser Chlode­
baimt on the battlefield, were grave blows to the morale of the House 
Haillenarte tro0ps. Many point to these events as the beginning of House 
Haillenarte's long decline. 

House Dzemael preserves the lineage of Sylvi:trel de 
Dzemael, the unrivaled spearman of King Thordan's knights 
twelve and a fuunding rather oflshgard Once known solely 
fur their strength of arms, the house has since developed a 
reputation fur producing artisans and arclutects, owing to a 
marriage between a lord of House Dzemael and a daughter 
of House Faurechort three centuries ago. The members of 
the lower house were possessed of a great knowledge of 
architecture, which they were happy to share, and afi:er sev-

eral generations it was considered common sense to seek the 
assistance of House Dzemael fur any construction project. 

In modem times, the house has spent a fortune funding 
public works, including fortifications throughout C oerthas 
and the capital's own great walls. This display of affiueoce 
and power has done much to increase their influence, 
though some nobles are unsettled by the ptoliferation of the 
standards bearing the rook and halberds. 

COUNT T ARRESSON DE DZEMAEL 
By the Hundredth Blow 
- House Dzemael Maxim 

Lord Tarressoo de Qzemael, funner count ofhis house, has enjoyed 
a relatively quiet life since relinquishing his title and the associated 
duties. His retirement doubtless came as a relief to his opponents (and 
to his son, who it is rumored to have pressured him to step down), 

fur he was known as an exceedingly clever and influential politician. 
Lord Tarresson's true love, however, is ~. which he studied 

in D:t.emael workshops from an early age, and fur many years 
he has served as one oflshgard's leading architects, overseeing 
many notable projects, including the constrUctioo of Dzemacl 
Darkhold-though work on that particular site has been 
postponed indefinitely due to the discovery of voidsent lurking 
within its depths. 
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FOUNDATION 

Visitors to Ishgard who traverse the Steps of Faith first arrive in Foundation, the lower level of the capital. Like the whole 
of lshgard, it is shielded by the wards of Daniffen's Collar. Yet should the Dravanians find a way to breach these defenses, 
Foundation would serve as the last line of defense fur the Pillars. 
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IJ THE ARC OF THE WORTHY 
The main gates to the city of Ishgard are more than mere stone and 

steel; Ishgardian scripture states that only those who have been judged 
worthy in the eyes of H alone are granted safe passage into the city as 
children of the faith. 

II SAINT VALEROYANT'S FORUM 
Later venerated as a saint, a towering stone statue of the man was 

erected in the plaza which now bears his name. Alas, in the most recent 
Dravanian assault, a pack of wyvems set upon it with great fury, and 
now only half remains. 

m SAINT REINETTE's FORUM 
Named for a legendary dragoon who successfully tracked and revenged 

herself upon the dragon who tore apart her lover, Saint Reinette's Forum 
is another plaza built in the memory of those who fought valiantly in the 
name oflshgard. 

• THE ARC OF THE HUMBLE 
Once she had fulfilled her destiny, Lady Reinette laid down her spear 

and became a woman of the cloth. She passed the remainder of her days 
in modesty as a nun, and dedicated her lire to helping the poor and needy. 
For that reason, the enormous archway which leads to the forum bearing 
her name is called the "Arc of the Humble." 

II THE f UR Y'S MERCY 
One of the mighty ballistas protecting the city, the Fury's Mercy is 

said to strike its target with a force so great that it dies instantly, and 
thus feels no pain. 

II THE BRUME 
Named for the thick fog which rolls in with altogether too m~h 

frequency, the lowest levels of the city are home to the poorest citizens 
oflshgard. Noblemen and clergy rarely deign to venture below, preferring 
to ignore or speak in hushed tones of the Brume. 

[fJ CLOUDNINE 
The proprietor of this modestly priced inn has been heard to boast that his 

beds are so soft and fluffy one will feel as though they are sleeping on a cloud. 
However, after paying their coin,. one will quickly find that the mattresses 
are not stufred with goosefeather, but hardened stacks of dry straw. 

Ill THE FORGOTTEN KNIGHT 
No one can say with confidence when the F orgottcn Knight first opened 

its doors. The tavern has been passed down from former knight to former 
knight, each who was said to have bled for his nati<>D. In keeping with 
tradition, the new proprietor receives an heirloom from the old: an ancient 
rusted sword inscribed with the words, "Brothers brave and true, live 
well, forgotten and content." 

D CONGREGATION OF 
OuR KNIGHTS MosT HEAVENLY 

The headquarters of the Temple Knights, the Congregation was estab­
lished in Foundation that her knights might more effi:ctively defend the 
paths leading to the Pillars, where the Vault, St Reymanaud's Cathedral, 
and many other important religious institutions can be found. 

D THE LIGHTFEATHER 
PROVING GROUNDS 

Otiginally established to host matches fur battle-trained chocobos, the 
Lightfeather Proving Grounds, so named for the flurry of golden feathers 
left in the wake of a spirited fight, have since played host to a variety of 
spectacles, including more traditional knightly tournaments. 

II SKYSTEEL MANUFACTORY 
Once dedicated to the production of traditional arms an,d armor, House 

H aillenarte's Manufuctory has since become a center for the research and 
development ofballistas, cannons, and other advanced armaments designed 
to fell dragons. Recently, they penned an agreement with Garlond 
Ironworks allowing them to begin mass production of small-scale airships. 

[I THE HOLY STABLES 
In addition to the breeding and training of chocobos for Temple Knight 

cavaliers, the Holy Stables also host rigorous flight training fur Ishgard's 
famous black thoroughbreds. 

1f9 



I 
!' 

THE PILLARS 

The Pillars serve as the seat of I shgard's theocracy as well as the residential ward of the nobility. The pristine beauty of 
the buildings in the Pillars above is in stark contrast to the crumbling masonry and scorched structures in Foundation below. 
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II THE JEWELED CROZIER 
The stalls which line this long, narrow alleyway have been likened to 

the precious stones set in the sacred crozier of the archbishop. Here, 
Ishgardian merchants sell their wares with the same fervor as those of 
every great city, 

m DURENDAIRE MANOR 
The ancestral home of House Durendaire is also known as the Belfry, 

as it was once adorned with an enormous iron bell It was permanently 
removed, however, afi:er an incident in which its rusted chains snapped 
on a stormy night, sending the tocsin rumbling to the cobbles, crushing 
a passerby. 

ra HAILLENARTE MANOR 
The residence of House Haillenarte, one of the four High Houses of 

Ishgard, is said to contain a courtyard filled with Bowers of surpassing 
beauty, leading many to refur to the manor as the "Rose Garden." 

m FoRTEM~s M ANOR 
The family home of House Fortemps is also widely known as the 

Alicorn fur its spire-topped gazebo, in which a young Lord Haurchefunt 
was often seen stripped to the waist practicing his swordsmanship. 

m DZEMAEL MANOR 
The Rook, as some refer to the manor, is the pride of House DzcmaeL 

Owing to their vast knowledge of architecture, the family has frequently 
renovated and expanded upon its ancestral home in accordance with the 
changing trends of the eras. 

11 ATHENAEUM A sTROLOGICUM 
Founded by Guenriol de Durcndaire, who confirmed the link between 

the coruscations of the dragon star and the movement of the Dravanians, 
the Astrologicum is the center of learning fur students of the Ishgardian 
school of astrology. For expanding upon the theories of Adaunel the 
Younger and building the fuundation of the modem school, Guenriol was 
later venerated as a saint. 

DJ THE ARC OF THE VENERABLE __ 
It is said that Saint Guenriol, after a long and storied tenure as a noble 

knight and slayer of mighty dragons, passed through this gate and rounded 
the city's first astrologicum. 

m B OREL M ANOR 
Borel Manor was bequeathed to Ser Aymeric de Borel after the 

elderly couple who raised him passed away. He resides there, attended 
by a manservant who has served House Borel fur generations,. and kept 
company by a cantankerous old cat. However, as his administrative duties 
demand his undivided attention, he rarely has time to return to the manor. 

D T HE S UPREME SACRED 
TRIBUNAL OF H ALONIC 
I QgISITORY D OCTRINE _ _ 

The Tribunal serves as the Holy See's hall of adjudication, wheJCin the 
guilt of the accused is ascertained through myriad means, including trial by 
combat. The lower chambers of the tnbunal also serve as the headquartcn 
fur the inquisitors, hunters of heretics and experts at extracting confessions. 

0 THE H OPLON 
The largest plaza in the city, the Hoplon takes its name &om the bronze 

shield borne by H alone. Ceremonies are often held below the steps leading 
to the Vault to the north, and generations of archbishops have taken their 
oaths beneath the watchful gaze of King Thordan's statue, 

IBTHE VAULT 
The Vault is both Ishgard's seat of government and the residence of the 

archbishop of the Ishgardian Orthodox Church. Saint Thordan's Basilica 
on the first Boor is open to all acolytes, who may gadzcr fur services. 
Access to the upper levels is strictly controlled, as they contain the offices 
of senior clergy as well as the chambers of the archbishop himsel£ 

II SAINT R.EYMANAUD'SCATHEDRAL 

Formal mass is conducted in this majestic cathedral, named fur the 
first archbishop of the Ishgardian Orthodox Church. The adjacent Saint 
Endalim's Scholasticate provides a compIChensive theological education 
to those who wish to don the robes of the clergy. 

m THE ARCHITECTS 
The massive stone statues which line the promenade leading to the Vault 

have been carved in the likeness of the rounding &then of hhgard, who 
fought beside King Thordan I in his battle with N idhogg. 

m THE L AST VIGIL 
The Last Vigil stands at the center of the fuur citadels built &r beyond 

the borders of the cicy': Dawn, Dusk, Stone and Steel In the event that 
they fall to the might of the Dravanians, this watchtower in the Pillars 
would serve as the last bastion of the faithful 
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COERTHAS CENTRAL 
Tile Coertbas central ftighlands are the gateway to the ~t~ which is why lshgard long ago cstabliahed,ev~ stroplll 

at the base of the Nail, many of which have been damaged or destroyed in recent years by the D'ravanians. 

DRAGONHEAD 

The first knights to settle and build the furness in Cocrthas were said 
to have named the area after the unusual shape of its rocky outcroppings, 
which to them resembled the severed head of a dr.igon. 

I First Dicasterial Obsel'Vlltorium of Aetherial and 
Astrological fhenomena 
Three hundred years ago, Ishgardian astrologian Adaunel the Younger 

convinced the Holy See that he could predict the comings and goings of the 
1)ravanian Horde by studying the movements of the heavens, and thus secured 
funding fur the construction of the Observatorium and its grand astroscope. 

I Griffin Crossing 
This massive viaduct which once provided passage to the Cocrthas eastern 

highlands is immonalizcd in Ishgardian legend as the location where Kmg Thordan 
and his knights t\JOOclve fought the great wyrm N idhogg. A portion of the bridge was 

destroyed during the Seventh U mbral Calamity and is cuncntly undergoing repair. 

I Skyfirc Locks 
Built into the rolling knolls so that they appear smaller than they actually arc, 

the Skyfire Locks arc a series of defensive fortifications which may be used as 
shelters fur merchants and smallfulk to escape an assault from above. 

I Camp Dragonhead 
An Ishgardian stronghold situated atop H aldrath's March and under the 

command of House F ottcmps. this camp is responsible for ensuring the safety of 
the smallfulk and merchants traveling to and from lshgard. 

PROVIDENCE POINT 

.According to the Emhiridion, the vision of the Promised Land which 
King Thordan received prompting him to lead his people to Cocrthas 
was of this very vista overseeing the Sea of Clouds. 

IWitchdrop 
Those accused ciheresy under Is~ law arc sometimes made to answer to 

a higher power, and are thus cast into this gorge. If they arc deemed innocent in 
the eyes ofHalone, their death will be quick, and their soul gently guided to Her 
halls. However, if the accused is indeed guilty of consorting with dragons, then 
they will surely spread their fiendish wings to save themselves from the sharp crags 
below. Their absconsion will surely be Bccting, though, as the presiding inquisitor 
is often aaximpanicd by a skilled bowman to shoot any who try to escape. 

I Steel Vigil 
Under the allthority of House Haillenartc, the Steel Vigil was Ishgard's eastern 

wutchtower, and warned the Holy See of aerial atracks for centuries before being 
razed and gutted by the Dravanian Horde and their vile commander, Svara. As 
if relinquishing the citadel was not misfortune enough. the Count de H aillcnarre 
also lost his third son and commander of the Vigil. Ser Chlodebaimt, to Svara's 
snapping thralls. 

I The Ogre's Belly 
Thought to be the den of ogres and other unsavory beasts, the locals tell of 

men who 'IIOught shelter from the harsh snowstorms, only to be "swallowed" 
up by the cavern's twisting paths. 

I The Weeping Saint 
J~ardian legend tells that this grotto was where Saint Daniffi:n came to mourn 

the maiden he loved that was murdered by a baailisk, and later vowed retnbution 
on the fiend and its kin. The icy waters which trickle down from the mountains 
and form pools arc said to be the saint's tears, and they arc often collected for 
use in the church's purification rituals and in the production of sacramental wine. 

I Nat.alan 
Intended to function as an outpost, the Ixal established Natalan to take 

advant,age of the strong updrafts from the valley below to launch their dirig,.bk:$. 
Al the popilation incrcascd, it was gradually expanded and fortified. 

BOULDER D OWNS 

Befure the Calamity, Boulder Downs was a vast sloped lea littered with 
moraine deposited by realm-swallowing glaciers long receded The rain of 
debris that accompanied the full of Dalamud, however, transfurmed the 
landscape into a frozen wasteland pocked with gaping impact craters and 
peculiar dark matter furmations. 

IAurum Vale 
The Aurum Vale is, contrary to its name, not a valley of riches, but rather a series 

of underground caves containing precious deposits of mythril and sulphur. However, 
these coveted veins arc largely submerged in heated groundwater, triggering a 

chemical reaction which results in puddles of a highly toxic sludge known as goldbile. 

I Hall of the Seven Echoes 
So high are its walls, were one to cry out while traversing this narrow canyon 

road linking Mor Dhona to the Cocrthas central highlands, it is said her voice 
would echo seven times. 

I Monument Tower 
Pilgrims of the Ishgardian faith often stop here to pray to the sacred stone 

suspended within the Fury's Gaze-a holy place: guarded by the Temple Knights 
stationed within the tower. 

I Daniffi:n Pass 
lshgardian scripture asserts that this winding cavern is the selfsame one 

traversed by Saint Daniffi:n long ago. As a result, pilgrims &om the Holy See 
attempting ro walk in the saint's fuotsteps arc a common sight. 

I Dzemael Uarkhold 
As its name suggests, the constrnction of the Darkhold was financed by House 

02:emael, which sought to utilize existing underground caves to build a flawless 
furtification to defend against the Dravanian Horde. However, construction was 

postponed indefinitely when the house's digging uncovered an entrance to the 
void, &om which an army of voidsent emerged. 

W HIT EB RIM 

When one peers to the north from atop Whitebrim's jagged clifls, she 
can spy the Holy Sec of lshgard; yet if she were to look down, they 
would see naught but an endless sea of white clouds, and it is fur this sight 
which Whitebrim was named 

I Wbitebrim Front 
Under the command of Lord Drillemoot of House Durendaire, Whitebrim 

Front is a relatively new outpost established fur the purpose of quartering the 
Temple Knights tasked with retaking the Stone Vigil. 

I Stone Vigil 
This great watchtower was constructed as part of the last line of defense before 

the Dravanian Horde would reach the city proper. Once the responsibility of 
House H aillenartc, which supplied it with the most advanced cannons, airships, 
and other weaponry, it suffi:red severe damage during the Calamity, and was 
overrun and occupied by the Dravanians soon after. 

I Behemoth's Dominion 
Although this valley appears to be a prime tract of land for settlement, it is a 

kingdom already claimed by a temblc beast which occasionally dcscc:ods from the 
mountains to wreak havoc: the behemoth. The first sightings of the behemoth 
were reported after shards ofDalamud full to the earth, !coding to speculation that 
the monster came from within the f.il.se moon. Thus the behemoth is thought to 
be "Bahamut's spawn" despite its anatomical ilissimilarity to dragons. 

I Snowcloak 
Formed in the aftermath of the Calamity; the great ice wall has long been 

thought an impcnettablc barrier between central and western Cocrthas. In trnth, 
however, the wall is riddled with hidden tunnels, which heretics have employed 
as a base of operations. 



R IVERSMEET 

Once a fertile floodplain of the Swiftrun and Coerthas rivers, Riversmeet 
is now a frozen wasteland home to only the most hardy pines and firs. 

I Falcon's Nest 
From its humble origins as a lonely cluster of barracks nestled in the mountains 

of western Coerthas, the village of Falcon's Nest grew and prospered until the 
Calamity came and the icy winter took its deathly toll Its name derives from 
the falconers who reside there with their snow-white charges, defending their 
mountain home from the Dravanian threat. 

I The Pike 
A monumental stone sculpture carved in the likeness of Haldrath, the first 

Azure Dragoon. The stonemason Percelle devoted thirty of her later years 
chiseling the piece, and it has siood fur more than one hundred and fifty years 
since. Even today, one cannot find a more stirring tribute to one of Ishgard's 
fuunding fathers. 

I Black Iron Bridge 
This testament to the skill of House Dzemacl's artisans serves the main road 

stretching from the capital to the Dusk Vigil Although built primarily of solid 
stone, the bridge was named fur its suspended metal chains, wrought &om black 
iron impervious to the blazing temperatures of a dragon's exhalation. 

I The Ninth Varc 
Some hundred years past, the Holy See decreed twelve watchtowers be built, 

and so inspired were the Ishgardian people by their majesty that many embarked 
on pilgrimages to each tower during the warmer moons. Wind, hellfire, and the 
pillaging hands of the zealous lowborn have since seen those spiritual citadels 
reduced to ruin, and now only the Ninth V arc continues its silent vigil 

I Camp Riversmeet 

Once a key military outpost fur the Ishgardian furces, this strategic location 
where the waters of the Swiftrun and the Coerthas flow together is home to a 
lone actheryte shard, which has stood abandoned in the years since the Calamity. 

I Gorgagne Mills 

Ser Go,gagne was a proud knight and bannerman of House Durendaire, until 
the fateful day when the heir of that house vanished from sight while under 
his care, never to be seen again. Devastated by the loss of the boy and his own 
f.u1ing, he put aside his blade and built this farm, where he quietly lived out the 
rest of his days. 

I Hemlock 
Once a bustling village and home to the woodcutters who plied their tndc in the 

western highlands of Coerthas, this settlement-named fur the large evergreens 
unique to the area- was abandoned when the chill came, and remains a ghost 
town to this day, save fur the temole dragons which prowl 'neath rotting eaves. 

T W INPOO LS 

The vast region known as T winpools in the far western highlands is 
marked by Ashpool to its south and Banepool to its north. As it lies on 
the border of Dravanian territory, it has served as a theater fur countless 
historic battles during the Dragonsong War. 

I The Convictory 

The Convictory is the headquarters of the eponymous Convictors, an order of 
ambitious noblemen and their servants led by J antellot de Thelomain,. They came 
to the western highlands in the hopes of earning fame and furtune by slaying the 
largest dragons they could find. 

I The Dusk Vigil 
The Calamity was not kind to this once-proud watchtower, from which Ser 

Yuheltneric and the brave knights of House Durendaire once stood watch agaimt 
the encroaching Horde. Since the walls fell and the chill took hold, it has come 
to be inhabited by all manner of fell beasts, and gods only know what else. 

I The Dreaming Dragon 
What appears to be an island 6oaring amidst the icy waters of Ashpool is said to 

have once been a living, breathing dragon-magicked into slumber by the Holy 
See until ash enveloped its body and its limbs turned nigh unto stone. 

I The Bed of Bones 
It remains to be confirmed whether yetis prefer to slumber atop makeshift 

bedding fashioned fron, the remains of their victims-in 1a,ge part because 
prominent naturalists have been reluctant to do the fieldwork necessary to 
co1TOborate this claim. 

I The Slate Mountains 
These n,ountains on the outskirts of Ishgard were valued as a mining site fur 

slate of aceptional quality. Three years past, the knigli1" of House Dzemael 
attempted to carve an Ishgardian stronghold into the cli6, enraging the dragon 
Cuelebre and his fullowers. Remnants of the grue$0me battle that fullowed ,till 
lie scartered about the crags, unable to decay in the chilled altitude. 

I Dragonspit 
Said to be as scalding as a wyrm's breath, Dngonspit is a colorful analogy 

fur the hot springs nestled between the cli:fls near the Slate Mountains. Local 
wildlilc has long been attracted to the warmth of the natural thermal pools, and 
their numbers have only increased following the advent of the long winter. The 
steaming springs arc also frequented by Ishganlian knights, who laud them fur 
their supposed healing properties. 

R ED RIM 

Red Rim is named fur the myriad scarlet outcroppings jutting out &om 
the land, said to be rich in ooid and roundstone. 

I The Watcher 

No one knows when this enormous wyrm died, though some assume that the 
land beneath his bones has eroded over time. The manner in which his head loob 
to the north gives the impressioo he died looking out over his kingdolO, which 
is why the locals took to calling him the Watcher. 



DRAVANIAN fOREL"i\NDS 
Dravania OlltCDds WC*tward Som Abalathia's Spine, which spans the a>ntinent of Aldenard &oin east, and A.,. dit name 

implies, it bas long been the tetritory of dragonkind, who are known to roost near the sacred peak of;S,chtn A1 

CHOCOBO FOREST 

Nestled in the eastern comer of the Dravanian furelands, the Chocobo 

Foreat is home to a wealth of flora and fauna, shielded from the eyes of 
hungry dragons by a thick canopy formed by the enormous caelumtrees. 

The local hunters named it such, as it also serves as the roosting grounds 
fur wild chocobos of exceptional breeding. 

I Tailfcathcr 

Founded by hunters who came to the frontiers in hopes of snaring the wild 
chocobos of the fi:lrcat, this settlement and those who call it home are shielded 
from the eyes of the dragons by the canopy of the majestic caelumtrees that rise 
high above it. 

I The Hundred Throes 
T he mshing ,river has all but swallowed these ancient ruins at the base of Sohm 

Al, which now serves as a nest to all manner ofbcastkin who find sustenance in 
its waters, and the dragons who find sustenance in said beastkin. 

I Mare's Oath 

Eoncan linguists theorize that Mare's Oath actually derives from "Mahr 
Rohs" mcaniog"summer woken" in the dragon tongue. However, there are no 
clues as to the signifi= of the name, nor of the stone ruins. In the present, the 
building is both landmark and reminder of a timeworn hunten' oath not to harm 
brooding female chocobos so that nature's balance can be ptcservcd. 

THE SMOLDERING W ASTES 

The Smoldcrin& Wastes was given its name by the residents ofTail­
fcather to the hunting grounds of the Gnath. The area is constantly 

enveloped with a thick, gmoky haze due to the censers deployed by the 
territorial bcastmen to ward olf Dravanian incursions. 

I Loth ast Vath 
Cast out from the main oolony, a-minority of Gnath known as the N onmind 

built Loth ast Vath as a sanct11ary for other exiles. The word "Vath" is 
detOf?tory in the Gnathic tongue, rcli:rring to those who can no longer link 
their thoughts to tbe Overmind. Possessed of individual personalities unlike their 
Onemind brothers, the Vath learn to live with each other's diffi:ring thoughts 
in the makeshift colony. 

I The Stained One 
An enormous toppled statue of a dngon, it has been said that the Stained One 

is the last of seven figures which gr.aocd the furelands nearly a millellllUl ago an 

ancient tribute to the First Brood. However, the lshgardian Orthodox Church 
is quick to dismiss this as yet another heretical f.ihrication. 

I Loth ast Gnath 
Built from a highly viscous blend of spittle and Dravanian clay, the nests of 

the Gnath are Jurprlsingly stable, able to withstand the harsh elements of the 
Dravaniaa fure).ands. The smoke that rises from the mound-like structures is 
believed to be a sort of incense with a scent that, fur reasons unknown, keeps 
would-be dragon 'invaders at bay. 

A VALONIA FALLEN 

A multitude of structures scattered across the western furelands give 

weight to scholars' claim that Avalonia was once home to both dragon 
and man. despite the Ishgardian church's vehement assertion that most 

were erected by blasphemers and traiton. In the present day, the territory 
is solely occupied by the dragons. 

IAnyx Trine 
Three towers unique in that they appear to have been buih to house both 

man and dragon, an architecrural oddity which would seem to corroborate the 
Holy See's position that they were erected by heretic witches fur themselves 
and their dragon consorts. 

IAnyx Minor 
The shattered ruins of a once-proud city. The official stance of the Holy See 

is that it was a settlement of heretics, razed to the ground by H alone in an act 
of divine retnbution, though scholars disagree on the historical accuracy of this 
interpretation. 

THE FOOTHILLS OF SOHM AL 

Of all the mighty peaks that comprise Abalathia's Spine, none rise higher 
than Sohm Al, the highest point in all Eorrea. These jagged foothills furm 

the base of the mountain, leading down into the furelands from the north. 

I Ehs Daih 
Ehs Daih means "hole inside" in the dragon tongue, likely referring to the 

oountless natural caves at the foot of Sohm AL After a successful hunt, dragons 
retreat to the cool shade of the caverns to ~t upon their kills. 

I The Iron Feast 
The Iron Feast was once a place of respite fur those who would climb Sohm Al 

on spiritual pilgrimages. After the betrayal of man, however, it was yet another 
place ravaged by dragons in their rage. Its name in the present alludes to the 
abundance of beasts flocking to drink deep of the pure waters which flow furth 
from the structure- which the dragons then hunt with abandon. 

MOURN 

When sensing that they are near the end of their lives, old and wounded 
dragons muster the remainder of their strength to journey to this final 
resting place, the vast crystallized caves within Sohm AL 

I Halo 

This ancient altar sits in the fiery depths of Mouro. Once adorned by statues 
depicting a woman and a dragon, only the latter has survived to the present age. 
When one lifts their eyes above the structure, tbe base of the floating peak of 
Sohm Al can be seen. 

IAnyxOld 

When spoken as Anhess Sohr in the dragon tongue, this stone statue alludes 
to a "blind apology." It was apparently carved as a memorial and lamentation 
of bow fleeting the lives of men are when oompared to that of the dragons with 
whom they formed unbreakable bonds. 

I Sohm Al 
The tallest peak in Eorz.ca is held as a sacred land by the dragons, who are 

said to journey here when they feel theit lilc slipping away. Formed not of stone 
but solid crystal, the massive mountain floating above the ground below is a 
marvelous sight to behold. 



From the pca'r ofSofun Al stretch forth the Chuming N ts, a vast heaven filled with mymd !oaring isles, and the lip~ 
home of moogles and dragons. All throughout can be f,~10tJ the remnants of beautiful buildings and sculpt'*5 e~ in an 
encient era in which man and dragon lived together in fiarmony. 

SOHM AL SUMMIT 

The sacred summit houses an enormous crystal at its core, and it could 
be said that the peak of the mountain is its own Boating isle. 

IMoghome 
Mogliome is a long-furgotten settlement that sits curiously atop Sohm Al, in 

the heart of the dragons' demesne. It is said that the moogles furged a pact with 
the great wyrm H raesvelgr to allow them to live here in peace. 

E1L ToHM 

Eil Tohm was a small, sleepy village which Nidhogg razed to the ground 
after the murder ofRatatoskr. As the dragons tell it, the destruction was 
so swift that its residents likely did not realize who was attacking them, 

much less why. 

I The House of Letters 
The thousand-year-old ruins of a tower said to have been built by the hand of 

man and dragon in the days befure the war. Even now, as it crumbles, one can 

still make out the letters engraved in its walls, which have led the mooglcs to 
give it the name by which it is now commonly known. 

I Monstcrie 
The moogles have asserted time and again that this structure was called the 

Monsterie. However, upon close examination of some of the surviving architec· 
ture, it appears to be quite similar to that of an lshgardian cloister. 

LANDLORD COLONY 

The many dwellings here show evidence of extensive damage, likely the 
work of a furious Nidhogg fullowing the betrayal of man. The moogles 

tell that the ruins were once home to the "lords of the lower lands," 
although their history was lost in the great wyrm's wrath. 

IAsah 
An enormous bridge that connects two floating isles, Asah once served as a place 

of rest fur weary travelers making a pilgrimage to Zenith. It is currently being 
restored by moogles at the behest of H raesvelgr and his brood. 

FOUR ARMS 

Four Arms lies within the domain of the great wynn, Hraesvelgr. It 
has been said that the reason why the structures remain unmarked by 
Dravanian claws is out of respect fur the wynn's memory of his beloved 

Shiva, compelling him to preserve the area in as pristine a condition as it 
was when she lived. The only other sanctuary in which the architectUre 
remains unraked by dragon claws is Sohr Kai, the shining palace lair of 
Hraesvelgr's f.illen brood-sister, Ratatoskr. 

I Zenith 
A majestic fumess in H racsvelgr's domain, watched over at the great wyrm's 

behest by the moogles who make their home in the Churning Mists. Though 
the years-a thousand of them- have taken their toll, it still stands proud and 
strong, stirring the hearts of all who lay eyes upon iL 

OHL TAHN 

Ohl Tahn, the ominous domain ofNidhogg, is not so easily overlooked; 
this northern enclave of the dread wyrm's brood crackles with aetheric 
energies that have been amplified by the dragons' rancor. 

I The Rookery 
As the moogles tell it, the place known as the Rookery was once a bustq 

skyport where wayfarers came and went on the backs of trained wyverns. These 
days, the buildings remain, but the only dragons in sight are the vicious minions 
ofNidhogg. 

I Gron Rhei 
In the language of the dragons, Gron Rhei means "trees praying," and it 

possibly alludes to the beautiful furest that once covered the isle. N idhogg's brood 
relegated this scorched land to their lesser cousins, who maintain dominance by 
lolling all who approach, much to the mooglcs' dismay. 

I Tharl Oom Khash 
Thar! Oom Khash means "crystal &om regret" in the dragon tongue, and is 

likely a reference to the deep purple clusters in which the ruins of the structure 
are buried. According to Dravanian elders, this was where the great wyrm 
R.atatoskr was lured into a trap by men and met her end. 

I Sothton Walls 
The remnants of a bulwark south of Thar! Oom Khash, the Sothton Walls 

were once a shared line of defense fur men and dragons against rerocious beam 
that would migrate to the Churning Mists with the changing seasons. While 
the knights regarded this as a solemn duty, the dragons considered it more akin 
to a recreational sport. 

I Weston Waters 
Named fur one of the smaller springs in the Churning Mists, Weston Waters 

was once a place of leisure fur the people who lived near there long ago. 

I Easton Eyes 
The eastern watchtower also served as quarters fur ltnights in the era of peace, 

from where they would set furth upon the backs of wy'(ltrns to patrol and ensure 
security of the region. 

I The Aery 
Vicious actheric storms rage in Nidhogg's lair, keeping_ out all those who would 

dare disturb the great wyrm in his slumber-be it one of years or centuries. 

GREENSWARD 

Greensward is a memorial to Saint Shiva, the Elezen maiden who 
strove to build a bridge between man and dragon. Although her lifi: was 

brief, her sacrifice inspired her people to build a grand memorial to her 
on the isle, that the peace fur which she stood would never be furgottcn. 

I Mother of the Sheave 
The Mother of die Sheave is an enormous statue towe1111g over the Churning 

Mists, carved in the image of Saint Shiva. The saint'& likeness has been somewhat 
glorified, as it was erected nearly a century after her death, and the great wyrm 
and his brood contend that the effigy bears no resemblance to the real Shiva. 

I The Lost Landlord 
This colossus stands on an island in Greensward. Its name was bestowed by 

the moogles, who believe it to be a statue of the "king of the land-dwellers," 
though no records remain that could shed light on the identity of this individual, 
and whether or not he ever truly walked the realm. 



C LOUDTOP 

Temple Knights arc not renowned fur their creativity. When they first 
irrived in the Sea of Clouds and their commander, gazing upon the skies 
below the floating =gs, commented that it was as if they were walking atop 
the clouds, his subordinates knew at once how to christen their base camp. 

I The Protector 
Built by the engineers of the Skystcel Manufactory, the Prorwr,r was to be the 

crown jewel of Ishganl's Beet, designed to rain down destruction from on high. 
V nfurtunatcly, seven! critical systems have sullcred repeated fu.ilures, and as a 
result it has been grounded indefinitely fur repairs. 

I Camp Cloudtop 
Camp Cloudtop is an outpost manned by the Rose Knights of House Hailleruute, 

who stand war.ch against Dravanian incursions from atop the Boating islets in the 
lky. The site boasts the Prvtrctor, a mighty ainhip that would avail the Ishgardians 
gteatly in their battle against the Horde were it ever repaired to full strength. 

I The R.osehousc 
The Rosehouse is the headquarters of the Rose Knights, who arc currently 

commanded by Lady Laniaitte de Haillcnarte. In addition to ensuring the secu­
rity of Camp Cloudtop, she oversees :ill military operations in the Sea of Clouds. 

L AST STEP 

A series of unfortunate accidents led to the ~ of this knoll as a warning, 
that misplaced looting on its uneven territory would result in "the last step 
you ever take." sending a cl.wmy man rumbling through the clouds below. 

IOk'Gundu 
These ruins of the Gundu village arc yet another testament to the might of 

the Y undu, which brought the Gumlu to heel and claimed the tribe's lands as its 
own. Recently, a handful of G undu have resisted their subjugation, splintering 
off to fuund a new independent roost, 0 k' Gundu N aklci. 

T HE B LUE WINDOW 

The highest pbint in the Sea of Clouds, the vegetation which grows on 
this floating isle is noticeably diffi:rent from that round in lower altitudes. 

10k' Zundu 
Ok' Zundu is home to the hearty Zundu tn"be, which is only ..Uowed to 

maintain independence because of the tribute they tithe to the dominant V undtL 

I The MOtTOwmotes 
A number of V anu V anu shamans chose to roost here fur the proximity to 

the white, Boating puffs of which they breathe deep to see visions of the future. 
Botanists theorize that the plants which produce them arc related to the cloud 
m..Uow of the Churning Mists. 

VooR S1AN S1RAN 

A spring funned &om moisture in the skies accumulated and solidified by the 
power of water crystals. It is said that the knight who first discovered these 

ethereal warers shared the story with a wandering minstn:l, who declared it to 
be the Jegcndary paradise ofV oor Sian Siran. However, this claim has been 

met with some skepticism, given the minstrel's penchant fur embellishment. 

I The N idifice 
A IIClt of gteat migratory birds that travel with the seasons from the Near East to 

Eor=a aid bock agoin in search of wanner climes. It ii here that they lay their eggs, 
raise their~ and a:ach them to take to the skies befure making the journey anew. 

OK' VuNDU 
Abundant arc the lands controlled by the expansionist V undu tribe, 

spanning myriad islets and multiple altitudes. 

I Ok' Vundu Mok 
A wide plain containing a number of nesting homes of the V undu, the mbe often 

boasts Ok' Vundu Mok as a symbol of their power and in8uence. 

I Hall of the Fallen Plume 
Among the most sacred locations of the V anu V anu, this is said to be the spot 

where a single feather from Bismarck, ruler of the clouds, fell to the surf.ice. In 
recent years, the elder of the violent V undu tribe has claimed it as his seat of 
power, from which he rules with an iron claw. 

I Ok' Vundu Vana 
Roughly translating as "high home of the V undu," this village is home to the V anu 

V anu's aggressive V undu tnbc. Exceedingly proud, the V undu believe that the voices of 
those who live highest in the skies will be hcord loud and clear by the ruler of the cloud,;. 

I Vundu Ok' Bendu 
These ruins arc :ill that remain of the village of the eloquent Bendu tnbe, who 

bitterly opposed V undu subjugation and were ultimately slaughtered in rcprisaL 
In the V anu tongue, V undu Ok' Bendu means "Bendu U oder V undu," serving 
both as an indication that the territory has been annexed by the V undu and as a 
lasting declaration of their superiority over the extinct tnbe. 

WISENT H ERD 

This grazing ground is the legacy of an attempt to domesticate the wisent 
of the Sea of Clouds, that the knights might have a self-sustaining supply 
of meat, milk, and hides. However, the pasture was neglected due to 

lack of resources, and the beasts turned feral whilst growing in number. 

T HE GAUNTLET 
This chain of northern isles is used by young V anu V anu warriors as 

a training ground fur their rites of passage, prompting the knights of 
C loudtop to give it the name the "Gauntlet." 

I The Shattered Back 
The strong seasonal winds from the north have carved the crags of this Roaring 

isle into their unique shapes. The knights oflshgard called it the Shattered Back 
fur its ominous resemblance to the gnarled nb bones of a great beast. 

I Hengr's Crucible 

This oddly shaped isle, Boating in the eastern reaches of the Sea of Clouds, is 
named fur the witch Hengr, a figure of Coerthan fucric tales whose cauldron its 
shape is said to resemble. In =nt years, it has become a gathering place fur the 
notoriously territorial toco tocos. 

IColdwind 
When the Rose Knights first came to the Sea of C louds and treated with the 

Zundu, they asked the chieftain what he called this islet Boating northwest of Ok' 
Zundu, to which he responded "sm..U island beneath which cold winds ofCocrthas 
ever blow." For the sake of brevity, the knights simply called it Coldwind 

I Mok Oogl Island 
An island whose name, in the tongue of the V anu Vanu, translates to "a noise 

heard on high." On the island stands a monument engraved with a mark of mooglc 
design, but no sign of the creatures themselves, leaving its origins clouded in mystery. 

I Provenance 

When Ser Marielle was appointed to the Rose Knights of Camp Cloudtop, 
she spotted this heart-shaped island atop the deck of her airship bound fur post. 
It reminded the knight of a place of provenane(: where two lovers would begin 
their journey together, and the island was named thus. 



Azys Lia is a great and myatcrious land which was !aised into the hca,e111 by the A11agans more than five thauund :Jl=ll' ago. 
Isolated by a barrier of high-density aetheric energy, the Boating isle w as cloake'! from the naked eye, and drifted throughout the 
Sea of Clouds. H owever, after the discovery and use of an ancient key; the isle was rendered visible to the outside world once more. 

ALPHA ~ ADRANT 

From what has been gleaned from the explanations provided by the 
terminals, the Alpha Q_uadr:int was the main entrance to Azys Lia, from 
where people would travel to the port of Helix, to "congregate and offload 

various supplies." What manner of supplies, however, remains a mystery. 

I Helix 
A massive port of sorts that stands among the wastes of Azys Lia. According 

to a guidance node discovered near the ancient construct, it was one of the few 
imperial landings massive enough to house Ragnarok-class internment hulks. It 
would seem the docking rings that remain are but a fraction of those that stood 
in bygone days. 

I Centrifugal Crystal Engine 

This seemingly indefatigable engine harnessed the power of the imprisoned 
Warring Triad to transmute the life furce of chimera experiments into synthetic 
crystal These manufuctured shards would then be used to fuel the cultivation of 
the chimeras as part of research into the possibility of obtaining limitless power. 

B ETA ~ADRANT 

The development facilities pertaining to chimera conjoining experiments 
were chiefly located in the Beta Qi!.adrant. Test subjects which broke 
free from their confinement tubes now contend with other escaped 
monstrosities, allowing only the fittest specimens to survive. 

I Recombination Labs 
These laboratories are believed to have given birth to countless nwnbers of 

chimerical creations. Though Azys Lia guidance nodes are quick to assure all 
visitors that the good behavior of the creatures created here was-at least at one 
point-guaranteed, recent visitors may find the situation dramatically altered. 

I Biomass Incubation Complex 

A research complex dedicated to chimera splicing experiments. Its construction 
was prompted by "imaginative requests" from the Allagan Research Council 
and related institutes, leading to the cultivation of all manner of living prototypes. 
The Mutagcnesis nearby serves as an annex to the complex. 

I The H abisphere 

The H abisphere served as a residential area fur the fumilies of the imperial 
generals and researchers who were stationed on Azys Lia. 

G AMMA ~ ADRANT 

Researchers stationed to this quadr:int oversaw the development and 
creation of unmanned weapons and devices such as nodes. Upon their 

arrival at the complex, the Garleans made use of the internment hulk 

landing in this area to anchor their dreadnaught, and in recent moons have 
been seen surveying locations to begin construction on a new fortress: 
Castrum Solus. 

I The Gration 

Fl.ayhip of the Vlth Legion of the Garlcan Empire, of the same make as the 
fallen Agri,u. It now lies grounded, its ceruleum engines sealed in actheric ice by 
the hand of Shiva, Lady of Frost. 

I The Cathedral 

A cathedral designed in a distinct Meracydian style. The architecture suggests 
a place of worship by a tribe of treelike beings who believed themselves as 
the "remnants" of Sephirot. To research the link between raith and primal 
summoning, the Allagans moved the ancient structure to Azys Lia from its 
original location on the southern continent. 

DELTA ~ ADRANT 

Research in the Delta Q_uadr:int fucilities was fucused on enhancing drag­
on physiology and perfecting control methods. To monitor and "cultivate" 
selected specimens, dragons were brought in from Meracydia and placed 
in paddocks which replicated the environment of the southern continent. 

I Esh Thom 

To the untrained ear, one would think that this paddock was named by the 
dragons enslaved there. How ever this is false; Eonean linguists have confirmed 
there is no actual meaning fur the words "Esh Thom" in the dragon language. 
As the Allagans considered dragons a lesser race, scholars surmise that the name 
is somehow intended to mock the Meracydians' heritage. 

I Antithesis 

Home to Tiamat, great wyrm of Midgardsormr'l first brood, who fell to and 
was imprisoned by the Allagans. Even now, she laments her fateful decision 
to resurrect her beloved brood-brother Balwnut as a primal to aid her in her 
struggle. 

THE FLAGSHIP 

The Flagship is the Boating nerve center at the center of Azys Lia, 
where research was once conducted on three captive deities from the 
southern continent, known as the "Warring Triad." 

I Aetherochemical Research Facility 
This floating structure once served as a research facility of the ancient Allagtn 

Empire, wherein studies in restraining dragOl!S and mastering primals were con­
ducted. Test subjects from fuiled experiments prowl ill long-since-<1bandoacd halls. 

I The Fractal Continuum 
The Fractal Continuwn appears to be the hull of a once mighty wanhip 

converted after its decommission into a museum, intended to preserve fur eta'llity 
precious artifucts from the thousand-year history of the Allagan Empire. From 
everyday tools to advanced military technology, the objects within are a testament 
to the fallen civilization's surpassing migllt and prosperity. 

I Q.y_arantine Block 

This floating islet in a lonely corner of A2ys Lia served as an isobtion area fur 
chimerical creations which fuiled to meet established aali:ty parameten. Historical 
records indicate that the fu:ility began its life as a research center fur advanced 
agricultural crossbreeding. 

I Mobile Supply Cache 

The mobile supply cache was, in essence, a traveling warehouse which could 
move from fu:ility to fu:ility providing re,earchcrs with their requested supplies. 

I H yperstellar Downconverter 

Engineers surmise that the H yperstellar Downconverter was developed to 
communicate with Dalamud, the false moon containing Balwnut which had 
been propelled into the heavens. It was later It purposed and improved upon to 
fu:ilitate communication over the massive distances between stars. 



LAY N 
A slainmg scat rk kcio" le.lf,,e, Sharlaf.ut stands 'l'<>n an an:hipda,.o in the ~ em seas. A colony 

of the same name once iltµrished in the Drav:ftuan lunterlano:b, arid numbered amongst the six 
city-states of Eorzea ptom1nent in the latter half of the last era. H oWl(ver, its halls stand em pry, 
as the sons and daughters of the nation have been called homewards. N ow, Sbarlayan watches the 
turning of the world, but refuses to change the course of its events. 

OVERVIEW 

F lag When Thaliak poured the waters of knowledge into His river, 
the spiral shell became their keeper-such is the legend wherein 
the nautilus came to symbolize wisdom. In addition, men have 
believed that mollusks lived furever from time immemorial It 
is to capture the essence of these meanings that Sharlayan's 
Oag bears a green spiral shell emblazoned upon a field of silver. 

Motto Knowledge Seeks No Man 

Government When Sharlayan had but few inhabitants, all adults came 

Leader 

Ruling 
Body 

together in the Ecclesia to speak their mind upon decisions of 
nation. As their numbers grew, they have come to elect to the 
Forum those officials who they feel best represent the will of the 
people. The speaker of the Forum serves as the head of state, 
but his power is greatly restricted by law. 

Sharlayan is led by a government of the people, fur the people. 
There is no one leader. 

The highest body in the nation, members of this gathering are 
elected through votes cast by their fellow Sharlayans. 

Racial Unknown 

Distribution Note: Though its citizens are diverse, Sharlayan does not make 
population statistics public in the interest of equality. 

Religion The people of Sharlayan came 

Industries 

Beliefs 

Diet 

together in the pursuit of knowl­
edge. The city itself was raised to 
aid in this endeavor, and in the 
process Tbaliak was named the 
guardian deity. However, the 
choice had less to do with pious 
worship than the creeds of the 
Sharlayans. Thus, little impor­
tance is placed upon religious rites, 
and many pray to others among 
the Twelve. 

Aetherial Technology: Through long years of studying aether 
and magic, Sharlayan scholars have mastered the secrets of tra­

versing the Lifestteam through aetberytes. Indeed, by building 
and maintaining Eorua's Aethemet, they have secured a steady 
source of fureign currency. 

Publishing: With scholars and Archons penning discourse upon 
discourse, it is no surprise that the city has a robust publishing 
industry. These learned treatises are prized by Eorzean aca­
demics and artisans, who willingly pay great sums to learn of 
Sharlayan's latest findings. 

Education: Starting with the prestigious Studium, Sharlayan has 
numerous fumed academies that accept students from all nations. 
In times past, Eorzean pupils eagerly Oocked to Sharlayan's 
settlement in the Dravanian hinterlands from all comers of the 
realm. There, they srudied a multitude of subjects from diffi:rent 
fields-though it seems that instructors reserved certain wisdom 
fur those of Sharlayan citizenship alone. 

For greater purposes. Sharlayans seek to gather the knowledge 
of the world, and preserve it for posterity in the pages of the 
Bibliotheca Historica. They CO\'l:t the unknown and unexplored, 
and put great value upon education-in part as a gathering of 
like-minded fellows. They also abhor bloodshed, find war 
barbaric, and would never dream of allowing their wisdom to 
be used fur martial purposes. As such, they guard closely all 
knowledge they deem dangerous. 

As one might expect, fuod is oft taken as an 
object of study, and Sharlayan is rumored to 
hold countless tomes detailing fun, from all 
over the world. H owcvcr; the delicacies they 
create are fur strictly academic purposes-and 
not fur anything as base as eating. The every­
day fun, of the city is good fur the body, but 
otherwise quite bland. Accordingly, many 
groans can be heard from fureign students 
come meal time. 



Legendary figUICS iaiotffl as • l' ·ttd to 

have saved a great many Eoncian liw:,~th,S~ Umflnl Cat· ry. 
Nyunl..~pfN}mtkre1 yn,ato~~ofa )nfambty 
the Northern Wastes, was one amongst thil hcn,a, He~ 
the coming of the Hoods through ilStrol , n", 11f1ill1It d -1y 1,y, 
made a great ship of wood, and set out upon a voy;igc fur Eort.ea wit!, a 
crew of volunteer sailors. 

AlO!lg the way, NyunkrcpPs men rescued many souls set adrift on 
the seas. Y ct, as they drew nearer their goal, they spied a tidal wave 
bearing down upon them. Knowing his vCiSCl would be tom to splinters 

by the force of the water, Nyunkrcpf made a desperate decision. He 
cast a powerful and ancient magick over the ship, knowing not where 

they would arrive. Thus, the crew and many refugees aboard found 
themselves teleported away &om certain death, and perched precariously 
in A balathia's Spine. 

T HE LONG D ESCENT 

Though those aboard Nyunkrepf>s ship found momentary succor, 
they were not alone in the mountains. Many other refugees had Red to 

Abalathia's Spine with little more than the clothes upon their backs, and 
what little sustenance they brought quickly ran out. As their hunger grew, 

their civility full away. They became little better than snarling savages, 
fighting and killing for what little food the peaks offi:red. 

From within his ship, N yunkrepf watched with grief as precious lives 
were snuffi:d out by the barbarism. Knowing those he had saved would die 
if they tarried in the region, he and his followers fled as soon as the rains 
had abated. He led them unto the Dravanian hinterlands, where they built 
a new ship. Though the seas remained rough and tossed them about, they 

nevertheless safely reached the isles in the northern seas. Having returned 

home, N yunkrepf and the survivors set about building a small settlement. 
This humble village was to grow into the mighty city of Sharlayan. 

A NEW C ENTER OF KNOWLEDGE 

The Sixth Umbra! Era passed, and the Sixth Astral Era dawned. 
N yunkrepf>s village had already advanced greatly by the start of this 

glorious new age, and had expanded enough to rightly be called a city. 
The citizens of the newly-named Sharlayan had pledged themselves to 
N yunkrepf>s teachings: to forever renounce war and walk in the light of 
wisdom and reason. 

This spirit was evident in the city's governance. Every adult was 

given a voice in decisions affi:cting the nation's future through the great 
gathering known as the Ecclcsia. Here, peers would discuss and debate 
until some consensus emerged-a system that many scholars have since 

called enlightened. In fact, it was in the Ecclesia that the Sharlayans voted 
to elect Thaliak as their patron deity. 
The city flourished under the motto of" Knowledge Seeks No Man," 

and a number of aeadcmics sprung up, allowing its people to expand their 
minds through scholarship. Of particular note was the S tudium, founded in 

43:. Instructing pupils in everything &om aetherial studies to astromancy, 
it encouraged them to learn about both the arcane and the occult, and has 
produced a great many Archons over the ages. The Studium has made 
numerous discoveries that have helped Eorzea as well, including the lost 
secrets of travel by aetheryte. 

In 13n, the scholars of Sharlayan trossed · Seas to. the Dravanian 
hinterlands, and there built an oUfpost to ,ill~ the actherial sea. This 
became a stop fur all academics wao venrure?l to ~orzea to conduct their 

research. and a hostelry was const~ fur l.ollg«rm tenure upon foreign 
shores. This small collection of' buildings grew more numerous, and in 
titne it became a handsome settlement. 
Rumor of this community of learned men spread, and students began 

to converge upon the place &om every comer of Eorzca. They sought 

the wisdom of scholars, and their number began to swell In 1361, upon 
the fiftieth anniversary of the research outpost, the Forum formally 

proclaimed it a colony. With this, the Sharlayan settlement joined the six 
city-states of Eorzea. 

P LEAS U NANSWERED 

The D ravanian hinterlands attracted students &om all across Eorzea, 

and grew as a beacon of knowledge and wisdom. Y ct this was not to last. 
In •S-S-7, tidings that Garlemald had captured Ala Mbigo reached the 
city. To the Sharlayans, the Empire was a threat to their very way of 

lifu. They had spent an age stubbornly resisting all war, and the itnperial 
invasion of llsabard and Othard was a bane to the values they had held 

since N yunkrepf>s time. Sharlayan sent ambassadon to G arlemald with 
entreaties to stop their advance. They even strove mightily to parlay a 
peace, but all these picas full on deaf cars, and the envoys rctumcd home 
empty-handed. 

In the wake of the fuiled negotiation, F ourchenault Lcvcillcur and the 
fu:tion he led within the Forum elected to forsake their colooy. Following 
five years of elaborate and painstaking preparation, the plan to evacuate 
the settlement's entire population to the northern archipelago of their 
homeland was put into motion. In 1s-62., the city ofSharlayan became 
a maze of empty streets and buildings in the space of a single evening. 



~ g ORGANIZATIONS 

In his wisdom, N yunlcrepf saw that each citizen of Sharlayan be allowed a voice in matters of their 
community. By around the 110th year of the Sixth Astral Era, however, the city had expanded 
"COnsiderably. In the Ecclesia, too many voices clamored in debate, and reaching consensus on anything, no 
matter how small, tcemed to take an age. Though it was clear a new system was needed, the S harlayans 
clung adamantly to their tr,idition, changing it as little as possible. This met with fu.ilure, and in 2.01 

they decided upon a new furm of governance. Now, the nation would be led by the Forum, a body of 
ninety-nine members. Each Sharlayan of age would cast a vote to elect members from amongst his peers. 
In its early days, the Forum met in a public square, from which its present name is taken. 

FouRCH ENAULT LEVEILLEUR 

"As Sharlayans. it is our task to obserue-to 
chart the course if history. 11ot to cha11ge it." 

The eldest son of Archon Louisoix Leveillcur, 
F ourchenault is a powerful member of the 
Forum. He has carried a deep respect of 
Sharlayan's founding father Nyunkrepf 
N yunkrepfsyu throughout all of his furty 
years, eschewing war as the pursuit of 
barbarians alone and seeking advancement 
through wisdom and reason. As such, the 

Wildwood E lezen oft disagreed with his 
father, particularly when the latter estahlish~n 

the Circle of Knowing fur the specific purpose 
of safeguarding Eorzea's future. Nonetheless, 

F ourchenault respectS people's right to make their 
own decisions, and did not attempt to bar the way when 

his sire and children wished to leave fur Eorzea. 
/u with the rest of his house, F ourchenault is a talented mage. His is also a 

formidable intellect, and can read learned discourses at a nigh-unequalled speed 

tv' ARCHONS 
Sharlayan does not bestow the title of Archon upon each and every 

wise man. Indeed, it is said that only those who have demonstrated an 
exceptional knowledge of their respective subjects and made a great 
contnbution to their fields are selected and certified. Those who rise to 
Archon have an arcane pattern etched upon their skin, thus distinguishing 
them from normal fulk with a single glance. Apparently, there are more 
benefits attached to the position than one might suspect, not the least of 
which being free access to forbidden tomes. 

SEVESTRE ALBRIGHT 

"The barbariam uf this realm have show11 
that they ca11 011/y use k11owledge to destroy 

each other." 

A powerful member of the Forum, Sevestre 
is the thirty-eight-year-old leader of the 
Bibliothecs-a group of conservative fun. 
damentalists who believe that Sharlayans 
should observe and record history without 
raising so much as a finger to intervene. 
N arurally, the acts of the Circle of Knowing 
and Scions of the Seventh Dawn have 

drawn his harshest censure. 
The Midlander also held Lhal knuwletlgt: 

with the potential to change history's course 
should never leave Sharlayan's control, let 

alone be given freely. Thus, he has attempted to 
stop with force Leveva, granddaughter of foremost 

astrologian Mace Byrde, and others who seek to spread 
the Sharlayan school of astrology on foreign shores. 

"I Jo11•t care much for poUtics. 
Too much talk and 11ot e11ough aaio11," 

An eccentric woman of the Midlander clan, 
Matoya's age is unknown, and woe betide any 
who ask. Though her obstinacy is the stulf of 
legend-as many who meet her well know-she 

is nonetheless a prominent and brilliant Archon, 
and is marked as such by a tattoo on her left check. 

She is also in possession of an ancient Crystal of 
Light known as the Crystal Eye, a relic that allows 

one to peer deeply into the aether. 
Matoya has long studied the world from the perspective 

of aether, and her pupil, Y'shtola, continues on in the spirit of this research. 
Matoya will neither depend upon nor curry f.ivor with anyone, as she firmly 
believes one must see the world as it is to understand its mysteries. She 
does have her pride, however, and this sometimes leads her to give harsh 
tongue-lashings to her pupils. Indeed, the day she begins to remember her 
students fondly will be the day that her work ends. 

Matoya also has an interest in herbal infusions, and drinks copious amounts 
of the stulf-sometimes upwards of seven cups a day. 



The Dravanian hinterlands sit in the westernmost reachet of Abalathia's Spine, blessed with relatively lueh , cgetthOD GIC to 

waters carried through the area by the mighty Thaliak River. The region attained some fume as the scat of'Sharla~ colony, 
but this has fuded in the fifteen years since the exodus. The settlement itself now largely stands unoccupied, remnant of a lost 
time slowly being reclaimed by the land. 

THE MAKERS' ~ARTER 
The Makers' Q..uarter was once the home of artisans, and the sounds of 

their labor rang out from the diverse workshops that lined the streets. Her 
crafi:smen had their pick of the best finds from the Collectors' Q£.arter, 
and transfurmed these materials into a f.mtastic variety of wares. 

I The Arkhitekton 
Once home to Sharlayan masters who fushioned aetherytes within its halls, this 

workshop is now home to the Illuminati, a nasty band of goblins who would wield 
the ancient technologies within for their own nefarious ends. 

I The Daggers 
An area of the hinterlands where clusters of stone columns shaped like daggers 

prorrude from the earth. The scholars of Sharlayan bad long been engullcd 
in a heated debate over whether the name was too simple and colloquial, but 
a difrerent one was never decided upon as the proposals began to exceed the 
columns in number. 

THE COLLECTORS' ~ARTER 
From miners to botanists to fishermen, the Collectors' Q£.arter was 

home to all those who gathered the bounty of the land It is said that goods 
from every comer of the realm stocked its stalls, and that this section of 
the city was constantly abuzz with customers because of it. 

I Bigwest Shortstop 
Bigwest Shortstop was the first encampment of the goblins who made their 

way into the interior of the Dravanian hinterlands. It was their base of operations 
while they raised the settlement of ldyllshirc, and now serves as a lookout post 
whenoe to watch fur signs of the dread Illuminati. 

THE ANSWERING ~ARTER 
This Sharlayan settlement stretches across the western banks of the 

Thaliak. Home to Saint Mocianne's Arboretum and a center fur education 
and scholarly pursuits, it hearkens back to the cities of learning that 
flourished in bygone times. 

I Saint Mocianne's Arboretum 
This bonoical garden built by the Sharlayans once was home to fauna and Hora 

collected from across the tc2lm, the study of which yielded numerous discoveries 
regarding our natural world. Sadly, it was abandoned in the exodus, the 1ecming 
life within left to run wild and unchecked. 

I The Asulon 
The Asulon's name indicates holy ground, and it was a plaoe devoted to allowing 

the inquisitive mind to explore free from the obligations of everyday life. Once 
inside its doors, there was a decree commanding one to forget all titles and 
positions from the outside world-or so it is said. 

THE RULING Q£ARTER 
Situated upon a plateau to the south, elegant homes and villas aplenty 

stood within the Ruling Q..uarter. It is apparent that therein dwelt those 
in leadership positions, from members of the Forum to celebrated scholars 
and Archons. 

I <l£ickspill Delta 
For want of a keeper, the Hood control of Sharlayan fuilcd after the people'a 

exodus back to their homeland, and the waters eventually overflowed. As they 
run swiftly through a triangular area of land, the area has been named by local 
goblins the ~ckspill Delta. 

I Matoya's Cave 
One does not simply walk into Matoya', quiet and secret home. The cave's 

mouth is disguised as a wall of rock, and those who carelessly draw too close 
will be attacked by her poroggo funiliars. Nearby is the Mushroomcry, where 
she grows all manner of fungi to be used in her castings. 

I The Path of Knowing 
This colossal bridge was once a bustling artery for rcscarchers, students, and 

curators commuting to and from the Great Guba! Library. I ts stone pillars 
suflcred significant damage when the Calamity reshaped the land, causing a 
portion of the walkway to crumble and collapse. 

I The Great Guba! Library 
A massive library constructed by the Sharlayans to house the wealth of knowl­

edge they had amassed in their travels across the realm. Though the vast majority 
of the tomes that once lined its shelves were carried back to the motherland in 
the exodus, it is said forbidden texts still slumber in scaled-off vaults below. 

I Alexander 
Summoned by the Illuminati, a secretive fraternity of goblin scho!an, this 

primal appears as a colossus made of steel and breathing steam. 

I The Tipped Ewer 
The spot where the melted snows of Abalathia's Spine How emerge from their 

source to descend down the mountain, forming the countless tributllries that 
come together as the mighty Thaliak River. The name is said to come from the 
deity whose name the river bears and the magicked pitcher &om which pawed 
the waters of knowledge. 
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~ of $ ~ oblins and Midniglli 'O'ew's tl'lasflrc hilhters, the two F.rdl,ns were locked in conflict 
for, a lime. Once Ly teached a ptab:, ~ wever, they became the most ttalwart of companions, and tqgether ~ I ci_rllih -
libertarian bastion of th<.lse who f'alue lreedom above all else. 

PROLOGUE & EPILOGUE GATE 

If the Cenotaph were the spine of a book, then the gates to the east 
and west would be the prologue and epilogue-hence the names of these 
two main egresses of Idyllshire. 

I The (;Ol!Otaph 
A towering monolith erected in mbute to the great scholars who have passed on, 

leaving behind the knowledge that has shaped the realm. The ruunes of countless 
men oflcarning arc etched in the mighty stone, along with the motto ofSharlayan: 
"Knaulcche Scilcis No Man" (Knowledge Seeks No Man) on the front and 
"Knaulcche Seilcis N o Wimman" (Knowledge Seeks No Woman) on the rear. 

I The O m Wild 
A primeval furcst that stretches across the northern reaches of the Dravanian 

hinfcrbmds, its rich verdure sustained by the pristine waters of the Thaliak. Nigh 
untouched by the hand of man, its wilds stand between those who would make 
their way to Sharlayan without braving a trek across the forelands. 

I Stickqix's Bangpots 
Stickqix, chief of Idyllshire's goblin craftsmen, built this expansive workshop 

solely from muerials gathered from the ruins of Sharlayan. Inside is a large 
furnace, wherein he furges various and sundry goods from metal His goblin 
brethren gave the place its name because one could ofttimes hear the sounds of 
explosions echoing fro1n its sooty halls . 

I Rowena's Center fur Cultural Promotion 
Using funds earned from her House of Splendors branch in Revenant's Toll, 

the merchant Rowena has begun the reconstruction of this half-collapsed building 
left abandoned by the Sharlayans fifteen summers past Though it opened under 
the grandiose slogan "dedicated to nurturing the growth of the arts and culture," 
it is, in truth, little more than another of the shrewd entrepreneur's many 
commercial ventures. 

I The Freewalks Roundspot 
The Freewalks Roundspot was established as a market wherein independent 

merchants, treasure hunters, and adventurers could peddle their wares as they 
pleased. Apparently, one may even sec the odd retainer in the market, eager to 
accomplish some errand for her demanding employer. 
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ROWENA' S HousE OF 
SPLENDORS 

Under Rowena's guidance, the House of Splendors sells rare and 
ancient relics procured by adventurers to wealthy collectors-and 
turns a tidy profit Of course, it is also well-known to adventurers 
themselves, who can oft find high-quality arms and armor upon its 
shelves. The House fervently seeks tomes tones, ancient A Ilagan 
technologies which look like nothing more than ordinary stones yet 
house a treasure-trove of information on everything from poetics to 
mythology to lore. There are even rumors that information gleaned 
from the tomestones is used to create new goods. 

B" TREASURE HUNTERS 

Those who take to the hunting of treasure will zealously brave ancient 
ruins and uncharted lands in order to find their prizes. Oftentimes, they 
do this alone, or with a handful of boon companions. 

The treasure hunters of ldyllshire are <liffi:rent. Many were drawn 
to the Dravanian hinterlands by the promise ofSharlayan artifucts left 
after the exodus. However, in the fu:e of monsters, hostile goblins, 
and other fell arcane entities, they struck up a temporary fellowship. 
After making peace with S lowfix's goblins and raising the settlement 
ofldyllshire, they have remained together and taken to governing their 
home in tandem with their new beastman brothers. 

B9 
S LOWFIX' S 
G OBBIEFLOCK 

" Perhaps you'Ve heard o' 1114-ferhaps you'W not. 
Matters little. I suppost." 

Once a weapons merchant in Ul'dah, Rowena 
worked to make friends in all the right places, and 
was soon able to shift her fucus to antiquities. Though 
this brought her great fortune, she remains entirely 
single-minded in her pursuit of wealth. In this regard. 

she sees little <liffi:rence between people and goods, and 
has lured many a brilliant tradesman and merchant into 

her service with the irresisnble promise of coin. There are 
rumors that the Midlander woman wishes to one day make a 

foray into the world of Ul'dahn politics-thougll Rowena 
herself has not made these intentions clear. 
At some point in the past, she seems to have been married to Gerolt, the realm's 

foremost weaponsmith. How ever, she is unwed at present, and means to stay so. AJ 
to her age, one can only guess, as a lady never tells. The same can be said of her 
surname-a secret she, for some unfathomable reason, keeps tight to her boso,m. 

"It don't much mamr when you•rr from or 
what brought you here. Long as you help out. 
you'r, good in my book." 

A leader of the people in I dyllshire, Midnight Dew 
has a reputation as an experienced treasure hunter. 

She came to the Dravanian hinterlands with several 
of her trusted compatriots, but was quitk to reali2e the 

dangers present in the area. It was under her auspices 
that the treasure hunters banded together, an event that 

eventually led to negotiations with the goblins and the 
establishment of the settlement 

Having seen twenty-nine summers, Midnight Dew has an 
affi:ctionate disposition, and does not shy away from assuming a matronly role when 
it comes to the care of others-traits that have earned her the trust of ldyllshire's 
eccentric inhabitants. However, she is also a pr<>JJd woman of the Hellsguard, and a 
skilled pugilist She is even known to have won her share of purses from prizefights 
in Ul'dah, though it is rumored that the lion's share of her winnings was used to 
add to her sizable collection of jewelry. 

SLOWFIX COINTOSS 

"Idyllsb;r, has one important rule-(llways respect friends. 
If we all obey this rule. one dAJ Idylls hire become !f'At cilJ ! .,, 

The founder ofldyllshire, Slowfix serves as a figurehead for the goblins of 
ldyllshire. He was once a wanderer who would pay for his travels through 
the collecting and refuhioning of junk salvaged in the wild. During his 
roaming, he saw how folk lived within cities, and felt a strong draw towards 
this decidedly ungoblin-like lifestyle. Thus, once be had completed his pil• 

grimage, he began to search for a location where he could forge his own nation. 

Towards the end of the Sixth Astral Era, 
S lowfix led his "gobbieflock" on a pilgrimage 
traditionally undertaken once every five . score 
summers. They narrowly missed the destruction 
of the Seventh Umbra! Calamity, and returned to 
Eonea a few years past, settling in the Dravanian 
hinterlands after their long journey. By creating 
a permanent home, they sought to escape the 
travails of lite on the road. Sharlayan suited 
their purposes well: it had rummage aplenty to 
be repurposcd, access to fresh water and large 
quantities of fish, and an acceptably mild climate. 
Alongside the treasure hunters, they seek to create 
a free nation of ldyllshire. However, the nearby 
Illuminati threat ever looms over their endeavors. 

Slowfix's mask is made of dull bronic, and has been banded down throqgh 
generations of his family. Now that he has seen futty-ooe winten, he js considering 

passing it on to his daughter, Roundrox, wbo has been slow to warm to the notion 
of donning her f.ither's reeking namesake. S lowfix is also a master at goblin gambling games, 
and can be found th{owing dice when no other marten require his attention. 
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HIG 

~m tip of Abalathia's Spine. For cen~ it collUllldlded the lands 
mGyr huia, 111d WU known as the premier military power amongst the Eonean city-states, In 
the lice of' the armies of Oirleinald, however, this might proved less than sufficient in repelling 
the Empire's metal-clad warmachina, and thus has Ala Mhigo borne the yoke of imperial rule for 
the past twenty years. 

OVERVIEW 
- ---------------- -
Flag 

Motto 

The Ala Mbigan flag is a field of purple upon which stands a 
silver griffin with sword in talons. The winged creature is the 
sigil of the nation's roy,il house, and the blade signifies the force 

used to see all other clans bend the knee before them. Pwple 
is the color of Rhalgr, the guardian deity of the nation, and is 
associated with his clement of lightning. The hue's presence on 
the pennant also marks the bond betwixt the roy.ilty and the 

religious order of the Fist of Rhalgr. 

Born &om Blood 

Government Though Ala Mbigo has long been ruled by kings, the Garlean 

invasion two decades past brought an end to the monarchy. The 
city-state is now a provisional imperial territory, and its people, 
the Emperor's albeit unwilling subjects. U oder the Gar lean 

viceroy's iron reign, not all Ala Mbigans have earned citizenship 
and its privilcgcs. Many live in squalid conditions, their lives 
little bctte1 Lh:w wuse of ,laves. 

- ---------·-----------·- ---
Leader 

Rnling 
Body 

Racial 
Distribution 

Religion 

Displaccd 

All matters of governance f.tll to the viceroy-dispatched &om 
Garlemald-and his staff. 

Highlander Hyur: 60% Hcllsguard Rocgadyn: 10% 

Midhmder Hyur: 10% Seeker of the Sun Miqo'te: 10% 

Other: 10% 

During the Sixth Umbra! Ca­
lamity, people fleeing the floods 

spied a blazing comet in the night 
sky. As Rhalgr's symbol is the 
streaking meteor, they. took it as 
a sign of the breaker of worlds, 
and followed it to a new home 

high in the mountains. Thus, 
wo111hip of the Destroyer took 

root in lands of Gyr Abania. In 
time, one sect known as the Fist 

of Rhalgr grew in power and 
imiucncc, and came to llourish 
as the state religion. However, 

King Theodoric oppressed this 
faith with 6rc and sword, and 
the Garlcans-finding no value 
in worship-have forbidden 

religion altogether. 

Industries 

Beliefs 

Diet 

Mercenary Work: In the rocky terrain ofGyr Abania, rew arc 
the patches of arable soil There were many disputes over the 
extant ones-jealously guarded by their owners, and fiercely 

coveted by all others. Indeed, even after Ala Mhigo unified the 

region, little industry could grow &om the lands. T .he men and 
women of the nation began co sell the only thing they could: 
their skill at arms. They fuund many buyers, particularly during 

the times of conflict betwixt the Eonean city-states. Indeed, 
each nation is said to have had its own company of Ala Mbigan 
sellswords. Even today, many of those who fled the city-state 

eke out a living as mercenaries. 

Magitek Manufuctnring: For many centuries, the mountain 
hamlets of Ala Mhigo were self-sufficient. Villagers coaxed crops 
to grow &om small fields, and reared animals fur their wooL 

H owevcr, the Gar lean invasion brought an end to this way of 

We with magitek technology. Now, Ala Mhigans are forced 
to work fur a pittanee in great smoke-belching factories, while 
Garlemald reaps wealth and luxnry &om their labor. 

To better know the Destroyer, seek strength of body and 
mind-such arc the teachings of the Fist of Rhalgr. Over the 

ages, this idea has shaped all who call the mountains home. 

Ala Mbigo is also geographically vulnerable to invasion &om 
Ilsabard, and this ever-present threat has given birth to a culture 
that greatly values martial prowess. 

With so rew crops, the Ala Mhigan diet is a 
rather stark aJfuir. However, as a stop on the 
trade routes, the city-state bas adopted some 
fare &om the N car East and Ilsabard The 

foreign influence is said to be particularly 

apparent in the usage of spices. For drinks, 
it is customary to brew medicinal teas, such 

as ones made by steeping the ground horns 
of beasts in boiling water. 



HISTORY 

A LITANY FOR SURVIVAL 

As the Fifi:h Astral Era drew to its calamitous end, many and more 
fled their homes, forced into wandering with no clear destination in mind 
beyond higher ground to escape the ever-rising waters. It was then a 
burning comet in the night sky led a number of the errant souls unto 
Gyr Abania in the eastern reaches of Abalathia's Spine. There, they 
found salvation from the floods, though life among the high peaks proved 
unfurgiving. The survivors were of difrerent races and nations, and soon, 
they &actured into factions, fighting bitterly over what little resources 
there were to be had. 
The feuds continued for many long years. 0 n occasion, one clan would 

win a string of victories, and grow larger by absorbing their defeated 
foes into their ranks-only to be encircled by a coalition of the remaining 
tn'bcs, and hammered back down. Following its victory, the loose alliance 
would then dissolve for lack of a common enemy. This pattern repeated 
time and again, and the fray showed no signs of abetting. 

UNIFICATION 

Change was to come, however. After year 1100 of the Sixth Astral Era, 
Anshelm Cotter, a man of powerful lineage, set out to subjugate the other clans 
once and for all Naturally, they united against him. Yet, Anshelm possessed an 
incomparable tactical genius, and his enemies were scattered before the march 
of his forces. For the first time in history, Gyr Abania's clans were unified. 

As the sole passage between Aldenard and llsabard, however, Gyr Abania 
was ever vulnerable to attacks from the north. Anshelm reared that invaders 
making for Eorzea might sweep away his fledgling nation, and thus laid the 
foundation for his capital upon the shores of a lake in the easternmost part of 
the region. He built the walls tall and thick, and named the glorious citadel 
Ala Mhigo. From within, his soldiers watched for foreign attack, ever ready 
to defend their borders. 

This plan proved successful N orthem fon%5 attacked time and again, yet 

never managed to break through the stalwart defenses into the city proper. 
The Ala Mhigans established watchtowers along the roads so as to guarantee 
safe travel for merchants betwixt the Near East and Eorzea-and charged 
a heavy fee for passage through their territory, The city-state with so little 
natutal resources thus secured a crucial source of coin. 

THE AUTUMN WAR 

Though Ala Mhigo prospered from the trade route for a time, its fortune 
was to be short-lived. After n90, Ul'dah gained control of Thanalan, 
and began to trade on the high seas. Despite the ever-present threat of 
pirates, Ul'dah's ships were large, and could carry far more goods than 
caravans. A single voyage was much more profitable than a train of men 
traversing the overland route. Moreover, no one charged a toll to sail 
over the waves. Though the change was gradual, trade with the Near 
East shifted to the seas. 
As the steady stream of coin from travelling merchants slowed to a 

trickle, Ala Mhigo's King Manfred sought survival through foreign 
conquest. In 1468, he laid claim to the East Shroud, and sent a great 
army against Gridania, sovereign of the Twelveswood. This conflict has 
since come to be known as the Autumn War, and it was to prove a 
disastrous defeat for Ala Mhigo. Nevertheless, Manfred's host seemed 
unstoppable at the outset: it vanquished the Gridanian forces decisively 
in the First Battle of Tinolqa, and swept down deep into the Black 
Shroud. The tide shifted a year later, when the combined forces ofLimsa 
Lominsa, Ul'dah, and lshgard heeded Gridania's call for aid. At the 
Second Battle of Tinolqa, the Ala Mhigans suffi:red the loss of General 
Gylbarde, a brilliant tactician who had earlier led his nation to victory 
at the head of a regiment of griffin-back soldiers. Manfred's lll'IDY was 
broken, and his war lost. 

THEODORIC'S R EIGN 

Manfred's gamble had lifi:ed the spirits of his people and his nation's 
economy. With the final defeat, however, Ala Mhigo entered a period 
of unhappy austerity. His army had been raised at great cost, yet now 
the vanquished soldiers straggled home with no spoils of war to their 
names. The power of the king waned, and unrest flared within the nation. 
From amidst the dissatisfied masses, the Fist ofRhalgr and its monkhood 
emerged upon the political stage, growing stronger in power by the day. 
Lest their regime f.ill to the faith, the royalty chose to embrace this 
change, and named the Fist ofRhalgr the state religion. They employed 
high-ranking monks as advisors to the throne, and thus sought to stabilize 
the nation. Though this was met with some success, the voice of the 
religious sect echoed loud within the halls of government from there 
forward. 
In 1146, Theodoric the First ascended the throne. He was to be 

Ala Mhigo's last king, and his reign would wreak ruin upon his nation. 
Seeking to fu:e himself from the influence of the Fist of Rhalgr, he 
proclaimed himself ordained by N ymeia Her&elf to lead the nation, and 
forbade worship of the Destroyer. Instead, he demanded the people 
prostrate themselves before him as the Spinner's emiaary. Naturally, 
the Fist of Rhalgr protested-just as Theodoric had planned. In 1u:i, 
he led a vast army to the site of the monkhood's main temple and set 
it ablaze. All inside, be they priests or refugees, perished in the flames. 
Those few who managed to escape met a similar end upon the blades of 
soldiers awaiting without, 

THE P RICE OF R EVOLUTION 

Though Theodoric had purged the Fist of Rhalgr, his brutality did 
not stop there. Convinced that his lands were full of traitors seeking 
to sit upon his throne, he began to execute the royalty. Once its ranks 
were thinned, the heads of their vassals rolled upon invented charges, 
the purge extended to even those smallfolk who had accrued even the 
slightest amount of wealth. No longer able to watch the slaughter, the 
queen herself conspired with a group of nobles to slay the king. The plot 
railed at the betrayal of a single nobleman, and all involved- including the 
noble betrayer-were executed The palace was transformed into a scene 
out of the lowest of the seven hells: nigh-endless bloodshed watched by 
a despicable gathering of sycophants and backstabberS. 
In I ff7, the people finally revolted, and stormed the palace. The guard, 

charged with halting their advana:, instead opened the gates wide and 
joined the protesters. So great was the throng that the Corpse Brigade, 
who had loyally slain nobles and rich men alike, fled rearing retnbution. 
So did the King of Ruin's reign end-friendless and surrounded. 

Ala Mhigo should have been fice. Yet, the hard-won victary of the 
peasantry was to be snatched away by the Garlean Anny. The imperial 
troops had been stationed just to the north, awaiting the king'& demise, 
and came swant)ing down upon the city when his standard fell. Neither 
the Ala Mhigan army nor the lay fighters stood a chance against the flood 
of enemy soldiers. The proud nation thus became a Garlcan territory, 
ruled by Gaius van Baelsar, the first viceroy of Ala Mhigo and legatus 
of the XIVth Legion. 
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The Garlean Empire lays claim to nearly three-quarters of the Three Great Continents, Aldenard 
being the only region yet to full entirely under imperial rule. Until some fifty years ago, Garlemald 
was a remote and sparsely populated republic which held little more than a &action of the northern 
territories of llsabard. But with the arrival bf a technological golden age and the concurrent 
emergence of a brilliant young legatus in the span of a single generation, Garlemald has come to 
stand upon the threshold of ruling all H ydaelyn. 

OVERVIEW 

Flag The emblem upon the Garlean flag is a chain in abstract 
design. It symbolizes the value the native sons and daughters of 
Garlcmald hold dear: tight wuty =ongst their small number. In 
like fuhion, the crimson of the central link represents all those 
who have perished in the name of the Garlean people. 

Motto Nos sum us man\1$, Nos sum us deus 
(We are the Hand, We are the God) 

Government Garlemald was a republic until 
Solus Galvus brought all of 
Ilsabard under his control and 
named himself Emperor, earning 
the title "zos." Thus was born 
the Empire, a mighty regime to 
govern new Garlean territories. 

The Senate yet e•, and gives 
Q:)uncil to the Emperor. H owev­
er, its power is a shadow of what 
it once was, while the voice of 
the military echoes ever louder. 

Leader 

Ruling 
Body 

Racial 
Distnbution 

Religion 

V aris zos Galvus 

Garlemald's central government is a large bureaucracy, led by 
niagistrates personally appointed by the Emperor. 

Garlcans : 70% Other: 30% 

Note: These figures represent only the capital city of Garlem­
ald, as well as only those with full citizenship. If all subjects 
were included, the percentages of true-blooded Garleans would 
be significantly reduced. 

The Empire has banned religion, seeing it as a b<trbarian 
practice that all too often results in the summoning of primals. 
Many of the inhabitants of Garlemald proper are atheists, a 
fact attnbutable to their biological and spiritual inability to 
harbor and wield aether-based magicks. As theologians believe 
that religion can oqly truly develop alongside magic. it is little 
wonder that the Garleans are disinclined to keep any f.aith. 

Industries 

Beliefs 

Diet 

Magitek Manufacturing: The invention of tbe ceruleum engine 
ushered Garlemald into a golden age. As much a change in 
society as in technology, this magitek revolution advanced 
Garlean industry greatly, and allowed the nation to produce 
goods in vast numbers through machina. 

Aeronautics: Garlemald had long ago learned to fly by capturing 
in fabric balloons a lighter-than-air gas created when ceruleum is 
ignited. In the skies of northern Ilsabard, however, these vehi­
cles were completely at the mercy of frigid winds and blowing 
snows. True flight came with the invention of the ceruleum 
propulsion engine and wings treated with aether which led to 
the realization of the modern airship. Currently, the Empire 
produces many and more of these machina, some fur personal or 
commercial use, others fur the military. 

Textiles: Using a viscous resin produced during the purification 
of ceruleum, the Garleans have learned to spin fibers of highly 
durable carbon-a revolutionary development in the textile 
ind\1$try. 

Following the invention of magitek, Gar leans have come to 
hold efficiency in high regard, and the fuunding of the Empire 
has heralded the advent of a strict social hierarchy. Advancement 
has become an excessive measure of individual merit, and those 
aspiring to move upwards have carried Garlemald furward. 
However, there is also a marked tendency to look down upon 
the peoples of annexed territories, which has been the cause of 
much discord 

The winters ofGarlemald are bitter, and the atltivation period 
short. Food that can keep, then, is a necessity. Simple and hearty 
fare is commonplace, such as stews of dried, salted, or even 
furmented meats and fish. In recent years, however, Garlemald 
has reaped the benefits of an empire, and the diverse foods of the 
provinces increasingly deck the Garlean table. 



PORTRAIT OF A P EOPLE 

To understand the history of Garlemald, one must first understand the 
character of its people. Known to be strong ofbody, the most distinguish­
ing Garlean trait is a third eye sitting at the center of the furehead. This 
ocular organ resembles a pearl, and grants purebloods superior spatial 
recognition. Garleans have little inborn ability to manipulate their body's 
aether, however, and thus the arcane arts have ever eluded all but a fi:w. 
Thus, they have long been at a disadvantage against other peoples with 
a command of magic. 

This imbalance of power has greatly informed the territorial fi:uds of 
Ilsabard. In ages past, the Garleans were expelled from the relative 
warmth of lands to the south of the realm-dividing central mountain range. 
After crossing the treacherous peaks, they had no choice but to settle in 
the bleak northern reaches of the continent. 

B LUE G OLD 

Winters in the Garleans' new home were harsh. The northern seas were 
bound in ice fur most of the year, and the resources of the waters were 
available for only a slim window. Likewise, &rming and rearing animals 
were possible only at certain times. The land, in other words, could not 
support a large populace. The Garleans multiplied slowly, and over time 
were furced to accept being fi:w in number. 

There was but one benefit to the frigid land-its vast deposits of ceru­
leum. This deep-blue liquid burned as well as oil, and kept the hearth 
warm during the long, dark times of year. Indeed, had it not been fur this 
natural resource, the Garleans would not have survived the severe winter 
cold. Yet, it was to be a long time befure the Garleans realized just what 
a boon this ceruleum was. 

THE EARLY R EPUBLIC 

The Garlean people officially banded together in 9:i:i. of the Sixth 
Astral Era. Many small villages existed befure then, but none developed 
overmuch due to occasional raids by other more-established tnbes of 
northern llsabard. To raise themselves from this base existence, one town 
named itself the center, and the others were brought into the fold through 
negotiation and furce. This, the Garlemald Republic, had but one goal: 
to unite its people in order to stave off fureign aggression. 

Survival was no small task. In desperation, the Garleans began to employ 
Roegadyn magi from the central mountains to bolster its own army where 
it was weakest. They also waged war from the shadows, sending spies to 
incite conflict betwixt the surrounding nations. For centuries, Garlemald 
prevailed, using every tactic at its disposal 

Starting in the early 16th century, however, a new age was to dawn 
on the nation. In 1113, a man named Solus Galvus attained the rank of 

legatus. The twenty-fuur year old Garlean learned 
of the newly-invented ceruleum engine, and saw 

great potentW in it. His was the hand that 
guided the development of magitek weap­
ons, and his the mind that devised tactics 

fur these warmachina. Galvus also saw them 
integrated into the army, and so imbued the 
military with mechanical might. 

UNIFYING THE NORTH 

At first, Galvus's innovations were viewed with a skeptical eye. How­
ever, as neighboring nations began &lling to Garlemald's warmachina, 
the people realized the wisdom in his decision. As if to avenge every 
wrong ever done to them, the Garleans invaded the countries of northern 
llsabard and annexed their lands. To expand its small al'lllf, Garlemald 
recruited the subjugated peoples, promising to better their lives with 
magitek technology in exchange for service. This cunning carrot-and-sticlc 
strategy made the republic greater and more powerfitl with every victory. 

As triumph fullowed triumph, the Garleans' respect fur Galvus grew. 
eventually transfurming into worship. In 1p7, he was granted control of 
Garlemald as dictator by overwhelming popular snpport. The same year, 
the republic awcked Dalmasca, a small country nestled in the central 
mountains, and rained down fire upon it with their new airships. Thus, 
the Garlean army turned to conquer the south ofllsabard. In 1 f:l.:l, this 
campaign ended in victory. Having unified the continent through force 
fur the first time in history, Galvus proclaimed himself Emperor, and thus 
created the Garlean Empire. 

ASSIMILATION 

Tho\lgh he had already accomplished the impossible, Galvus was not 
content with llsabard alone. Six years after becoming Emperor, he set his 
gaze upon the eastern continent of Othard, and marched upon it with a 
great host With their warmachina at the fore, the imperial forces toppled 
all who dared stand befure them. 
It was during this campaign that Galvus first laid eyes upon the ruin 

wrought by primals-an entire land utterly drained of lire. Scholars believe 
this temble sight ultimately led the Emperor to issue an imperial mandate 
fur the annihilation of the dread beings the Garleans dnbbed "eikons," 
refusing to believe them of divine origin. 

Alier a long and hard-fuught resistance, the nation of Doma fi:ll to 
Garlemald in lff:L, With this, Galvus had conquered the east Now, 
he turned his armies towards the west, plotted the invasion of Aldenard, 
and captured Ala Mhigo in 1;r7. However, this was to be the last 
victory fur some time. In Eonca, the Gark:ans suffi:rcd a crippling and 
unexpected defi:at over Silvertear Lake, &ced the emergence of eikons, 
and watched its Meteor projcµ: end in stunning. &ilure. In Garlemald, 
a war of succession broke out The unrelenting march of the imperial 
army- and its territorial acquisitiom-grolmd to a halt 
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~ THE EMPIRE 

8* IMPERIAL COURT 

The Garlean royalrr are all of the line of Galvus. In addition to the 
afurementioned ":r.os;" the term "yae" refi:rs to male members of the 
royal f.unily in the line of succession, as well as the Emperor's wife and 
mother. There also exists the title of"wir," or those who have no claim 
to the throne such as fi:male heirs and their spouses. It is believed that all 
Q1Cmbers of the royal f.unily dwell within the extravagant imperial palace 
in Garlemald, and have decadent villas outside of the city. 

S01us zos GA1vus 

"Tradition is the ch4in by 
which fools are bound." 

Solus zos Galvus was the architect of 
modem Garlemald A brilliant tactician 
and statesman born to pureblood Garleans, 
Galvus joined the military at the age of six­
teen. He immediately distinguished himself 
from the rank and file, and had attained 
the rank of legatus by his rwenty-fuurth 
oameday. It was his decision to restructure 
the army around warmachina that gave 

Ga.rlemalrl it:1 r.nm:nt Rtrength, and his ele­
vation to republican dictator and subsequently 

Emperor was a natural consequence. 
Galvus was a self-made man, and history will 

remember his successes. However, it is difficult 
to characterize his lifi: as happy: he was betrayed 

~y those he had believed his closest mends, and lost his 
firstborn son to illness when the boy was still young. The First 
Emperor succumbed t-0 an ailment at the age of eighty-eight. 

V ARIS zos GAL vus 

""Tis my solemn ,hlfrge as emperor to bring 
the eikom to heel. " 

The second Emperor of Gar le maid, V aris 
zos Galvus has many achievements to his 
name, having served as High Legatus 
fur nine yean. He is thus said to favor 
his grandfather far more than any other 
member of the royal family. Yet, he did 
not become Emperor without a fight. 
Indeed, his uncle-the second son ofSolus 
zos Galvus-also laid claim to the throne, 

supported by one faction that opposed 
Garlemald's expansion policy and its mandate 

to eradicate all eikons. A war of succession 
ensued, and V aris emerged victorious. Though 

he is said to respect his grandfather's achieve­
ments, it has been reported that he also blames the 

first Emperor for inviting the internal strifi: by being too 
lenient with his own son. 

V aris's tactical genius displays itself in "megalith." a traditional 
Garlean game of strategy. Indeed, it is said that the Emperor has 
but rarely lost a match in all of his furty-six years. 

9
T HE SENATE 

The Senate ruled Garlemald during the days of the Republic, and while 
since diminished, still serves in an advisory role to the emperor and his 
court. Members range from upper level public officials, titled "fae," to 
the highest-ranking princeps senatus- "iyL" The Senate also holds the 
power to remove the magistrates-the consul, praetor, tribunus plebis, 
aedilis, and quaestor. However, it has yet to use this right. 

8" T HE MAGITEK A CADEMY 
Established immediately after Solus Galvus was raised to dictator, the 

Magitek Academy serves as both a research facility and a school for 
engineers. The nation's chief engineer, given the title "nan," also serves 
as the head of this institution. 
The Academy admits only a handful of the outstanding applicants from 

all comers of the Empire. Even then, only a fi:w of these will successfully 
complete their six-year course of study. The strong-willed and brilliant 
graduates are given a choice : to continue on as researchers, or to join the 
army as magitek technicians. Cid nan Garland and Nero to! Scaeva are 
counted amongst the institution's alumni. 

8" S OCIAL HIERARCHY 

The social hierarchy of the Garlean Empire is well-ordered and strict. 
Upon reaching adulthood, Garleans receive a title betwixt their furename 
and surname indicating their position within society. With the name Solus 
zos Galvus, fur instance, the "zos" identifies him as Emperor. Naturally, 
should one's rank or profession change, so does one's title. The second 
Emperor was once named Varis yae Galvus, the "yae" marking him as 
a member of the royal family in the line of succession. 

In the case of dual titles or occupations, a person is awarded the 
highest-ranking title. As a legatus, V aris could also have been called 
"van Galvus. " However, royal blood outweighed rank, and he remained 
"yae Galvus." 



SOCIAL H IERARCHY 

Category Sample Position Primary Function Title 

Emperor Supreme ruler of the empire and its holdings Zoo 

Consangu.ineus Imperial prince, empress, empress dowager, and any otht,r member of the royal f.unily in line to sw:cced 
Yae Royalty Imperialis the imperial throne 

Gens Imperiale 
I Imperial princess, spouses of royal f.unily members, and all other royalty without claim to the imperial 

Wir throne 

Marshals 
Legarus Augustus High commander of multiple legions 

Van 
Legarus Legionis Commander of a legion 

Tnounus Laticlavius Leader of a legion's military m'buncs, and second in command to the legatus Toi 

Executive Offioen Tnbunus Angusticlavius One of a legion's military tribunes Assumes command of the secondary unit in the event a klgion ii split 

Commander of a castrum stationed in or near enemy territory, and the highest rank attainable by a Sas 
Praerectus Casrrorum 

citizen not of Garlean ancestry 

Tribunus Militum One of a legion's military tnounes and second in command to the Tribunus Laticlavus 
Senior Officers 

Primus pilus Commander of a legion's first cohort Rem 
Military 

Pilus prior Commander of a legion's remaining cohorts 
Officers 

Centurio Commander of a middle-sized unit of inf.mtry numbering one-hundred soldiers Quo 

Optio A veteran soldier assigned to assist a centurion 

Petty Officers Tessera.rius Watch commander responuble with maintaining communication between officers and soldien Pyr 

Decurio Commander of a small unit of infuntry numbering ten soldiers 

Duplicarius A veteran soldier 

Soldiers Regular infuntry composed primarily of peoples of conquered territories seeking citizenship through Oen 
Lcgionarius 

service 

Primus Architcctus 
Chief imperial magitck engineer and Lord Provost of the Garlean Magitek Academy 

Senior Officers Magitcci Nan 

Architectus Magiteci A engineer specializing in magitek 

Praefi:ctus Medicorum I High commander of imperial field medics 

Praerectus Mal 

Officers Architectorum 
High commander of the imperial field engineers 

Specialists Primus mcdicus First medic 
Lux 

Archirectus Ordinum Commander of a small unit of field engineers 

Medicus V eteranus Veteran field medic 
Petty Officers Kir 

Arcbitectus V eteranus Veteran engineer 

Medicus Field medic 

Soldiers Field engineer assigned to such tasks as the building and maintenance of equipmeat, ••PJling, and Jen 
Arcbitectus 

airship piloting 

Dictator Temporary leader appointed only in times of emergency, and givcn all the rights of the lord emperor 
Extraordinary Magistrates 

Princeps senatus Leader of the senare, wielding ditect influence over the Consul 
Iyl 

Consul H ighcst elected official Also serves as mayor of the imperial capital 

Praetor Minister of law and second to the Consul 

Ordinary Magistrates I Tnounus plebis A remnant of the old republic, serves as a representative of public cirium Het 

Aedilis Minister of city planning 

Quacstor Minister of state finances 

Censor Supervisor of public morality 

Provincial Magistrates Rector Ruler of an imperial province 
Goe 

Praeses Ruler of an imperial territory 

Senior lntellig= Officials Primus Frumentarius Commander of local and fureign operatives 

Public Officials Praerecrus Supervisor of civil servants 

Senior Officials Vicarius Deputy to provincial rectors Fae 

Senator Members of the Senate who worked to elect high-ranking magistrateS 

Decemvir Members of the Decemviri-a group of ten magistratca who adjudge litigation, distribute public lands, 

Officials and write laws, amoagst other tasks 

Auctor Palatinorum Head of the imperial palace servanrs 
Eir 

Intelligence Officials Frumentarius Local and fureign operatives 

Eques B,.ic civil servants 

Lictor Bodyguard, and protectors of the public peace 

Lower Officers Notarius Scrivener and record-keepers Dus 

Compulsor Tu-oollectnn 

Palatinus Imperial palace servants 

Upper Citizens Civis Fabrilis Artisans and other citucns of the secondary economic ~ Ccn 

Citizens Civis Mcrcatus Merchants and other citizens of the tertiary economic occwr-lCl'Vic;es 

Lower Citizens Farmers, fishen, hunten, !Jlll!Cn, logcutten, and other citizens of the primary economic aeccor-raw Bas 
Civis Fundamime 

tDJterials 

Non-<:itir.ens Non-<:itir.ens Pcregrinus Slavcs and peoples of annexed territories. Citir.etltbip may be e,anted to diolc who have dcmoastnml Aan 
exceptional skill,, as well as those who have contributed ~nty or more yean of miliwy service. 
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The pride of Garlemald, the Imperial Garlean Army fancies itself the premier military force in H ydaelyn-and with its 
excellent leadership and impressive warmachina, it may well be right. Nonetheless, the risk of rebellion within the ranks is ever 

present, as the majority of soldiers are conscripted from annexed territories. The army thus takes great care never to station men 
in their home provinces, sending them instead to keep the peace abroad. This policy transforms soldiers' families into hostages 
held by men unknown, and keeps small the chances of revolt and desertion. 

ORGANIZATION 

Ar. of the f6 tb year of the first Garlean Emperor's reign, 
the Garlean Azl.ny consisted of. fourteen legions. Each 
legion is composed of ten cohorts, each cohort of three 
maniples, and each maniple of two squadrons. Ar. each 
,.quadron contains roughly one hundred men, a legion 
should hold roughly six thousand soldiers. In reality, 
however, the strength of each legion varies due to the 
necessary rotation of soldiers. 

I The Anatomy of a Legion 

legion lstCobort 

iadCohort 

3JdCohort 

+cbCohort 

JcbCohort 

QhCobort 

7cbCobort 

8daCobort 

gcbCobort 

mcbCohort 

UNIFORMS 

-~ 

Garlean uniforms are made from revolutionary materials, such as carbon 
fiber and cermet alloys. The armor of Garlean officers is particularly 
~enious, as it is coated with a substance that decreases aetherial con­
d!Ktivity, and therefure protects the wearer from magic attacks. The 
selfsame .contrivance prevents the use of o~nsive spells, yet this hampers 
the pureblood Garleans little. The inability to wield mllgic also infurms 
Garlemald's age-old penchant for using firearms. This has given birth to 
a peculiar furm of weapon, part musket, part sword. Perhaps the best 
example of this is the gunblade, the arm of choice fur most officers. 
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WARMACHINA 

At the tum of the 16th century, an engineer attempted to create a smaller 
version of the stationary steam engine fur his workshop. In so doing, he 
stumbled upon the idea of using ceruleum as a fuel itself, rather than to 
heat water. His prototype was relatively weak, but compact enough to be 
portable. & if by fute, it then caught the eye of Legatus Solus Galvus, 
who insisted the military open its coffers to fund the new technology. With 
the army's support, a moving platfurm was built, driven by an improved 
ceruleum engine and mounted with artillery. 

This prototype proved more destructive in tests than Galvus had ever 
dreamed. He christened the new type of weapon "magitek." to signify the 
triumph of technology over magic. Thereafter, Gar lean engineers rashioned 
more and varied magitek weapons. With each one, the strength of the 
Garlean Army grew. 

Starting around 1550, relics of ancient Allag were unearthed in the new 
territories of Garlemald. The Empire's keenest minds set about learning 
their intricacies, though in truth the archaic technology put the best imperial 
effurts to shame. The engineers never learned the fundamental principles 
of the Allagan devices. Nonetheless, the secrets they pried from the old 
machina advanced Garlean magitek by leaps and bounds. The Garleans 
also succeeded in reanimating a number of Allagan machina with ceruleum 
engines, and the Empire is rumored to be moving these to the front lines. 

I Juggernauts 
This flying magitek machine consists of an upper cylindrical section fur aerial 

propulsion and a lower bipedal section fur terrestrial locomotion. The juggernaut can 
transport an entire squad of soldie,s. and is often used to land troops in enemy terrain. 

I Death Claws 
Reverse engineered from a weapon of Al1ag now called "iron claws," the 

magitek death claw remains aloft by means of twin propellers housed in its body. 
Though it can do the grisly work of talons, it can also do the more tender work 
of hands-both carrying cargo and ordnance, as well as imprisoning enemy soldieB 
in an inescapable grip. 

I Vanguards 
The main duty of the autonomous vanguard is to use iu cermet drills to bore 

through castle gates and defensive bulwarks. True to its name, the VaJ!guard 
is also employed as an advance troop unit, as well as fulfilling the role of base 
sentinel by destroying enemy siege weaponry. 

I Reapers 
Forming the backbone of the imperial army's mounted strength. the reaper is 

employed in a wide range of tasks. ranging from solo reconnaissance to large-scale 
shock troop assaults. 

I Colossi 
Derived from the Allag:m "iron giant," this suit of magirek armor needs 

no pilot, thanks to improvements made to the COl!trol system of the magitek 
vanguard. It was designed in the likeness of a man so that technicians might easily 
change its armaments, thus allowing fur its deployment in all m:mner of situations. 
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I The Ulrima Weapon 
A powerful countermeasure against the primal threat, the Ultima W capon is not a true magitek 

weapon, but mhcr a feat of Allagan technology discovered deep beneath the lands just beyond 
Ala Mhigo. Through unearthing and refitting it, the XIV th Imperial Legion reportedly 
gained permission to resume the invasion of Eorzca. 

In the field, the Ultima Weapon revealed its amazing capabilities, dcreating the 
primals I fut, Titan, and Garuda and absorbing their essence. N evcrthclcss, 
it met its end within the Pnetorium at the hands of an elite unit fielded 
by the Eorzcan Alliance. The Heart of Sabik, the source of its power, 
is thought to have been an enigma even to the Alhgans, and thus 
there is little chance the realm will sec any further recreations. 

I Bits 
Nero tol Scacva himself conceived and 

created these unmanned drones to provide 
support fur the Ultima Weapon. His designs, 
while based upon ancient Allagan weaponry, 
made use of the technologies pcrlected on 
military whips. Despite Nero's ingenuity, 
the magitek bits have their !laws, not the 
least of which being that they can function 
fur only short intervals of time. 

AIRSHIPS 

Made manifest through magitek, the airship is a miracle of modem 
technology. Driven by ceruleum propulsion cngill.cs, it soars t!U'Ough 
the skies upon wings treated with aether, staying aloft through stores of 

IGnnships 
A compact ainhip of milit;ry design, the magitek gunship can decimate ground 

troops from relative salety several hundred ya1ms above. It also has an auxiliary 
mechanical arm that allows it to perfurm deft work even while in flight. Inside, 
the warship has room enough to carry a rew &oldiers, and is deployed alongside 
everything from corps of engineers to units of quartermasters. 

buoyant gas. Moreover, airships come in all shapes and sizes, from the 
mighty armored vessels fur military use to the smaller swift ships designed 
for civilian trade and transport. 

I Assault Craft 
Able to move with remarkable swifrnes&, the imperial assault craft is well 

equipped to fire upon landbound units. It is also used in the n-anspott of troopers 
betwixt larger Aurora- or Agrius-class airships. 



I Aurora-class Vessels 
The mainstay airship of the Garlcan Army, mid~ize Aurora-class vessels are 

given to the command of all legatii. 

• 

I Agrius-class Vessels 
The largest airship ever built, the .dt;ri111 was a fiying 

fortress. It was designed to pnmdc aid for an entire 

foreign campaign, and was granted to the XIV th 

Imperial Legion for its first voyuge. Thus, it came 
to sail over Eol'7.Ca during the invasion. However, as 

it crossed Silvertear Lake, the dragon Midgardsormr 
suddenly arose and attacked. In the end, the .At;riMII 
came plunging downwards, wrapped in the wyrm'a coils. 

The Gr11ma, a second ship of comparable m.c, 
was completed in the f6 th year of the first Garlcan 

Emperor's reign. After being given to the Vlth Legion, 
it set out to find the mythiclll fioating isle of Arya Lia. 



THE VITH IMPERIAL LEGION 
Led by Legat'us ~la van Hydros, the VIth Imperial Legion was 

furmcd during the middle of Garlemald's campaigns to unify I Isa bard. 
Though it was initially charged with occupying the southern coasts of the 
continent, the legion saw little dissent amidst the natives, and its leaders 
grew corrupt. Indeed, so accustomed did they become to taking bnbes 
that the furce essentially became a private army fur the local leaders. This 

raised the ire of High Legatus Varis yae Galvus, who sent his trusted 
friend Regula to see to the situation. The upper ranks were purged, and 
the previous legarus executed. Eflectively, a new legion was created. 
In the war of succession, the VI th performed most honorably, and 

so redeemed its tainted name. At present, it has unified under its new 
leadership, and the morale of its men is high. 

REGULA VAN HYDRUS 

"L~alry-to the bitter end." 

The eldest son of the influential H ydrus f.unily, Regula is a 
pure-blooded Garlean who has been fut friends with V aris zos 
Galvus since both were but boys playing in the imperial palace. 
He is known to be a man of honor, and his support fur V aris in 
the war of succession never once wavered, no matter how bleak 
matters became. Regula also aided in his friend's candidacy by 
attacking the encampments of rival factions. 

By all reports, Varis trusts Regula implicitly. That the 
Emperor gave him command of the Grarion and asked him to 

find the mythical floating isle of Azys L ia bespeaks as much. The 
legatus of the VI th, in tum, is a staunch believer in the necessity 

of exterminating the eikons. 
Regula has had two great loves over his furty-four summers-music, 

and ancient Garlean techniques of the sword. Few more ardently 
support the art, and fewer still are more practiced. 

Bf TI-IE VIITH IMPERIAL LEGION 

The Bastard 

A large gunbwlc created at the Magitck Acad­
emy, this arm was given to Reguh in part to 
see how it pcrfurmed in battle. Though fundness 
causes D1211Y men to give funciful names to their 
we2p0n, Regula prefers to simply call his arm 
what it is: a bast=! sword with • firearm attached. 

Having existed since days of the Garlemald Republic, the Vllth Legion 
became legend for its fi!rocity during the campaigns to unify Ilsabard. The 
first legatus was the father of Eula and N ael van Darnus, and remains a 
lauded national hero to this day. 

Eula-under the guise of N acl-rose to become legatus, serving first 
in the Empire's eastern theatre, and aided in Garlemald's victories there. 

Indeed, it was her deeds in the east that won her the post at the vanguard 
of the imperial furce in Eorzea at the end of the Sixth Astral Era. Despite 
her earlier feats, however, her Meteor project ended in fuilurc, and she 
was slain by the Warriors of Light. The Battle of Carteneau left the 
Vllth but a &action of its strength, and, seemingly, no plans exist to 
rebuild the legion. 

NAEL VAN DARNUS (EULA DARNUS) 

The eldest daughter of House Damus, Eula was heir to the 
secrets of her family-secrets of the fallen Allagan Empire. She 
dreamt of becoming a chirurgeon, as befitted a Garlean lady of her 
breeding, and following her beloved elder brother N ael into the 
army. This dream died when he returned home, mortally wounded 
on what N ael claimed to be an ill-conceived mission ordered by 
their lather. Her mighty efforts were not enough to save him. 
Mad with grief, she assassinated her sire, making it appear as 
though he perished of some disease. She became legatus in his 
stead, all the while posing as her brother. The first thing "Nael" 
did was to execute her father's officers and guard, whereupon her 

transformation was complete. 
Thereafter, N ael was merciless, securing victory no matter the cost 

in blood. Her enemies came to ~ar her as the White Raven-thus 
garnering much fume fur her fullen brother. Indeed, the Meteor project­

designed to lay waste to Eorzea-also appears to have been inspired by some 
twisted loyalty to the son of House Damus. However, all of her machinations 

cvetttually came to an end, and she was struck down at the age of thirty-eight. 

Bradamante 

This gunhalberd was christened for Brad­
amantc, N ael's betrothed. The poor maiden 
impaled herself on the selname blade upon 
bearing tidings of his death, and Eula was so 

moved that she renamed the weapon to keep 
the deceased lovers together. 



8" THE XNTH IMPERIAL LEGION 

The youngest of the Empire's legions, the XIV th formed under Gaius 
van Baelsar, who had loyally served as tnbunus angusticlavius of the Xlth. 
The XIV th legion was his prize for a series of stunning victories against a 
nation upon the fringes ofOthard Under Gaius's command, the XIVth 
went on to conquer and convert several enemy cities. By the end of the 
Sixth Astral Era, the legion had turned towards Eorzea, and bronght Ala 
Mhigo to kneel before its mighL 

Following the Seventh Umbra! Calamity, the XIV th advanced further 

GAIUS VAN BAELSAR 

into Eorzea, and shored up its position with castrums in every area. 
From these footholds, it songht to bring every city-91:UC under its power. 
However, the XIVth met with staunch resistance from the Eon.can 
Alliance, and ultimately railed in its aim. As the legion lost almost all 
officers-including Gaius-in a series of fearsome battles, the command 
structure is currently fractured, and the remaining troops have largely 
locked themselves away within imperial strongholds. 

"He who cannot preserve the s011mi[!1ry uf bis narion is 11nfit to nJe it," 
Heirsbane 

Legatus of the XIV th Legion, Gaius is a pure-blooded Garlean 
possessed of a natural flair for wartime command, perhaps equaled only 
by his sensibilities as a governing administrator. Known as the Black 
Wolf, his many accomplishments include the conquest and political 
assimilation of five enemy cities. In subjugating Ala Mhigo, he 
employed subterfuge to stoke the fires of civil unrest, a masterstroke 
which led to the nation's capture without the need for a protracted 
siege. Though he remained in Ala Mhigo as the imperial viceroy, he 
began to move against Eorzea again shottly following the Calamity. 

With a display of might &om his Ultima Weapon, Gaius came near to 
cowing the Eorzean city-states into rubmission..until, that is, he met 

the Warrior of Light in battle. Gaius fought as would become a hero of 

Midas nan Garlond sent Hcirsbanc to his dear 
friend Gaius when the latter attained the rank of 
legatus. The gunblade is said to have spilled the 
blood of nine aspirants to the crown in times p:dt. 

the Empire, valiantly wielding Terminus Est, a most difficult and deadly 
battle technique. In the end, however, he died a soldier's death within the 

walls of Castrum Meridianum ere he could see his fifty-seventh summer. 

NERO TOL SCAEVA 

Born in rural Garlemald, Nero ever dreamed of leaving 
the squalor of his poor village. With much work, he secured 
entrance into the exclusive Magitek Academy_. where he 
displayed a great talent for reverse engineering ancient 
technologies. However, his classmate Cid Garlond proved 

a foil to his ambitions. Try thongh he might, Nero ever 
came in second, and had to watch Cid graduate at the top 

of their class. 

"And so long as my ambirion b11rm • I shall stri11e to seiv it." 

Though invited to remain as a researcher at the Academy, Nero 
declined, and joined the imperial army. The cbaice appears to have 
been motivated by the access to the ruins offung-dead civiliza#ons 
affurded to soldiers on the front lines. He has drawn upon his 
particular gifts time and again, constructing for himself a mighty 
gunhammer known as Mjolnir. Yet, perhaps the greatest accom­
plishment in his thirty-fuur years was the part he played in reviving 
the Ultima Weapon, a feat for which he gained no small renown. 

... r.. 

LIVIA SAS JUNIUS "His dnams and ambirions. his bod] and sOHl-the:, are mine, Jo JOU hear me !I .All mine!" 

Tnbunus angusticla vius of the XIV th Legion, Livia sas 
Junius is a decorated soldier and proven battlefield command­
er. Robbed of her parents at a young age, the Garlcan girl 
was taken in by Gaius, who had known her father. Though 
leaving behind her younger sister Lucia was difficult, Livia 

found Gaius to be a stern but thonghtful guardian. In time, 
Livia came to see him as more than an adoptive parent, and 

joined the army to fullow in his footsteps, where she cvcntuallr 
became his right hand Even as an adult of twenty« years, she 
would do anything to remain in Gaius's good graces. 

Livia is known in her own right as we!L This stems &om her 
prowess with Aglaia, her gunbaghnakhs, and her conduct in Dal­
masca. There, she earned a fearsome reputation l>y putting down 
insurgents during a rebellion agains~ Garlean rule. 

R.HITAHTYN SAS ARVINA "I am not wont to bare my strel needlmly. B11t if yo11 an deaf to nASon.." 

Native to a remote territory systematically subjugated by 
the Empire, Rhitahtyn sas Arvina entered the army fur a 
sole purpose-to cam his citi?.enship. Assigned to the XIV th 
Imperial Legion, the Roegadyn swiftly attained the rank of 
officer and was awarded the position of pilus prior by Gaius 

van Baelsar, who rw,gnized his exceptional martial prowess, 
Rhitahtyn proved himself a brilliant field tactician through a series 

of victories, demonstrating his worth in the iegatus's eyes. In time, he 
rose to the highest rank a non-Garlcan can hold: praelcctus cast:ronun, 
and during the invasion of Eorrea, was oft cntrusled with missions 
of the greatest import. 

Rhitahtyn remains a formidable fighter dcapite his forty-nine 
winters, and can move with surprismg s~ undet the considerable 
weight of Tartarus, his massive gunshicld. 
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• PUBLISHMENTS OF EORZEA 
------------------

Lettered residents of Eorzea's major cities tum to printed publications 
to stay abreast of the latest rumors and affiurs of the realm. 

Let us take a closer look at the papers of record circulating in each of Eorzca's major city-states. 

THE H ARBOR H ER ALD 

"Connecrin/ 1111 lands and prop/es in hrr evrrlasting rmbraee, 
th, std b,ars to Limsa Lominsa the wisdom 
and t1oicrs of a tho,uand sbor,s." 

The foremost paper in Limsa Lominsa, reporting on matters of pertinence and cur­
rency to seafarers. From the haughty bluster of pirates to fur-reaching developments 
in foreign diplomacy, the H11rbor Herald never rails to put int-0 port with the day's 
haul of fresh tidings. Based in the hub of trade upon the five seas, no other paper 
can claim the same wealth of knowledge in international affiiirs. 

Popular fi:atures include Dympna's "Catch of the Day," which never rails to 
reel in the juiciest ( and fishiest) gossip from Limsa's docks and alehouses, and chief 
correspondent Petyr Winsome's regular column on the doings of the Maelstrom. 
Reporters fur the Herald were the first to break two major stories regarding Eorzea's 
yellow-fi:athered beasts of burden: Ishgard's lifting of the embargo on chocobo 
exports in the waning days of the Sixth Astral Era, as well as news of the chocobo 
barding furged by the smiths of N aldiq & V ymelli's. 

A block print from an article on the looming threat of Dawoud that 
ran just prior to the Seventh Umbral Era, as depicted by a Far Eastern 
artist who was visiting Limsa at the time, 

• 
THE MYTHRIL EYE 

"Never blinking 11nd 111/-ming, 
Tb, MJtlml EJ• misses naHght that transpim within 
the /,utro,u domain uf coin." 

The premier paper in the commercial hub of Ul'dah, the MJtbril Eye 
employs expert teams of financial correspondents and economists who 
gather and analyu information on the latest market trends. 

Ever-laden with trade furecasts, it commands a dedicated readership 
among Ul'dahns and any else with aspirations fur profit Of especial interest 
to the paper are incidents of potential impact upon the Eorzean economy. 
The EJ• is known fur its high editorial standards and painstakingly 

researched articles, including Havak Alvak's regular column on words 
and language ("The Living Lexicon" )1 and military commentator Osaku 
Ysaku's cogent critiques of wartime affairs. On the lighter side, features 
such as the popular reporter Ellie Ryse's coverage of the phantom thief 
case enjoy great appeal among the general populace. 

An illustration from a MJtl,­
ril EJ' article covering the 
All Saints' Wake fesriviticl. 
A black-and-white block 
print Wll.S colored by the hand 
of a mammet to create thia 
ey.,~hing image. 

THE RAVEN 

"Higb abO'IJe th, Twrlveswood, 
the raven circles, evermor, seeking out truth 
hidden Amongst the shadows uf the trm." 

Gridania's leading tabloid, The Raven prides itself on its Beet-fuoted 
troupe of correspondents who travel far and wide to cover news as it 
happens. Driven by a tenet of timely tidings, it issues extra editions 
with uncommon regularity. Known to pull no punches in its reporting, 
The Raven has earned a reputation fur delivering all angles of the story 
to readers. 

Chief correspondent Oliver Goodfellow is the Raven's star reporter, 
skillfully using his connections at the Adders' Nest to break the news 
of Garuda, Good King Moggie Mog XII, and other threats to the 
Twelveswood in a swift and timely fuhion. Kipih J akkya is an up-and­
coming young reporter who is quickly winning the hearts of the people 
fur her enthusiastic investigation of unusual events about town. 

A colored print &om the R,w,11 

that accompanied an article 
exploring the legend of Good 
King Moggie Mag XII. 
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THE SCIONS OF THE SEVENrfH DAWN 
A secret society devoted to serving the realm, the Scions of the Seventh Dawn gave sage 

counsel to the leaders of Eon.ea through unofficial channels. After their desperate struggle 
against the XIV th Imperial Legion, they stepped out &om the shadows, and continue to work 
fur the betterment of Eon.ea. 

History -------
In 157~ of the Sixth Astral Bra, Louisoix Leveilleur was serving as a 

commander of the army fielded by the Eorzean Alliance. With Dalamud 
set to collide wii:h E.onca, he resolved to invoke the power of the Twelve 
to save the realm. Realizing that the summoner would need to sacrifice 
himself, lest all in Eorzean full under the thrall of the deities, Louisoix 
made his choice : he would give up his life to call the Twelve's might. 
Yet, he kept his intentions from the Archons of his Circle of Knowing, 

&:a.ring they would lose heart should they learn the truth. Nonetheless, 
he knew full well -his organization would lose its leader-and so he 
devised a plan. In times past, he had had dealings with the head of 
the Path of Twelve, Minfilia. Now, he told her everything, and 
entrusted the Circle's future to her. It was thus in accordance with 
Louisoix's will that the Scions of the Seventh Dawn were formed 
following the Battle of {;arteneau, the confluence of his Circle of 
Knowing and Minfilia's Path of the Twelve. 

Lou1so1x LEVEILLEUR 

"Wisdom must serve man." 

Likely the greatest mage of his day, Louisoix Leveilleur was a 

S harlayan Archon who was well versed in ancient prophecies. It is 
also said he deliglitcd in tinkering with magicked items, and that 
his partiality to decadent sweets such as marron g1ace did not dim 
once in his seventy and two years. 

Louisoix is perhaps best known fur his defiance of the S harlayan 
Forum's stance on the avoidance of war. He established the Circle 
of Knowing with twelve Archons fur a simple goal: to save all 
who could be saved. He stood at the van of the united forces of 
the Eorzean Alliance at Carteneau, and invoked the might of the 

Twelve as Dalamud came crashing down from the skies. Yet it 
seemed this was not enough. and in his last moments he prayed that 

the realm be saved. Through this desperate wish, he was transformed 
into the immortal Phoenix, and so defeated Bahamut's earthly form. 

It is thought, however, that as the Elezen relinquished his hold on 
his power, the cider primal ensnared his essence and enslaved his spirit. 

Tupsimati 

A secret treasure of Sharlayan, Tupsimati 

holds within its head two magnificent stone 

tablets, and a horn of unknown origin. It can 
draw enormous amounts of ambient aether from 
surrounding environments, and was so used at 
Cartcneau to summon the Twelve. 



MINFIL I A WARDE 

"Come what may, we Scions will never !},ve up the fight," M ythril Knife 

The Antecedent of the Scions of the Seventh Dawn, Minfilia is a High­
lander woman of twenty-seven years. Her f.tther was a Garlean spy whose 
true loyalties lay with the Ala Mrugan Resistance. However, he perished 
shortly after their arrival in Ul'dah, gored by a beast that broke free of 
its fetters during a parade. Minfilia would have been alone in the world 
but fur the kindness of the songstreSS F'lhaminn, who took her in. Even 
now, the smell of her adoptive mother's home-cooked meal brings a smile 
to Minfilia's face. 

Thancred made a present of this knife 
to Minlilia upon bereighteonth.mmeday, 
that she might have something with 
which to defend herself should such a 
situation arise. Of Near Eastern deaign, 
its blade curves smoothly, and the hilt 

features a beautiful sil= inlay courtesy 
of the Goldsmiths' Guild. 

Around her seventeenth nameday, Minfilia first experienced her un­
canny talent to see the past through others' eyes. The fullowing year, 
she was introduced to Louisoix Leveilleur by her long-time companion, 
Thancred, and learned that her ability had a name-the Echo. Thereafter, 

she exchanged many letters with the Archon, working to find people with 
abilities similar to hers. Thus, she established the Path of the Twelve-an 

organization which offi:red sanctuary to those who exhibited traces of the Echo 
while exploring how best to put their talents to use fur the good of the realm. 
Minfilia is also something of a miner, and her fuvorite possession is a small 

piece of cat's-eye she unearthed as a child 

f 'LHAM INN ~ SH 

"Over the years J•ve learned that it is better to busy 
1ourself with things you can control rather than 

worry about things you cannot." 

F'lhaminn is a retired performer who once 
captured the hearts of a generation as the 
fumed Songstress ofUl'dah. Some fifteen years 
past, she and the goldsmith N iellefresne, her 
lover, joined together with other prominent 
youths to set a beast stampeding at a parade. 
Their intent had been to gain political clout 
by smoothly resolving the incident. However, 
the plan fuiled, and a number of people were 

left dead in its wake-including F'lhaminn's par­
amour, though under suspicious circumstances. The 

Seeker of the Sun singer thereafter raised a young 
girl named Ascilia, who her machinations had-0rphaned. 

Now thirty-seven, she works with her adopted daughter-having since 
changed her name to Minfilia-and delights the Scions with her carefully 
crafted Ul'dahn cuisine. 

H OARY B OULDER 

"Day and nif}t J•ve honed my skills. 
Now comes the time to test them!" 

Hailing &om the northern reaches of Abalath­
ia, Hoary Boulder is considered of furmidable 
build, even amongst other Hellsguard When he 
was eighteen, he descended &om his mountain 
home hoping to prove his mettle, and earned 
countless accolades as an adventurer fur talcing 
on deadly marks most others would avoid. 
It was on one such quest in the outskirts of 

Gridania that Hoary met Coultenet. Though 
diffi:rent in personality and origin. the two bonded 

as if they were brothers, and have worked side 
by side since. Eventually, the pair would earn a 

name fur themselves, earning them the attention of 
one Tat:aru Taru. Now twenty and five, Hoary Boulder 

guards the Rising Stones, and has taken it upon himself to teach the Doman 
younglings which call the halls home the way of the sword, hoping that one 
d3y people will look up to him as they do the Warrior of Light. 

T ATARU TARU 

"•She sings! She dances! 
She can help you pay your taxes!" 

Tataru was born into a wealthy merchant fumily, 
yet her time in luxury's lap was not long, fur her 
f.tther lost the f.unily's wealth alter a series of poor 
investments when Tataru was but a child. furcing·her 
into a lire of impoverishment. Crooked moneylenden 
hounding her father at every step, it was during this 

tumultuous youth that she learned well the value of coin. 
To help support her kin, Tataru took an apprenticeship 

at a jeweler's that paid but a pittance. She had but seen 
twelve ruunedays. It was during this apprenticeship that she 

met Minfilia, who had come to the shop to sell rough gemstones. Apparently, 
Tataru left an impression, fur when Minfilia fuunded the Path of the Twelve:, 
she returned to ask the Dunesfulk woman to join her as coincounter. Believing 
that through this position she might help prevent others from meeting the 
same fute as her f.unily, Tataru willingly consented. She thus came to serve 
as the keeper of the Scions' coin.Now twenty-one, Tataru is also a budding 
songstress, and is known to sing to herself as she works her sums. 

CouLTENET DAILEBAURE 

"If such thoi!f!,ts bringyou j"}, 
you arl! welcome to think them." 

Born and raised in the Twelveswood. 
Coultenet join(ld the Scions alongside Hoary; 
Boulder, his adventuring companion and best 
friend of seven years. Thoug!i the Wildwood 
Elezen is calm by nature, he can also prove 
calculating and cold should the situation 
require it. He thus respects Hoary Boulder's 
pure sense of duty-thougli he would be loathe 

to say so our loud. 
Ambitio11S and brimming with curiosity even 

after twenty-ibt summers, Coultenet has taken 
an interest in the arts of the Doman shinobi. and 

discovered common points between mudra. and 
arcane geometries. When furced to flee Mor Dhona, 

he travelled to Radz-at-Han, and is thought to be quietly devising new 
arcane artS based in his encounters with Near Eastern knowledge. 



Y'sHTOLA RHuL 
"Wi.thout the illumination of knowledge, 

we but vainly flail at specters in the dark." 

From a young age, Y'shtola showed a tremendous talent with magic, 
and was sent fur tutelage to the f.unous Archon Matoya at the age of 
seven. This displeased Matoya. who thought it little more than a chore 
passed onto her by her fullow Archons. In order to rid herself of the girl, 
she devised a particularly strict regimen, and furced it upon Y'shtola. 
However, the Seeker of the Sun is unyielding by nature, and struggled 
through. stoically continuing where an adult would have given up. 
Perhaps Matoya recognized something of herself in the stubborn girl. 
for in time the Arch on began to treat "S htola" properly as her student. 
After a decade spent in Matoya's Cave, Y'shtola emerged and took her 
place amongst the other Archons as an expert in the arcane arts. 

The hands of time ever stopped on twenty and three, Y'shtola has, 
during her time as an Archon, forged a special bond with Y da-one out 

of necessity, considering the lack of refinement displayed by the young 
firebrand. The Archon is also known to have a great collection of fuotwear, 

and an unexplainable fear of aureliae. 

THANCRED WATERS 

"I happen to be thoroughly enj"}ing the company of these ravishing 
young ladies and, gods willing, will still be doing so come sunrise." 

A member of the Scions, Thancred grew up in the backstreets of Limsa 
Lominsa, and spent his adolescence snatching purses with a band of petty 
thieves. One day, he targeted an Elezen man who had come to the 
maritime city state to study aether. Unbeknownst to Thancred, that man 
was Louisoix Leveillcur and just as the boy drew neu, the A1d1uu ""ul 

him flying to the cobbles. Caught red-handed, Thancred was certain 
he would be tossed onto one of the city-state's prison hulks. Instead, 
Louisoix ofrered him an alternative: use his gods-given agility to aid 
his fellow man. Thus, the Midlander boy returned with the Archon to 
Sharlayan, and there began to study survival and intelligence gathering 
techniques. He became an expert in both, then an Arch on, and then a 

member of the Circle of Knowing. 
At thirty-two years of age, Thancred f.incies himself silver-tongued when 

it comes to the fairer sex. Many women, however, would beg to difrer. His 
boon companion is a nutkin, who has saved the Archon from several rather 

embarrassing situations. 

PAPALYMO TOTOLYMO 
"It is p~cisely when things appear to be proceeding according to plan that 

we must needs steel ourselves for impending danger" 

After graduating second in his class at the Studium, Papalymo came to 
study under the f.imcd Louisoix Leveilleur, and distinguished himself as 
a model student whilst aiding in his master's endeavors. Indeed, it was 
thanks to their tireless effurts that a group of Ala Mhigan refugees was 
granted sanctuary in the Sharlayan colony some twenty years past. It 
was during this time that Papalymo met Y da, and the two established 
a rapport. When Y da later expressed her desire to h"berate Ala Mhigo, 
Papalymo introduced her again to Lo!Jisoix, which led to her induction 
into the C ircle of Knowing. Since then, the two Archons have come 
to work together as a team-often bickering like an old married couple. 
The Scion has devoted his f6rty-two years to the srudy of the arcane, 

and indulges his passion by deciphering ancient spell tomes. A man with 
eyes as big as his 1tomach, he enjoys the traditional cuisine of his desert 

people, particularly dark pretzels. 

Truthseeker 

Wishing to gift Y'shtola a 
weapon won;hy of its bearer, 
Tataru procured a length of 
rare petrified wood and com­
missioned renowned conjurer 
E-Sumi-Yan with the creation 
of a staff to rival any and all the 
realm has seen. After purifying 
the branch in the crysllll-clcar 
waters of a Twelveswood 
stream, Brother E-Sumi-Yan 
sanctified it in the presence of 
the elementals, thus ea.ming 
the beings' blessing. By report, 
Truthseclccr requires great 
skill to wield, but grants great 
power to those who can. 

Unnamed Blades 

0 brained through trade in Loth 
ast Vath, Thancred carries one heavy 
blade-most lilcely a salvaged artifuct of 
ancient Allag-and a slim trappers' dag­
ger. Despite being products of necessity 
rather than choice, the Archon has grown 
quite fund of the odd p,w·. 

The Aurifex 

A treasure held by generations of 
Papalymo's family, this staff was be­
queathed to him by his rather, a fellow 
thaumaturge. I ts name is earned fur the 
gold glow the jewel set atop the staff's 
haft emir,, and though it has seen many 
years, the weapon still serves as a stable 
nexus fur potent magicb. 



YDA HEXT 

"No need to O'!lerthink things!" 

Born in Ala Mhigo, Yda is a Highlander woman whom about much remains 
a mystery, despite her high profile. What little is known, however, paints a 
colorful picture of an equally colorful individual. 

Y da fled her homeland following the invasion of Garlemald in the year 
1n7 of the Sixth Astral Era. She and her sister first came to the Twelves­
wood seeking succor, but were forced to leave afi:er being rejected by the 
elementals. Afi:er moons of wandering and foraging off the land, they found 
their way to the Dravanian hinterlands. With the aid of her future bosom 
companion, Papalymo, Y da was given a chance to begin her formal education 
in Sharlayan proper. 

At first, this did not proceed smoothly, given her aversion to the study of 
letters. All too ofi:en, she could be found saring her hunger for lemoncakes 
rather than books. What Yda lacked in wit, however, she made up with her 

amazing physical prowess, and in time would channel this talent into becoming 
an expert pugilist. 
Though a long-time member of the Circle of Knowing and the Scions of the 

Seventh Dawn, Yda has never forsaken her one true wish: wresting her homeland 
from the iron clutches of Garlemald. 

MOENBRYDA WILFSUNNWYN 

"J•ve yet to put my theories to the prouf. but J•ve lf)t a [!Od foeling about this." 

Born in Sharlayan, Moenbryda was cheerful and assertive even as a child. She 
grew up fascinated by knowledge that surrounded her and was best descnbed 
by her instructors as always eager to learn. Sensing in him the same draw to 
the unknown, she sought to befriend U rianger Augurelt, a quiet boy who fu 
preferred the company of books to that of other children. With much aplomb, 
Urianger ignored Moenbryda's nigh-constant pestering; however, the stubborn 
young Sea Wolf would not be put off so easily, and could ofi: be found 
lurking beside the boy, reading complex treatises over his shoulder. The two 
eventually grew close, and it was not uncommon to see the two late at night 
in the Great Guba! Library hunched over a stack of tomes and a smuggled 
plate of cockatrice meatballs. 
Once she had grown, Moenbryda joined Urianger in studying under Louisoix 

Leveilleur. Afi:er demonstrating a striking talent in aetheric research, she became 
an Archon. However, while she did participate in the Circle of Knowing, 

Louisoix bid her remain in Sharlayan-an order she followed with great difficulty. 
She returned to the Lirestream having seen but twenty and nine summers, 

sacrificing her lifi: that her companions-nay the realm itself-might endure. 

URIANGER AuGURELT 

Gut W renchers 
Forged &om a hardened darlcstcel 

alloy, these cesti-like knuckles arc 
sturdy enough to withstand the 
incredible force with which Y da 
wields them. She also believed to have 
christened them herself, explaining 
their nonsensical name. 
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Dual Haken 

~ discovering the majestic weapon 
in the Mor Dh= find, the Sons of 

Saint Coinach exchanged this greatue 
to Rowerut's House of Spk:ndon fur 
a sizable contnbution to their research 
fund. In a rare display of generosity, 
the emporium later presented the axe 
to Mocnbryda as a gift. As a marauder 
of no small skill. the Archon knew well 
how to wield the A1lagan ielic. 

Amber Carbuncle "The survivors gather, and if11ite a fiery dawn to bum away 
the glowering shroud. Ah, but desri11J, thou art beaurifol-" 

U rianger is an Archon of twenty-nine winters who presides 
over the Waking Sands. He has loved tomes since he was a 
child, and has always been particularly fascinated by proph­
ecies. He sought such verses from all comers of the world, 
and read as many as he was able. His etfurts lefi: him with a 
poetic style of speech, ofi:times rendering the Elezen isolated 
from his rellow youths. With Mocnbryda's aid, Urianger 
managed to enter the Studium, and later became a student 
of Louisoix Leveilleur- the leading Sharlayan authority 
on prophecy. Indeed, it is thought that Urianger elected to 
join the Circle of Knowing to learn the truth of Mezaya 
Thousand Eyes's Divine Chranichs, a work that hinred at the 

By applying knowledge he had obtained at the Studi­
um, Uria,igcr altered the geometry fur creating Tapaz 
Carbuncles, allowing instead for the use of amber in 
the summoning of an arcane f.uniliar. So (.'OIJlplex is the 

process of irivocation, however, that only he hllS ever 
been capable of reproducing the spcll. 

coming of the Seventh U mbral Calamity. 



ALPHINAUD LEVEILLEUR 
"Whenn1er the realm is threatened, be it by primal, .Ascian, 

Garlean or ,ir,y other, we take np arms in her defense, 
that all in Eorua l1l4) live to see a brighter tomorrow." 

Son of House Leveilleur, it was at the tender age of eleven that Alphinaud 
and his twin sister, Alisaic, were accepted into the prestigious Studium. There, 
he specialized in the study of arcane entities, history and natural history, and 
pursued advanced studies in the magical arts and aetherology. Upon graduating 
at sixteen. the Sharlayan age of adulthood, he resolved to sail fur Eorzea in spite 
of his father's objections. Alphinaud has since worked to see his grandfather's 
wishes made reality. It is why he joined the Scions, and later why he fuunded the 
Crystal Braves. With the latter, however, the Ul'dahn elite utilized Alphinaud's 
inflated confidence to their advantage, wresting the Braves &om his control and 

delivering the young man a bitter dereat. This defeat, however, would set him 
upon a journey deep into the heart of the Dragonsong War, where his experiences 

and encounters would see him grow and mature as a person. 
To say Alphinaud is a man of many talents is an understatement. In addition to his 

scholastic reats, he is also a talented artist, his specialty being portraits. One will not, 
however, see him taking up his brush and pallet fur Krile Baldesion-a young woman 

fur which he bears some annoyance due to her peruliar tendency to know too much. 

ALISAIE L EVEILLEUR 

"Our grandfather would never entrnst the fate of the realm to despots 
who rewrite history to their convenience!" 

Alisaie is Alphinaud's twin sister-though she dislikes that their similarity 
leads people to mistake her fur her brother. Though unmistakably a prodigy, 
she has, in their sixteen years together, always trailed ever so slightly behind 
him. Her grandfather, however, never treated her as secondary, and as such 
Alis:ue clearly misses Louisoix dearly, still holding him in higher regard than 
any other. She travelled to Eorzea to learn the truth of his death, and there 
endured many a trial in her pursuit of finality. 

Alisaie prerers action to speech, and unlike Alphinaud, would rather rut 
to the heart of a matter than engage in endless debate. Some have even said 
that her aversion to diplomacy renders her the opposite of her brother in 
all but appearance. Though her dignitary parents endeavored to censure this 

cand'or, Louisoix appears to have understood its value. 
Alisaic enjoys swimming and swordplay, as she can best Alphinaud at both. 

Ginger cookies claim a spot atop her guilty pleasures, particularly when they 
are cut and baked in different shapes. 

KRILE BALDESION 

"On the cHJp af an Vmbral Calamity, 

..Adelphoi 

Alphinaud's grimoirc is one of a set 
Looisoix crafted fur his grandchildren. 
Alone, it enables an arcanist to chan­
nel his imgiclcs with ease, allowing fur 
complex incantations. When wielded 
in tandem with Alisaie's grimoire, 
however, new arcane geometries 
appear, and its true pawer is made 
nr.mifeaL 

..Adelphoi, 

The second of Louisoix's grimoires, 
Alisaic does not use it to invoke a 
Carbuncle, but rather summons a 

gleaming aetherial sword &om its 
pages-a feat learned through her 

long travels, and not easily mimicked. 

Cloak of Nine Lives 
souls blessed with the power of the Echo invariably appear." 

From the Isle of Val near the Sharlayan homeland, Krile was 
raised in the orphanage of the fumed Archon Galuf Baldesion, and 
took his surname and a H yuran spelling fur her furename in spite 
of her Plainsfulk heritage. She discovered she possessed the Echo 
at the age of twelve. In her, it manirested as a sensitivity to 
the whispers of the soul, and her adolescence was a dark time 
hounded by the thoughts of others. Troubled by his adoptive 
daughter's plight, Galuf directed his research organization, the 
Students ofBaldesion, to srudy Krile's powers. At first the subject 
of experiments, Krile eventually joined the Students as a member, 
and came to terms with her powers. It was in this effort that she 

The large ears upan this cape are meant as 
symbols of the Echo. The garment itself was 
a present from Galuf, a token of his belief that 

pawers such as Krile's are individual traits, and 
nothing to be feared. So meaningful was this 

message to Krile that she continues to wear a 
robe of the same design to this day. 

grew close to Minfilia. 
Now twenty-two, the Studium graduate has become a respected 

expert in curative magicks that both heal and purge. Despite her 
status, Krile still enjoys poking fun at Alphinaud. 



"This one comes as a friend. 
Let these ones be friends!" 

As one whose ftower bloomed irregularly throughout 
the seasons, N oraxia was adepr at magicks, and could 
even conjure a glamour to appear as a person with ease. 

Noraxia left her home in Little Sot.cc to aid the Scions-
such was her strong sense of duty-but tragically perished 

at the young age of eighteen summers in the imperial attack 
on rhe Waking Sands. 

"The .Antecedent made me an offer I coHldn•t refose. 
Said that if I joined, J•d f!t to fight against the 
primals and the imperials both to my heart's content." 

A Seeker of rhe Sun, A'aba was an adventurer of such 
great renown that eoch of rhe Grand Companies made en­
treaties to have him join rheir ranks. However, he accepted 

Minfilia's overtures because he was drawn to the ficedom 
the Scions offi:red. Though victorious in a battle with rhe 

Amalj'aa, he died at rhe age of thirty-five, bravely defending 
Arenvald during rhe Garlean attack on the Waking Sands. 

SLAFSW YS H ELBLOEFWYN 

"Read the riptides and the w.nds, 
and brace yerself for the comin• storm.." 

A woman of twenty-nine years, Slafswys was serving 
as a captain in Limsa Lominsa's Y ellowjackeu when her 
sisrer, a member of rhe Scions, <lied in a battle against rhe 
Empire. Inspired by her kin's bravery and sense of duty ro 

the realm, Slalswys later followed suit, joining the Scions and 
pledging her blade to Eor,.ea's future. The Sea Wolf also took 

ro the field at Carreneau under rhe oolors of the Maelstrom, and 
is said ro have fuughr alongside her friend, Commander Bloeidin. 

"It won't be long before nmybody sees HS 

for the heroes we is!" 

Formerly of rhe Circle of Knowing, Una was once 
part of a crew rhar included the pugilist Percevains 
and the archer Satzfloh. Following the Calamity, rhe 

Keeper of rhe Moon briefty losr her memory, but was 
quick to recover. Alas, she was srruck down at the age 

of twenty-eight in the Garlean raid on rhe Waking Sands. 

"Tof!ther, my brother and I shall serve 
the Scions till the bre.rking of an eighth da'W11 !" 

Ocher Boulder has naught bur rhe utmost of reverence 
fur his elder brother, Hoary Boulder. To become a healer 
able to withstand the rigors of battle and gain the accepr:mcc 
of his sibling, he walked a!oog the edges of Abalathia's fiery 

craters fur one thousand days, and there honed his magical 
abilities. Ocher Boulder is deadly serious in his pursuits, and 

undertakes every trial earnestly. However, rhe Hcllsguard of 
twenty-two summers may seem a bit dim-witted as a result. 

ARENV ALD LENT I NUS 
"Th'} SA] that thou of lf1 who hll'tl1 setn the drtam 
art cbosen, that we have w.thin HS the s,ed of 
t;tatness. That we co,Jd be hnws." 

Born in occupied Ala Mhigo, Arenvald is the son of a 
Garlean man and an Ala Mhigan woman. His mother oould 
nor bear the shame of a half-breed son, and casr hinr wt. 

Arenvald lived as little better than a bandit, attacking poople 
fur any fuod they might carry, until he left his homeland and 

became an adventurer. Now ninerecn, he serves the Scions 
after an unexplainable dream called him to their doqntep. 

Au11E M EuLCHAMPS 
"I thoHght for sHrt that it was some sort of sea­
that th'} 'Wert roHnding wp h"f/m adventurm for 
some n,farioHS entb." 

A seasoned adventurer of rwenty-scven years, Aulic was 
bid ro join rhe Scions by Tamu in Black Brush-though 
she was somewhat dubious of the invitation at first. What 

the Wildwood woman lacked in tact she made up in 
caring, and in time came ro be an elder sister to Arenvald. 

She, roo, fuught alongside A'aba when the imperials came, 
laying down her life to protect the half-Garlean lad 

"BJ the gods, to think that th;, ragtag band of idealists 
could IA] the XIVth low. "'lis a tale straight from a 
story book." 

Dariustcl has a dark past as member of the Redbelly 
Wasps, and committed much ill within the Twelves­
wood. Despite this, Minfilia herself saw ~rial in the 
Duskwight man, and nonetheless invited him to join rhe 

Scions. After surviving the imperial attadc with the aid of 
a fighter once of the Alacran, Dariustel has come upon a 

new sense of purpose. Having turned twenty-<>ne, he works 
ro counter the actions of rhe beast tribes. 

"I was one of tha,1 rg answer the Scions• call to arms, 
and volHntm my b!Ade at th, SUf! of Ishgard" 

V'mah is an expericnoed Seeker of the Sun adventurer 
who devoted his etfutts to the valiant defense of the Holy 
See on the Steps of Fairb. He and his fellow survivors of­

ficially joined the Scions afterwards, their resolve hardened 
in the battle. The rwcnry-fivc-yeaN>ld ptUCSttly divides his 

time between instructing newcomers and leading seasoned 
adventurers in investigating the activities of the beasrmen. 

A ENOR CocKBURNE 

"Oh my. Decisions, decisuns-" 

,An archer of the Midlander clan, Acnor travelled rhc 
realm with her younger sisret Clemence until a chance 
meeting with a strapping young Roeg,,dyn named Ocher 
Boulder. Ir was love at finr sighr, and fuUowing a convinc-

ing argument by Aenor on the benefits of joining furces, the 
pair have worked together since. Though she has hopes of 

starting a funtily, her heart is somewhat fickle, and it is unclear 
whether the twenty-eight-~ can make her dJcams a reality. 
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THE ADVENTURERS' GUILD 
The guild is an organization for adventurers, founded under the idea that an idle man is a 

dangerous one. By oftering work to those who seek it, they are less likely to tum to banditry. 
Fewer bandits means a lesser burden on the commonfolk and the city guard who protect them. 

The crest of the guild bean a sword, a shield, and a 
st:dE A design that reminds all of the guild's historical 
origins, it is a promise to aid citizens and fight on 

theirbehal£ 

The guild does not actually perfurm tasks, but rather serves primarily as an intermediary, finding 
takers fur the great variety of tasks that townsfolk entrust to it Hubs fur these activities can be 
found in any major city-state in the realm, and representatives roam Eorzea seeing that members 
do not take advantage of their guild-given authority. 

l-Iistory ---------- - -~----
When Ala Mbigo fell to the Garlean Empire in 1517, the city-stares 

of Eorzea banded together against this common enemy with an urgency 
born of alarm. An age of calm came over the realm, a lull in the fighting 
betwixt nations. However, it is said that many and more sells words fuund 
themselves out of work in this curious peace, and that they began to grow 
dangerously discontent. 

Amidst the disquieting atmosphere, one man arose to create a new path 
fur mercenaries. His name was Lodewicus the Leal, and he was the 
fumed leader of a sellsword company. He drew his companions together, 
and fuunded an organization where fulk could hire a guardian, be it to 

BADERON T ENFINGERS 

"Mm in 111) line q> work tend to know a little 
somethin' •bout everytbin'." 

The proprietor of the Drowning Wench 
in Limsa Lominsa, Baderon is the only son 
of Lodcwir:rn,. Howev~r, the fuundcr of the 
Adventurers' Guild seemingly cast a long 
shadow, and Baderon grew rebellious, leaving 
home when he was but a lad. He became a 
mercenary, and threw himself into pitched 
battle time and again. At some point, something 

must have changed, fur the Midlander man quit 
the sellsword lifu to open a tavern, and there es­

tablished a space fur the Adventurers' Guild Now 
a man of fin1:y-eight win~rs, he acts as something of 

a teacher, helping the younger generation find its feet 
Baderon's nickname, "Tenfingers," is a mark of 

respect fur his skill as a mercenary, for only a few of those who walk 
that path will leave it with all their digits whole. 

MOTHER MIOUNNE 

"Gnat or small, every cotttribnrion co11nts." 

Miounne runs the Carline Canopy in Gri­
dania. From the establ.i$hment's open terrace, 
-0ne can see the mighty waterwheel built by 
the Wildwood woman's best friend, Figaga 
Figa, and always smell the comlorting scent 
of tea-Miounne's passion. Indeed, she can 
prepare a most reinvigorating \,rew, thanks 
to her talents as an herbalist and mixer of 

medicines. 
At the age of thirty and six, Miounne is a 

well-known figure, having done much to aid the 
city-state, This is in no small part due to her role 

in the Adventurers' Guild. As the Gridanian liaison, 
she has earned the mist of not only adventurers, but also 

of the towlllfolk who can come to her when they require a reliable hand. 

slay monsters, act as their bodyguard, or fight on their beha.1£ Calling 
itself the Adventurers' Guild, the group became an outlet for dissatisfied 
mercenaries, connecting those who joined with the tasks that best suited 
their skills. 
At present, the guild receives ever more varied requests from townsfulk, 

and adventurers throughout the realm can be fuund working not just as 
hired swords, but as tradesmen and gatherers as well The number of guild 
members continues to climb, and these adventurers appear to be aiding 
greatly in reconstruction etfurts afi:er the Calamity. 

M0Mon1 Mon1 
"Wi-th the chaos left in the wake of the Calamity, 

the townsfolk•/1 be needin• the help of my patrons 
more than ever." 

A lady of the Dunesfulk, Momodi owns and 
manages the Q0du,all(l in Ul'<lah. As a leader 
within the Adventurers' Guild, she advises 
many taking their first steps in the profession, 
and is wont to aid others, oft calling upon her 
forty-fuur summers of experience. However, 
she does so with caution, due to the regret she 
harbors fur unalterably changing the future of 

one young man by exerting excess pressure on 
the boy when she only intended encouragement. 

It is said that she treasures her hairpin-crafted 
by Momoroto-precisely to remind herself of this 

incident. Nonetheless, many frequent her tavern in 
search of her sage advice, and Momodi is said to enjoy assisting those 
troubled by matters of the heart 

S LAFBORN RHOTWEITZSYN 

"We welcome all sorts-provukd thry are 
willing to earn their keep, af coHrse." 

Slafborn is a seasoned adventurer who leads 
his brethren in the construction of Revenant's 
Toll near the ruins of the camp of the same 
name. Chosen for his post by the Adventurers' 
Guild, the Sea Wolf man is an approachable 
and honest fellow who is best known fur the 
aid he pl'Ovided the Warrior of Light and his 
comrades during their rescue of the Archons 

from Castrum Centri. Slafborn was also in­
strumental in helping displaced Doman refugees 

adapt to their new lives in Eorzea following their 
long journey west, He was thus delighted by the 

Far Eastern dagger given him as a symbol of their 
friendship. He is also proud of his ability to etfurtlessly 

split boulders even after his forty-five summers. 



GARLOND IRONWORKS 
Under the banner "Freedom through Technology," this gathering of talented engineers labors 

to advance the realm by providing technical counsel to the Eorzean city-states. To offset the 
monetary strain put on the organization by such selfless acts, the Ironworks also creates master­
pieces of magitek technology for sale to those with the proper wherewithal 

The lronworb sigil is a ~ cruci:d oo,n­

poncnt of the a,rulcum Cllgine-wroathed ill lbmes. 

History --------- -------------- ------------------
Cid Garlond established the Ironworks in Jj'6:t, so that magitek tech­

nology might spread throughout Eorzea, lessening the Garlean Empire's 
dangerous monopoly on the science. With a combination of both Garlean 
derectors and young Eorzean engineers in its employ, the manufacturers 
create everything from airships to ceruleum-<lriven trains. There are even 
scaled models fur the younglings of well-to-do houses. 

The company is second to none when it comes to airships, and it 
was but a twelvemoon after Cid's derection from the Empire that he 
designed a civilian model completely craftable with Eorzean resources. 
Since furging their partnership with H ighwind Skyways, the Ironworks 

CID G ARLOND 

"TechnologJ should ne11er be allowed to imprison people. 
That's a hard lesson I learned from watching 

Gaius....ind my father." 

Cid was born the heir to Midas nan Garlond, 
chief imperial magitek engineer of the Garlean 
Empire. Following in his father's footsteps, the young 
pure-blooded Garlean studied magitek technology 

intently, and secured entry to the prestigious Magitek 
Academy. During his tenure there, he devised countless 

inventions, his rivalry with Nero Scaeva accelerating his 
overall development. 

However, all was not well at home. Buried in his own re-
search, Midas grew increasingly distant &om his son. Cid became 

a ward ofGaius van Baelsar, a friend of his father's, and when Midas perished 
suddenly during an experiment gone awry, Cid was named Primus Architectus 
Magiteci. Yet, he could not agree with Garlemald's indiscretionary use of 
warmachina, and fled to Eonea rather than accept the assignment. Now aged 
thirty-fuur, he works to ensure freedom through technology. 

BIGGS 

"SeeingyoHr ideas take shape before yo11-
This is why I became an engiMer." ~ -­

~ 
{\/ -
~}?." 

A Roegadyn &om an imperial province in Ilsabard, 
Biggs was born without citizenship to a poor family of 
desert f.umers. Lacking the most basic of rights, his lire 
was hardship upon hardship ever since childhood. When 
he came of age, he was furced into the Garlean Army 

with the other youths of his village. Biggs, however, 
would not be party to the Empire's aggression, and 

chose the dangerous path of desertion. Alongside Wedge, a 
like-minded fellow met while training, he rigged a set of magitek 

armor to malfunction, and the pair made their escape during the confusion. They 
were doubtless terrified throughout their flight, fur Garlean deserters, if fuund, 
are executed on the spot without impunity. Nevertheless, they managed to find 
succor within a group that had taken up arms against imperial aggression. With 
the group's help, they contacted Cid, who, by this time, was also in exile, and 
thus succeeded in safely reaching Eon.ea. 

Incidentally, Biggs delights in making models of the fantastical machina he 
has come across in his twenty-live summers, and many of his recreations can 
be seen lining the stalls of Ul'dah's Sapphire Avenue Exchange. 

has produced countless airships, and is largely responsible fur the current 
era's convenience in sky travel · 

While Cid remains the president of the company in name, during his 
five-year absence fullowing the Calamity, it was a woman named Jessie 
who saw to the everyday management of the Ironworks. It is said that 
she remains at the company's helm even now, as Cid's duties often lead 
him fu afield. Jessie works mightily to support the Ironworks through 
her particular specialty-equipment created with the aid of magitek, and 
sold through an exclusive contract with Rowena's House of Splendo.nl, 

J ESSIE J AYE 

".Aright, let's see if I can't sal-uage this mm of a 
masttrpiece." 

A H yur born in the imperial capital Garlemald, 
Jessie always disliked her parents' patriotism, and 
eventually rebelled. She joined a group dedicated to 
resisting the Empire, where she met Biggs and Wedge 
and aided in their derection. After making contact with 

Cid and establishing an arrangement whereby those 
fleeing Garlemald could find a safe haven in Eo=, she 

herself left her homeland fur the succor of the south. She 
has worked fur Garlond Ironworks since, and acted as its leader 

during Cid's absences.Jessie pays great attention to the company's bottom line 
so as to ensure that the Ironworks survives as a sanctuary fur others fleeing 
the Empire's tyrannical grip. The tricenarian contnbqiea to the Ironworkw' 
operations by acting as a peddler of their many and myriad wares, including 
those small-scale models which Biggs crafts in his free time. 

W EDGE 

"We'rt dealing with a lot ef puwer, awl if II sillffa '°"fllin(s 
off- Well, boom! B-But it should be fin,, Really!" 

Born an "aan," time served in the imperial army 
was the only means by which a youth growing up in an 
annexed province might earn citizenship, and it was at 
the tender age of fifteen that Wedge was gathered &om 
his village and furced into service. His conscription, 

however, provided the opportunity to meet Biggs-a 
kindred spirit-and the pair risked lire and limb to defu:t. 

Upon reaching Eonea, Cid took both in, and put them to 
work in his manufactory, sensing in both a talent with machinery. 

Though twenty and two, Wedge can prove, at times, scatterbrained and prone 
to mistakes. Yet, he has his moments of pure brilliance, and Cid greatly values 
the Lalafcll because of them. Nowhere was this inventivenes& more apparent 
than in the early designs fur the manacutter, which Wedge is said to have drawn 
up himself in a single night Wedge also has the uncanny ability to gauge the 
maximum power of any ceruleum engine through its hum alone. 
It is worth noting that "Wedge" and "Bim" are~. This serves to 

protect their kin yet liv.ing in the Empire, who could be cm:uted if their blood 
bond with the deserters were to become known. 

'9f 
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THE DOMAN REFUGEES 
Though the people ofDoma fuught valiantly to stave off the imperial yoke, they were no match 

for the sheer might of the Garlean Empire, and were eventually driven &om their ancestral homes 
in the Far East. As refugees, they have come to settle in Revenant's Toll Here, they work side 
by side with Eorzeans, endeavoring to create a better tomorrow for their families. 

The sigil of the Domam is a ,ymbol of Far Eastern 
origin. Though it is but a single chancter, one 
apparently reads it as "Doma." 

On the Domans --,.------------------------------
Until =ntly, Ooma was a proud independent nation situated in Y anxia-a 

southeastern region of Othard made fertile by the waters of the One River. 
At the civilization's heart lay a mighty walled palace, a city unto itsel£ It was 
when this, the pride of their natiOll, full into Garlemald's clutches in I ff1 

that Doma became but another imperial province amongst many. For long 
years then:an:er, the Domans tasted the bitterness of lifi: as Garlean subjects. 
In the COllling of the Seventh Astral Era, however, the Empire was plunged 

into a war of sllCICCSSion. In that moment, the Domans saw their chance for 
freedom. Marshalling under the previous leader, the people took up arms. Their 
effi>rts bore Yictory, and many key landmarks were reclaimed, including the 
lost palace. Yet the discord in Garlemald ended more swiftly than the Domans 
had txpected. The imperial fon:es rallied, and the Domans suffered a second, 
aushing defeat. In the aftermath of the rebellion, the Garleans withheld any 
and all mercy. Those who took part in, or even supported the insurrection 

YuGIRI M1srw ALKER 

"To whom much is given, mHch is expected-" 

were given public executions, as were their f.unilies. 
Those few who managed to Hee shortly before the palace fell were met with 

a diffi:rent, yet equally harrowing fute. One group, lead by Yugiri, boarded a 
great galleon, and in their panic made east across the Ruby Tide fur the island 
nation of H ingashi. Alas, this nation would not risk inviting Garlemald's ire, 
and turned away the Domans. They next sailed fur Thavnair, where they found 
the great gates oflladz-at-Han also closed. Starving, they steeled themselves 
for a single last voyage west to Eorzea. Though initially allowed entry into 
Ul'dah, they were barred from creating a permanent sertlement. The gods, 
however, had not forsaken the Domans, and soon therealter they came to dwell 
in Mor Dhona, securing land via the Adventurers' Guild and the Scions of 
the Seventh Dawn. Nonetheless, with each dawn, their eyes tum eastward, 
thoughts of their homeland and an eventual return strong in their hearts. 

Unmarked Yoshimitsu Blades 

llavillg witnesscJ tlie Lt:rrurs wrought by the Garlean Empire, a young 
Y ugiri made the pilgrimage from her Raen home to the village of the 
shinobi, seeking tools with which she might fight the Empire. Through 
years of inhuman trials, she learned the ways of the shinobi-how to 
fight from the shadows-eventually earning the rank of "jonin." Having 
thus 1112Stered ninjutsu and being given the epithet "Mistwalker," she 
pledged herself to the remnants of the Doman general's clan. Thereafter, 
she waged a war against the Garlean Army. Alas, the rebellion ended in 

defeat, and the Domans lost everything. Obeying her lord's orders, Yugiri 
led a number of her countrymen in flight. Though the journey was long 

These daf,gen were given to Yugiri by the 
Lominsan thalwocracy as a token of gratitude 
fur her aid. Though they carry no name, the arms 
are said to be the work of the legendary weapon­
smitb, Y oshimitslL Originally, they were furged 
as the blades of Far Eastern poleanns, but have 
since been ref.ishioned into their current furm. 

and arduous, she never allowed her people to despair, and, at the end, found 
them a new home. At twenty-six summers, she continues her fight alongside 

the Scions and the Eorzean Alliance, but has not once forgotten about her 
homeland or her people's desire to one day return. Her lone indulgence is a bowl of 

rice doused in warm soup and topped with a small pinch of ground white radish-a Doman dclicacy. 

H oZAN N AGAE H IGIRI 0SHIGA 

"All th11t rem11im uf Dom11 now 11re 
oHr mementos 11nd memories." 

Hozan's rather, Homei, fought loyally in the 
service of the Doman generals as a foot soldier, 
but understood well the limits ofhis own abilities. 
Not wishing the same disgrace to befull his only 
son, he encouraged H ozan at an early age to 
walk the path of the shinobi. During the Garlean 
invasion, H ozan's shin obi masters fur bade him 

from fighting, citing the boy's youth. H owcver, 
naught could prevent him from joining the rebellion, 

and he went to battle under Y ugiri's command. 
Now thirty-eight years of age, H ozan carries hopes 

that Y or.an, his son, will grow into a man of strength, but as an adventur­
er, rather than as a soldier. Incidentally, Hozan craves picky rice cakes 
swimming in a sweet bean broth, another delicacy of Doma. 

"YoH'II find my skills in the kit.hen serve me more 
th11n well enollf), on the b11ttlefield !" 

A kunoichi hailing from the eastern mountains 
of Doma, Higiri claims extensive knowledge of 
herbs. Since her arrival in Revenant's Toll, she 
has abandoned the bartlefield fur the kitchens of the 
Rising Stones, where she often experiments with 
new admixtures while preparing meals fur the Scions 

of the Seventh Dawn. Though she is but a gcnin-the 
lowest rank of nin~-she served under Y ugiri in the 

rebellion, and show~ her prowess by defeating several 
of the Crystal Braves during the Scions' plot to free 

General Raubahn from captivity. 
Higiri has seen but twenty and three summers, yet knows enough of the 

world to realize that she likes honest, traditional me IL As such, the H yuran 
girl views honey-tongued charmers such as Thancred with wariness. 



THE DOMAN ADVENTURERS' GUILD 
Having encountered adventurers for the first time after arriving in Eon.ea, the Doman younglings established 

their own guild to "protect their friends and punish the wicked" Though most of their days are spent helping 
out around Revenant's Toll, the children eagerly await the chance to set off on their own adventures. They 
evidently learned much in their homeland, for they can move with astounding agility and even know a smattering 
of shinobi techniques. Under Hoary Boulder, the younglings are making further progress in the art of combat. 
Their hero, the Warrior of Light, is also said to be amongst the guild's trusted advisors. 

YozAN N AGAE 

"To be a better adventurer, 
yo11 need to !}' advenmring ! " 

Y ozan is the fuunder of the Doman Adventurers' 
Guild, and the organization's "swordfighter." 
From his training in Doma-and the aid of his 
father, Hozan-Yozan is very light on his feet, 
and can climb to great heights with ease. With 
his natural energy and balance, the H yuran 
youth will likely prove a great warrior one day. 

At present, though, he can manage little more than 
mock swordplay, even with all he has learned from 

Hoary Boulder. 
Yozan remains in many ways a boy of twelve years. He 

despises fuods with overpowering flavors, and reputedly scampers away, 
yelling "no" when asked by Thancred if he has any romantic interests. 

SHIUN A BUMI 

"We learned how to wait silently 
and unseen in Doma." 

Another member of the Doman Adventurers' 
Guild, Shiun is calm and logical, and often 
assists in his best friend Yozan's plans. He 
is skilled with his hands, and is said to have 
built, unassisted, a working clockwork puppet 
at the age of five, Now eleven, the Hyuran 
boy's dexterity serves him well in his training, 

as he can master complex new techniques with 
relative ease. However, it seems that he has less 

vital energy to draw upon than others, and once 
almost collapsed upon pushing himself too hard during 

one of these training sessions. Shiun eventually exhibited a 
full recovery from the incident, with rest and a healthy diet of his favorite 
pickled fuods believed to have sped the healing. 

Shiun exhibits some talent in the art of archery-skill developed over 
the course of testing a bow he himself built. 

K oHARu M 1HATA 

"J•ll get to the bottom uf this!" 

Friends with Yozan since birth, Koharu is a full 
two seasons older than the boy and enjoys reminding 
him of it, much to his chagrin. The H yuran girl 
takes pride in her endurance-her nigh-endleas 
stamina most likely attributed to the long hours 
spent ttaining in the arts of the ninja. Her ability to 

outpace both Y ozan and Shiun-boys she fancies-in 
fuottaces is an atteStation to this vini and vigor. 
F'lhaminn endeavors to teach Koharu dance, but the 

girl lacks a sense of rhythm, and must endure Y ozan's 
endless japes because of this rare shottcomillg. Though braver 

than most grown men, Koharu's sole fear is ghosts-bet inability to strike back 
at the immaterial being the cause of her unease. 

R oKKA I TEYA 

"A Doman adventu'm' is ~IW"Jf prepared!" 

A level-headed H yuran girl, Rokka ad<k a degree 
of composure to the Dol11lll! Adventurers' Guild. 
She has recently seen her eleventh summer, and is 
at an age when she loathes being treated as a child. 
Rokka has always enjoyed reading, and learned 
the Eorzean letters quickly upon her arrival in the 

west. It is said she has set out to read the entire 
library of the Rising Stones. Her particular interest 

appears to be magic, and she has started her study 
of the arcane using a number of fundamental tomes 

borrowed from Y'shtola's private collection. Rokka's 
perseverance has begun to bear fiuit, as now she can cast simple 

cure spells-practicing whenever she has a free moment. 
Rokka has a love of sweets, but as with most children of eleven years, she 

is far better at eating than making them. This has not stopped her, however, 
from attempting to replicate the candymaker's magic in her own kitchens­
despite the fact most of these attempts end in fuilure. Rokka, it seems, is far 
too logical a thinker fur her own good, and lacks the cettain whimsical nature 
necessary to be a true confectioner. 
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THE CRYSTAL BRAVES 
The Crystal Braves were established as a model army meant to pave the way for a single, unified 

Grand Company ofEorzea. Taking to heart the motto "For the freedom of all," they transcended 
political boundaries as they sought to quell the realm's myriad problems. 

The Cf)'ltal sword cmbbwncd upon the Braves' pen­
mnt was intmded to signify their mission to will: in the 
Light of the Mothetcrystal as defenders of the tealm. 

History-~,----------------------------------
When the coming of the Seventh Astral Era was proclaimed, the Scions 

of the Seventh Dawn began to operate outside of the shadows. However, 
the number of threats f.icing the realm were great: armed refugee riots, 
primal summonin,g, and the Ascians' dark <bigns. When it became apparent 
that the Scions' reach exceeded their grasp, Alphinaud Leveilleur proposed 
a unified Grand Company of Eon.ea. With the approval and funding of the 
Eorzean Alliance, he established the Crystal Braves as a precmsor for this 
organization. Alphinaud himself served as the first commander, and, paying 
no heed to their homeland or background, recruited his men &om amongst 
the Grand Companies, adventurers, and former sellswords. It was thus the 
Crystal Braves began their march as a group which transcended invisible 

rooted out a network of Garlean spies within the Immortal Flames, investi­
gated a group of heretics in Ishgard, and helped defend the Holy See from 
the Dravanian Horde. However, there was trouble brewing within the ranks. 

borders. 
In its early days, the Braves' efrorts met with great success. The Braves 

A number of the Braves were pawns, carefully placed by the Ul'dahn 
elite at the organization's outset. Under Captain Ilberd, second-in-<:<>mmand 
of the Braves, half of the force served as the Monetarists' private army, 
unbeknownst to the Grand Companies or their leaders. The rogue Braves 
were complicit in Teledji Adeledji's plot to assassinate the Sultana-or, 
rather, in Lolorito N anarito's clever exploitation of the conspiracy for his 
own benefit. After a series of clashes, Lolorito and Ilberd eventually parted 
ways due to their disagreement on the rate of the imprisoned Flame General, 
Raubahn Aldynn. In the end, the Crystal Braves were disbanded, their 
history forever besmirched by the wanton actions of a few. 

ILBERD FEARE 

"Know this: there is nothing 

I would not g}ve trJ take back Ala Mhigo! Nothing!" 

Born in Ala Mhigo, Ilberd and his f.unily Aed their home­
land south following the G arlean invasion. IllxrJ wurkeJ as 
an adventurer to support his kin until they were lost in a fire 
that consumed their home-a fire caused by the Calamity. 
Suddenly alone in the world, there was only one thing 
left to Ilberd: to see Ala Mhigo reclaimed, and return the 
remains of his loved ones to their homeland He rested all 
his hopes upon his old friend Raubahn. who had become a 
member of the Syndicate. Yet, despite his vaunted position, 
the Flame General made no attempts to raise an army to 
wrest his native city-ctate &om the hands of her invaders. 
Lost to despair, Ilberd pledged himself to Lolorito, and 

joined the Crystal Braves as a double agent. 
A patriotic Highlander, Ilberd enjoys the medicinal teas of 

his native land He sparred with Raubahn in times long past, 

and has since become known as "Ilberd of the Dull Blade." 
This is due to the ferocious strength with which he fights even at 

the age offurty-four. 

LAURENTIUS DAYE 

"After all my transgrmions, 
I am g-anfol indeed for this chance tv start anew." 

Lawcntius never knew the man who sired him, his futher 
vanishing long befure he was born. Laurentius also never 
knew the woman who bore him, his mother slain by • 
bandit when he was buu boy.He joined the Wood Wailers 
with grand ~ of defending Gridania from within, but 

quickly alienated bis brothers-in-arms by reporting their every 
violation-no matter how trivial--0ut of a mistaken sense of 

duty. Perhaps his actions bespeak a aaving fur something to help 

Lions head 
A single-edged sword of unknown origin, Ilberd's arm 

bean a lion's head design upon the guard. He discovered 
it whilst exploring the Invisible City at the behest of the 
'l'haumaturgcs' Guild, but as the magi took no interest 
in the mcI. he was allowed to retain it as payment fur 
services rendered. The magicks imbued within the weap­
on arc believed to stimulate the hwnows, allowing fur 
bl2dework that seemingly exceeds the skill of the wielder. 

YUYUHASE LULUHASE 

"Whatever it takes tv survive!" 

Growing up as a beggar, "Golden Eye" Yuyuhase 
labored hard and long to escape his poverty, eventu­
ally establishing his own poncr scrvicc--0nly to sec 
it vanish after suffering exploitation at the hands of 
wicked merchants. U ndauntcd, he began taking on 

work as a bodyguard._ and in time rose through sellsword 
ranks bcfure joining the Brass Blades. It was then that 

the Dunesfulk first met Lolorito and began performing 
him overcome his sense of powerlessness, be that coin, power, or 

a cause in which to believe. Or perhaps the Midlander of twenty-<:ight summers is 
merely a spoony .moonc:ilf beyond ,aving. Thus isolated, Laurenti us can oft be fuwid 
Adlcaly eating antelope stew alone at Buscarron's Druthers. There, at least, it seems 
oomeooc: will speak to him...as long as there is coin in his purse. 

(discreetly) certain dubious tasks fur the monetarist. Though 
Yuyuhase joined the Crystal Braves at the behest of his master, he eventually 
turned on Lolorito-Ilberd's promise of a high station in Ala Mhigo, should 
they fiu it. evidently holding too great an appeal fur the furty-five-year-old. 



A LIANNE V ELLEGRANCE 

"Truth be told, I worry what I can offer to such 
a lofty organi:uirion, but I will do all in mJ 
power to make my ft/low Braves proud!" 

Alianne was raised by her grandfather, Isildaure, 
and the two Wildwood Elezen traveled the 
world together. When he resolved to quit the 
adventurer's life, Alianne decided to make her 
fortune with the Crystal Braves. There, she 

became the lieutenant of the 4th, a unit composed 
of adventurers. Though she had no special talent, 
she proved a reliable leader, and soon earned the 

respect of those under her command. She plunged 
into despair upon learning of Wilred's death, but 

eventually chose to move forward in his stead. Since 
joining the Scions, she has used her experience coordinate the acrivities 
of those aiding the organization. Now twenty-one, she will ofttimes 
prepare her grandmother's tomato pie-a nicety she finds contributes to 
the maintaining of morale amongst her many constituents. 

WILRED GLASSE 

" Remember the name uf Wilred!" 

Also known as "Wilred of the Falling Petal," this 
a Midlander of Ala Mhigan descent by blood was 
born in Thanalan, where his parents had fled after 
the imperial invasion. Unhappy in the pauper's life 
of a refugee, he became a leader to the youth of 
Little Ala Mhigo. His repute earned him audience 
with an Ascian who led him to a fuiled attempt at a 

summoning ofRhalgr, Lord of Destruction. Leam-
ing from his fuilure, Wilred embarked on a journey of 

discovery soon after, only to be unexpectedly caught up 
in the Crystal Braves. He cared deeply for his comrades, 

and truly took to heart the values of the company, which 
stressed equality. No doubt the boy of eighteen summers saw a happy future 
for himself until meeting his fateful end at the hands of a traitor, His blue 
uniform was sent to Gundobald, who carefully keeps it so that its color-and 
his memories of the lad-may never fade. 

A ERGMHUS SAEHSTYMMSYN 

"Heartfelt reunions with stalwart companions! 
Brings a...brings a bloody tear to the rye!" 

Once a man of the Maelstrom, Aergmhus vol­
unteered to join the Braves upon hearing rumors 
of an Eonean Grand Company. The Sea Wolf 
performed well in the ind Unit until Ilberd's 
betrayal, at which time he was imprisoned within 
the Rising Stones. Even after the com pan Y's 

dissolution, Aergmhus and a handful of his com­
patriots still pledge allegiance to Alphinaud. Since 

joining the Scions, he has worked often alongside 
the adventurer Bluomwyda, their relationship, of 

late, appearing to have deepened beyond mere !eve 
cocnpanion. 

Aergmhus loves his drink, and a few cups will have the twe~ty-five­
year-old sotted and sobbing into his wine, proclaiming his love for all 
mankind. 

R10L FORREST 

"Somethin• ain't right. I don't knlYUJ what it i,; 
but I can fie/ it in me bone,." 

Rio! is a man of the Midlander clan who once 
numbered amongst the fumed Company of 
Heroes. His role was chieBy reconnaissance. 
and when the sellswords set out to defeat 
the primal Titan, it was he who discovered a 
hidden means into the kobolds' tocky stronghold. 
After the Calamity, Rio! brieBy worked as a 
freelancer, covertly imparting his knowledge to 

the Warrior of Light and his allies when Titan was 
again summoned unto the reahn. With the Crystlll 

Braves, Rio! led a unit tasked with the gathering of 
intelligence. He was proficient in this capacity• and took 

the initiative to track a suspicious trail of coin Bowidg into the company. 
After the Braves disbanded, Rio! joined the Scions, where he contin11C$ 
putting to good use the myriad skills he has accrued over his thirty-sevcit 
summers. Noble intent aside, Rio! also enjoys gambling-and is so 
practiced at cheating that folk seldom notice, if ever. 

EPHEMIE G JPHELMONT 

"I joined the Crystal Braves in the h11fes of follll'Wing 
in the footsteps of the Warrior of Lif}t, and I do 
not retret the dedsion-not even for a moment!" 

A Wildwood Elezen of twenty-fuur years, 
Ephemie once served the Order of the Twin 
Adder. However, tales of the Warrior ofLight's 
derring-do lured her to the Braves, where 
she joined the ind Many of her cocnpatriots 
in the unit came froin Grand Companies, and 
unto Grand Companies they re[Jlroed when the 

Braves were disbanded. Ephemie. however, stayed 
on with the Scions, firm in her conviction that they 

can provide better protection to the realm than any 
large organization staunched in politics and bureaucr.u;y, 

Of late, she apparently indulges her love of poetry by frequenting the 
Seventh Heaven and listening to foreign minstrels sing of the Warrior 
of Light. 

RHESH POLAALI 

"BJ the time I was fit for duty 
the Crystal Braves just-w,rrn't, anymore," 

Soon after joining the Crystal Braves Rhesh 
Polaali was assigned to the 4th Unit of the Braves 
where, on her first mission, she had the ill fortune 
of being attacked and captured by the Garlean 
Empire. She was dragged to Castrum Ccntri for 
interrogation, but escaped cel'WII death when the 

Warrior of Light and Alianne's forces came to her 
rescue. N onetbeless, the Keeper of the Moon's 

wounds were grave, and she was furced to take 
a leave of convalescence. This was to be a blessing 

in disguise, for it kept her fur removed from Ilberd's 
n,eachery. 

Since the Braves' disbanding, Rhesh has used her skill with the sword to 
guard those who toil expanding Rcvenant's Tall, regarding it as her way 
of giving back to the Domans who provided her succor while she healed. 
While daunting. the task affords the twenty-seven-ycar-old enough time fur 
her one true pleasure-strolls through the newly budding hamlet with her 
young daughter. 
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THE SONS OF SAINT COINACH 
The Sons of Saint Coinach are a group of scholars devoted to research of Allagan civilization. Their 

city-like camps of tents and wagons can be seen near ruins of the lost 1rmpire-such as those along the 
shores of Silvertear Lake-and thence seek to unearth the lost secrets of the ancient world. 

History---------------- -------.. ,---------- ---
When the Calamity split the ground asunder, a number of ancient ' ' 

ruins were unearthed fur the first time in several millennia. A number 
of these were soon determined to be of the Allagan Empire, a great 
civilization that flourished during the Third Astral Era-the same civili­
zation that was proven to be behind the construction of Dalamud. A shared 
sense of danger swept over the realm. What if new horrors were yet to rise 
from the shadows of hi,tory? And what if the Garleans were to find them? 
The Eo=an city-states and Sharlayan together called upon their best minds, 
providing funding to research the ruins and locate any threats before they might 
&ll into the wrong hands. Thus arose the Sons of Saint Coinach. 

Given the risks of handling Allagan artifacts, the Sons are pledged to 
maintain neutrality as observers-a stance epitomized by the selection of 
Master Rammbroes as the organization's leader. Thus, representatives from 
every-city-state as well as the Students of Baldesion share all their findings, 
whilst taking the greatest of precautions to safeguard that information from 
passing to the hands of the realm's enemies. 

RAMMBROES 2ASERTYLSYN 

"lam wholly dedicated to the restoration and 
pmervation of ancient .Allagan wisdom- delving 
into the past, that we might safi!JIIZrd the foture," 

One of the Circle of Knowing's founding 
members, Rammbroes left the Sharlayan 
homeland fur Eorzca near the end of the Sixth 
Astral Era to expand his research. Unlike his 
many compeers, the Sea Wolf did not join the 
Scions of the Seventh Dawn following the Ca­
lapiity, instead choosing to join the Sons of Saint 

Coinach at the behest of an associate. Though 
quickly presented with the opportunity to lead the 

Sons, Rammbroes was reluctant to accept the role, 
more intent on losing himself in millennia-old tomes 

after the loss of his trusted master. It was Y'shtola who 
reminded the fifty-year-old Sea Wolf of Louisoix's vision fur Eorzc:a, 
convincing Rammbroes that the only true way to honor their late mentor 
was by using his pecrles& talents as both an anthropogeographer and a 
natural-born leader of men to bring salvation to the realm. 

The Sons of Saint Coinach have, in their resean:h. uncovered reams of knowl­
edge regarding Allagan magcs known as "summoners." The Lady Y'mwtra bas 
led this research, and her treatise on the subject bas garnered much attention 
from academia as a new pcnpective on the primal predicament. 

KoH RABNTAH 

"My scholarly works are lef!nd, 
my treatises of the cosmos priceless, and 
my very name known throughout the world!" 

Koh Rabntah is a twenty-eight-year-old re­
searcher with the Sons who, when exploring the 
newly unearthed Crystal Tower complex, came 
upon an orb of mysterious origin. U pan closer 
examination of the artifuct back at the Sons' camp, 
she awoke the soul that slumbered therein-Noah, 
the fumed Third Astral Era archmagus of Allag 

and court-appointed instructor of Unei and Doga 
of the imperial fumily. In that moment, Noah's spirit 

escaped its crystalline gaol and flowed into Koh's body, 
taking possession of it as a temporary vessel 

Koh and Noah are as different as north and south. Noah 
displayed great passion toward both her research and appren~, and was 
known to oft behave with wild abandon. Indeed, it appears that the imprison­
ment of her spirit was the result of an uncontrolled bout of simple curiosity. 
Koh, by contrast, is a woman as timid as she is shy. When the archmagus 
returns control of her body-usually after an extended night of drink and 
debauchery-the Keeper of the Moon is in a constant state of fluster, owing 
to the excess attention Noah commands while she is in control 



NOAH 
Consisting of members from the Sons of Saint Coinach, the Students of Baldesion, and the Garlond 

Ironworks, the fellowship ofNOAH was formed with the sole purpose of exploring the Crystal Tower 
complex. The name stands for "Nominated Observers of Artifacts Historical," and was chosen to honor 
of the vaunted archmagus of Allag. 

History----------- -------------------.------
His encounter with the Ultima Weapon opened Cid Garlond's eyes to the 

dangers of Allagan relics. Sensing fuul secrets deep within its halls, he entreat­
ed the Sons of Saint Coinach to explore the Crystal Tower-an ancient site 
that had heretofore lain untouched since its sudden rise from the deep beneath 
Mor D hona. After devising a plan to penetrate the complex's defenses, a party 
of Sons researchers and Ironworks engineers led by R.ammbroes was formed 
to see to its execution. The Students of Baldesion next assigned G'raha Tia 
to the party to ensure the expedition did not unwittingly rouse aught with 
the power to endanger the course of history. When the hero responsible fur 
the defeat of the Black WolfofGarlemald was afforded a spot amongst these 

great scholars, the fellowship of NOAH was finally CO!llflletc. 
During the course of the investigation, NOAH encountered Unei and 

Doga, two "clones" of ancient AIIag, and Nero to! Scuw, formerly of the 
imperial army. Together, they confronted Emperor Xande, who had been 
reawakened after a five-thousand-year slumber. The first emperor of Allag had 
formed a covenant with the Cloud of Darkness, and this highest of voidsent 

sought to claw its way into the world. NOAH moved against this full creature 

by opening a voidgate to the World of Darkness and confronting her before 
she could move to the corporeal realm. In the end, the Crystal Tower was 
sealed, that it might shine furth as a beacon of hope in the future. 

G'RAHA TIA 

DOGA 

"It is those with an unyielding wU! who define the course of history." 

G'raha Tia's bloodline can be traced back to the Third Astral Era, and a 
figure whose true name has been lost to the ages. Known only as "Desch," 
Seekers of the Sun such as he were but a minor clan from the outskirts of 
llsabard. During the height of the Allagan empire, Desch was conscripted 
into the imperial army alongside his fi:w brethren. The Miqo'te somehow 
gained the trust of princess Salina, and, as the era drew to a close, was 
entrusted with her blood and the secrets necessary to control the Crystal 
Tower. He survived the Fourth Umbra! Calamity, and members of his 
family have since carried the royal line of Allag. With the passing of the 
ages, the ties to Desch and the emperor grew thin, with only one child in 
every generation born with the telltale Royal Eye. G'raha was shunned 
because of it, and began to study in Sharlayan to learn the origin of the trait, 
armed with naught save the many stories he inherited from his forebears. It 

was this study that saw him admitted to the Students of Baldesion. 
Now twenty•fuur years of age, G'raha enjoys being outdoors where he will 

oft curl up under the boughs of a shady arbor and read until sunfitll. He also 
has a beautiful singing voice, though he performs mainly those melodies that 

have been passed down through his f.unily. 

UNEI 

The Allagan Eye 
This crimson hue to one's eye 

is a trait maniksting only in those 
possased of royal blood. It was called 
the Royal Eye in the Third Astral 
Era, but has become known as the 
Allagan Eye, as most who knew its 
true name perished in the calamitons 
events triggered by Xande's actions. 

"Empires may rise and foll, "Thollf!, their names do not appear 

but man's indefatigable spirit roer lives on." 

A clone of unknown age, Doga was created in 
the image of a member of the Allagan imperial 
family. He and Unei were the trial products 
of an experiment designed to resurrect Xande. 
This project was under the direction of the 
technologist Amon, who was quick to recogni7.e 

the signs of the empire's decline late in the Third 
Astral Era. 

to have survived the p,usa!! of ri11U, 
Doga and Vnei were worthy individuals." 

Being kindred to the first emperor, both Unei 
and Doga were trained as archmagi. Where Doga 

wielded powerful magicks, U nei had free control over 
her dreams and visions. Their copies, created in great 

number, were little more than mindless tools, put to use for 
the maintenance and defense of the Crystal Tower. The pair thar appeared 
before NOAH in the Seventh Astral Era were such products. 

U nei, too, is a clone of unknown age, secretly 
raised and given blood by her original. unbe• 
knownst to the mad technologist Amon. Why, 
one wonders, did the original royals go to such 
lengths? Perhaps Xande's tum to the power 
of darkness late in his lire alarmed U nei and 
Doga. Or, perhaps they wished to put an end to 

the endless, nightmarish days that accompanied 
his second reign-and his own fear of death. In 

either case, they imbued their clones with the 
desire to end the covenant that tied Xande to the 

World of Darkness. The pair slept in the Crystll! Tower 
with their unthinking brethren, until awoken by the Calamity. To see 
their original.a' millennia-old dream fulfilled. they ventured to the Eight 
Sentinels, there to ascertain whether NOAH could be trusted. 
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THE REDBILLS 
Whilst many sky pirates sink to pillage and plunder, the Redbills take to the skies in search of treasure 

and freedom. Under the command of one Leofu.rd, the crew navigates the Sea of Clouds-well known 
fur its daring adventures despite the small numbers which employ its ranks. 

History ~ - - -
The Redbills began with Leofurd and Stacia Myste, two orphans from 

the Brume who left the Holy See to become lldvcnturers. The pair fell 
in love with the skies during their first voyage upon a passenger ainhip, 
and decided there and then to acquire a vessel they might call their 
own. After many years and many more adventures, they had amassed a 
sizable hoard of plunder, and sold every last piece to purchase a derelict 
Highwind Skyways ship marked fur disposal.Now calling themselves sky 
pirates, the two gathered together a crew and set out to make a name for 
themselves as pioneers of the Sea of Clouds. 

During the course of their adventures, the Redbills caught sight of a 
derelict "ghost" ship wmlessly circling the empty skies. With the aid of 
an adventurer of no small repute, they resolved to board and explore the 
eniglnatic vessel 8.o it was they came to set foot upon the Void Ark, a 
gargantuan airship built by the Fifth Astral Era civilization 
of Mhach. The Ark, it appears, was created in haste 
to carry the people of Mhach to safety frQm floods 
which would ~ventually see 
Eorzea swallowed whole. 
I ts engines were of a unique 
design that seemingly tapped 
the life energies of voidsent 
to power the turbines, and 
therein lied the reason for 
the- vessel's destruction. 
These fi:11 being.1 would 
eventually escape their 
fetters nnd run rampant 
within the ship-rendering 
it a ghostly shell Within the 
Ark, the Redbills encountered 
Cait Sith, a magicked feline, and 
from him learned of the threat posed by 
two most ~I voidscnt: Scathach and Diabolos. 
It was this revelation thar spurred the Redbills to abandon their petty 
banditry, if not for but a moment, so that they might fight to free the 
skies they hold so dea;. 

LEOPARD MYSTE 

"A ship ain't wb11t it is, bHt what it can be-
freedom and adventure." 

Lcofud was bom in the Brume, and orphaned as a boy, taking the 
Myste surname common amongst the citf' abandoned He did 
whatever was necessary to survive, and would likely have grown 
into an artful criminal, were it not for Raimille Roulchardon. 
A highborn Elezen and childless widow, Raimille invited 
the young Midlander into her home, and raised him as her 
own. Yet, she had a weak constitution, and in time grew so 
ill she could not leave her bed. Try though he did, Leofurd's 
best effurts could not heal her, and soon he was alone again. 
With naught to bind him to lshgard, he set off to explore 
the world, seeking the landmarks his idoptive mother would 

dcscnbe to him from history books each night at his bedside. 
Now the leader of the Redbills, Leofurd seeks plunder to add 

to his ever-growing collection. He has seen thirty-two summers 
come and go-yet still dislikes his greens, and eats little but the 

generously charred flesh of beasts . 

The Rcdbills discovered these floating isles while exploring 
the Sea of Clouds, and upon them built the Parrock­

tbeir base of operations. 

The Raimi,/le 

The R-imi/1, is • manacutter fubricated by the Skystecl 
Manufu:tory under license from the Garlond Ironworks. 
Selling a portion of his carefully hoarded plunder to 
purchase the sleek prototype, Lcofud christened it in 
memory of his adoptive motheT, who perished ere she 
could visit the pbces she so longed to see. 



S TACIA M YSTE 

"Leofard would call me his right-hand woman, 

but I foe/ more like his bloody nursemaid, 

!f'ds' truth be told-" 

Another Midlander orphan from the Brume, Stacia 
lost both parents to the Horde while still in her teens. 
She lived as a street urchin until her chance meeting 
with Leofard, and gladly abandoned her pitiful life in 
the Holy See upon his quite literal invitation to sail 
away with him into the clouds. As an adventurer, she 

proved surprisingly adept with a sword, having learned 
how to defend herself in Ishgard's deadly back alleys. 
Over the decade since her departure from her homeland, 

Stacia has continuously proven a trustworthy and supportive 
companion fur Leofud. Indeed, with a tight grip on the Redbills' purse 
string, it is seemingly she who keeps the restless spirits of Leofuld's rowdy 
crew in line. Stacia is also thought to have a large collection of choice liquors, 
gathered over her twenty-seven years. 

CAIT SITH 

"When fr came to the glory ef Mhach, 
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"Smithing, carpentry, magiteh-

if lt•s part ef an airslnp, I can fix it !" 

A Plainsfulk woman of twenty and two years, 
U tata has shown a fondness for machinery of all 
kinds since she was a child. She joined Highwind 
Skyways while still in her youth, and there assisted 
in the maintenance of the organization's diverse 
fleet, all the while gaining valuable knowledge of 
the inner-workings of airships. However, her time 

with the Skyways came to an abrupt conclusion as 
\~·~ .... / 
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the result of a vehement disagreement with a superior 
regarding the scheduled disassembly and materiitl repur· 

posing of a vessel At a tavern afterwards, she met Leofard, 
who, by a stunning coincidence, was seeking an airship of his own. Urata 
facilitated the sale of the vessel in disagreement, and sta,cd on with the newly 
formed R edbills as the crew's engineer. Incidentally, she a.spires to one day 
eclipse a certain Lalafullin engineer in the employ of Garlond Ironworks. 

The Nullstone 

_.;~1'l the ends justified the meansH," - ,, .... -...... 
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Cait Sith was once but a stray cat, caught in a downpour-one 
of many such squalls that frequented the skies in the late Fifth 
Astral Era. Voidmage Cessair, on one of her nightly walks through 
the Mhachi city gardens, picked him out of the rain, and, most 
thoroughly entranced by the soaking cat's innocent stare, resolved 
to rransfurm him into her fumiliar. The li:line's keen mind and 
civilized behavior are testaments to the High Voidmage's magical 
abilities, and Cait Sith remains loyal to her, even centuries after 
her demise. He has spent the last millennium and a halffullowing 
his master's final order: to keep watch over the seals imprisoning 
the voidsent aboard the Ark, all the while, treasuring the hand­

made cloak given him by the late magus. 

Hidden deep within the 
great M bachi pynmid 
which, to this day, towers 
over the salt-strewn 
lowlaodi of Yaf.iem, this 
weapon was =ated as a 
sa£guud fur those magcs 
who forged pacts with 
voidsent. By severing the 
essence of a voidsent &om 
the vessel into which it 
was summoned, the staff 
can bonish even the most 
powcrlhl of entity. 
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In speech and act, Cait Sith mimics the formality of the long-dead 
Mhachi mages. He resents being called "furball" by Lcofurd, and 

judges the parlance and attitude of the younger generations to be 
improper-a natural opinion, given his long life of fifteen centuries. 

Thankfully, he can be pacified with a good book or a dried cloudcrawler. 

HIGH VoIDMAGE C ESSAIR RADLIA K EENE 
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"Those who know true power 

should forbear to use it." 
"Patience. When all ef thjs ;, over, 

we shall su wbo ruks the skies." 
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The preeminent voidmage of Mhach, Ccssair was 
a Hyuran woman who is believed to have taken 
black magic and sorcery to new heights. A staunch 
opponent to the war her brethren waged, Ccssair 
held that the arcane arts should be used only as 
a deterrent to further strife. After openly disre­
garding an order from the Coven, Mhach's ruling 

body, she was labeled a traitor and locked away. 

Daughter of an Ala Mhigan mercenary captain, 
Radlia grew up in the raucous company of the 
men her rather commanded. Radlia assumed the 
responsibilities. of captain soon after her coming of 
age, and proceeded to lead the sellswords in battle 
throughout the realm, gaining much fame for herself 
and her roughcast crew. It was following a skirmish 
with bandits that they discovered and claimed an 
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Cessair whiled away her imprisonment practicing her 
needlework until the imminent coming of the great 

floods. Granted a pardon, she was asked to contnbute 
to the Void Ark- her people's salvation. Alas, even Cessair's might was 
insufficient when tasked with the control ofScathach, the Shadow <l!!,cen. 

airship-an older vessel the brigandl had COlllllllUldceM 
Sensing opportunity unavailable as a mere soldier of 

furtune, Radlia paid an outlandish sum to see the craft 
restored, and subsequently took Bight as a sky pirate. As the 

newly christened Talons began to absorb smaller crews, the number of men at 

her beck swelled, as did the talcs of their exploits- this despite the occasional 
railed invcstigatiotl'. 

Radlia appears to have had some relationship with Leofurd ere she became 
a pirate, and though its nature is unknown, its end w.is likely the re5ult of the 
woman's delight in beguiling men. 



THE AGENTS OF INQQIRY 
In a realm~ with mystery, one will find no shortage of those proclaiming to be in the business of solving 

them. Wherever crime dares rear its ugly head, these inspectors du jour and their intrepid band ofloyalists 
are there-to untangle enigmas with their infallible powers of deduction, and bring evildoers to justice. 

HILDIBRAND HELIDOR MAXIMILIAN MANDERVILLE 

"A Mamkruil/e is more than mm flesh and bone! 

He is 'fJi.gor, compassion, hoT/QT'-'­

a f!ntlnnan for all seasons!" 

Born to a wealthy Ul'dahn house, Hikhbrand balked 
at the idea of inheriting the fumily trade, instead 
choosing to leave his home and travel the realm as a 

self-tided "agent of enquiry, inspector extraordinaire." 
The Highlander has captured many criminals and saved 
more lives-though whether this was due to, or in 

,pite of; his reasoning and gods-given wit is a matter 
of no small debate. To thwart the destruction ofEorzca, 

he embarked on a mission to the very heavens where he 
came ptrilously close to the red moon. It was at this time it is 

believed he was ensnared in some manner of Al1agan device designed to keep 
il8 thralls in stasis. Hildibrand was eflcctively froun in time, and until his 
return to the living five years later, many of his companions believed him dead, 
going as fur as providing him with a burial fitting one of his status. The time 
spent in stasis seemingly had no effect on the gentleman inspector's age, and he 
maintains the vim and vigor of a man of eighteen summers despite having seen 
twenty and three. His fuvorite food. incidentally, is Truffles a la Manderville. 

IlRIARDIEN DE M ANSEAUGUEL 

"Dear fllds, isn't it obvioHS I 1Pbat is it like in yo11r 
fon11J little brains! It must be so boring." 

An El=n from the Holy See, Briardien's keen intelligence 
was thought to portend a bright future. Y ct, be felt constrained 

within ls~ high totiety, and much to his parents' chagrin, 
chose instead to absrond from his late so that he might put his 

abilities to better use as a detective. He has since solved nwnerous 
perplexing cases and n known throughout the realm as the great "oonsuhing inspector." 

Briardien has always been popular with the &ircr ,ex, but will almost never approach 
women directly. His chance meeting, hawevtr, with one Miss Ellie Lynne shook 
him to his oore, and it was at that moment he knew true love fur the first time in his 
tweaty-six summers. Though she has since been imprisoDed, he oontinues to pen her 
letters once every Wl:Ck. 

G onBERT M ANDE RVILLE 

"FAtUJ Jo11r11/f a MAntkruille man f 
YoH wo11/d do what only a Manderuill, can! 
Then lift yo11r legs, And p11t Hf your hand,, 
Be a .(}{Andn-Mander-Mandtrville, man!" 

A Highlander of fifty-six winters, Godbert n the owner of 
a thriving jewelry business, the proprietor of the wildly pop­

ular Mandervillc GoW Saucer, and the self-proclaimed "best 
goldsmith in Eon.ca." At heart. he is a calm man, yet when his ire 

n raised, he has been known to literally fly out of control, once single-handedly 
laying waste to an entize party of bandits $CCking to wrong the entrepreneur. 

Apparently, Godbert dreams of having Hildibrand walk in his liioarcps, and 
deapitc his son's adamant refusal to do so, he still wishes to impart his son with the 
nincty•ninc secret techniques of House Mandcrville. Alas, Hildibrand has shown 
no interest in humoring his f..ther, and Godbert can do naught but wait fur his 
emnt progeny to eventually come to his senses. Thankfully, he has his faithful 
wile J ulyan's rooking to tide him over until that day comes. 

N ASHU MHAKARACCA 

"Oh, Inspector,yo11're just confosed is all!" 

Born under the boughs of the Black Shroud, 
N ashu was raised the daughter of a poacher. After 
the tragic death of her mother on a hunt, the 
Keeper of the Moon girl had little means to sup­
port herself and for a time lived in squalor, begging 
for scraps outside the gates of Gridania proper, 
until she was finally able to gain employment on 

the outskirts of the city. A chance encounter with 
Hildibrand around her thirteenth nameday, however, 

was to change her life forever. At the time, she toiled 
as a scullery maid and serving wench at a nameless tavern. 

There was a burglary, and she had wrongly named the perpetrator when 
the neophyte agent of enquiry stumbled into the poorly lit establishment. 
Through deduction-or mayhap sheer fortune-he uncovered the true 
culprit. In that moment, N ashu became Hildibrand's greatest fun, and she 
has since worked as his assistant. 

Now twenty-one, N ashu has an interest in mixing chemical com­
pounds-though more often than not, they prove highly volatile in nature. 
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"l·I can't be/ie11e I'm saying this, 
but-well done, Inspector!" 

A Midlander woman of twenty and fuur summers, Ellie was, 
until recently, a reporter fur the MJrhriJ EJ•· She is also one of 

the last living descendants of Sil'dihn aristocracy, and was raised 
on tales of the atrocities the sultanate ofUl'dah oommittcd against 

her people. When her parents passed, Ellie was left to provide fur her 
young sister, and for a long while they lived in abject poverty, scraping to survive day 
to day. For these reasons and more, Ellie loathes Ul'dahns and their worship of coin. 
It w.is this selfsame loathing that drove her to revenge-an 2Ct she never would have 
so nearly accomplished without her un=y.skill with disguises. However, Hildibrand 
and his compatriots put a Stop to this, and, after being placed in the custody of the 
Brass Blades, she is now confined deep within the Marasaja Pit's lightless oubliettes. 

j ULYAN M ANDERVILLE 

"My dear bll)'S alw"}J had a bit of a rebellioHS streak. 
What can I say! I can come on a bit too strong at rimes." 

Arguably the worst cook in Eonea,Julyan is a perpcrually(to 
hear her speak it) young demoiselle who wed Godbert fullowing 

a torrid and scandalous love alf.ur. The couple manages the 

company Mandervillc &: Manderville, and together have amassed 
a considerable fu= J ulyan supports her husband in many ways, 

and it is largely thanks to her own aptitude that Godbert has a seat on the Syndiatc. 
Little else is known of Julyan save that she gave birth to Hildibrand remarkably 

early in her liie-something that may oontnbua: to the f= that she dotes upon her 
son overmuch, going so fur as to 1ceep a joumal colorfully detailmg his every growth. 
When he left home, she is said to have ftown into a fit of unbridled panic that nigh left 
the Manderville manor in ruin. She insists that her youthful appearance is maintained 
not with oopious layers of expensive creams and unguents, but simply because of the 
unwaveriog fu:t that she is still young, and heavens protect those who might imply 
otherwise. 



GENTLE D EAD MAN 

"I dares,iy rigor morris will set in 
if I remain here any longer •• " 

In lire, the "gentle dead man" was a Hyuran by the name 
of Autgar Hammil, and a former mercenary of Sil'dih. He 

cowered in the shadows as his comrades fought the Ul'dahns, 
and was cransformed into one of the undead when his enemies 

released the Traders' Spurn onto the battlefield-that tenible 
poison which would eventually transform nigh the entirety ofSil'dih's 

people into mindless zombies. Deceased after thirty-three summers, he wandered fut 
centuries in a deranged daze, somehow avoiding the numerous parties sent to cull the 
remaining undead. In an unexplainable tum of events, it would appear some manner 
of aetherial imbalance caused by the Calamity has temporarily restored his wits. 

"When I grow up, 
I want to be a r6forter like Elt;e !" 

Maria is the eleven-year-old daughter of wealthy Mid­
lander merchants from Vesper Bay. Having been raised 

amidst an ever-toiling lather and free-spirited mother, she 
is prone to fits of doubt regarding the path in lire best fur 

her. After meeting with the inspector H ildibrand and his odd 
retinue of loyal compatriots, however, her &agile relationship 

with her parents appears to be on the mend. 

"Now we fight like men! And ladies! 
And ladies who dress like men!" 

Precious little is known of Gilgamesh-not his age, raa:, or 
whence he came. He wanders the realm as though searching 

fur someone, challenging those he meets on the road to combat. 
After winning such bouts, he will spare his opponents' lives, instead 

claiming their weapons. He met Hikhbrand during a case slllTOUliding 

a thieving duelist, and appears to sec the inspector as a man of honor. 

"Give me a moment, will ya1 I've only got eight arms! 
-Or were they legs I" 

A bizarre creature born of a recent experiment, Ultras 
appears much as a large octopus. The ancient incantlltions 

the Thaumaturges' Guild used to summon him from the 
hoary depths, however, seemed to have granted the ccpha­

lopod the ability fur parlance-which the creature was quick 
to employ in pleading fur his salcty in this unknown realm. He 

has since come to work fur the Coliseum, vowing to commit no acts of 
ill-will.except when on (or hovering slightly above) the bloodsands. Ultras is 
lecherous and cowardly, but seems to possess a certain charm that draws a crowd. 

"Ah hah! The unmistakable scent ofhmsy!" 

A brilliant graduate of Saint Endalim's Scholasticate, Cyr 
should have joined the upper echelons of the Hog, See by 
rights. However, he made one small mistake on an impomnt 

missive, and found himself consigned to the inquisition instead. The 

Midlander worked long and hard as an assistant, and became a true 

inq11i$itor when his superior was invited to join the Heavens' Ward 
Now of twenty years, he labors tenaciously to ensure the longevity of his organization. 

• 
"Teti me yo•~ f!t 119 snurble tonu:, 
or I•II fashion myself a wig from }'r 111Wly lochs 
after I've ripped them clean from yer bloody head!" 

A Highlander of sixty~ winters who has chosen to 

live the remainder of his years in the quiet Golden Bazaar, 
Eleazar insists he once had a head of hair that grew th.icl( as 

the Black Shroud's canopy. Alas, when his father's swor,l was 
stolen, it all fell out, and now his pate is as bare as the deserts of 

Thanalan. In his heyday, Eleazar claims he was a gladiator known fur daz.zling 
his opponents on the bloodsands using the technique "Flash." A$ to the verity 
of these claims, none have yet stepped forward to substantiate them. 

LADY A RABELLA 

"The gods smile on me imleed, to send sucb a strvng 
and handsome gentleman as my champion!"' 

Praised as the beautiful "lapis !ll2idcn," Arabella grew up 
with Lewcnhart amongst the beggars in Ul'dah. So fur was 

she that the merchant Guguremu, whether it be from the 
kindness of his heart or for merely his own pleasure, adopted 

the abandoned maid. He arranged her marriage at the age of eigh­
teen-a political maneuver to help further his f.unily business. The 

wedding was called off, however, during the course of one of inspector Hildibrand's 
investigations, and for a brief moment the Midlander was gr.mn:d a taste of &ecdom. 

"Is that my cue-oldfriendl" 

In the depths of his loneliness, Gilgamesh cast his mind back 
upon his long-lost best friend. To his surpmt, this mysterious 

entity suddenly appeared at his side. Like his old comrade, 
Enkidu would immediately heal his ailing ally with a blast of 

White Wind. Alas, it seemed that Enkidu himself could not stand a 
concentrated onslaught-just as the old companioifin Gilgamesh's memory. 

"Fu-fo-fo­
FVVVNNN-G.AAAHHHHHHHHH!"' 

Another resuh of experiments by the Thaumaturgcs' 
Guild, Typhon also toiled as an employee at the Coliseum.­
until one day the large-mawed creature took to the blood­

sands uninvited and intervened in an important bout. Typho!t 
was swiftly dismissed from his position fur this unthinkable 

offi:nce, but fortune was soon to smile upon the arcane aberration. 
Godbert, impressed with Typhon's mettle, offi:red the crearurc a new means of 
livelihood within the Manderville Gold Saucer, where he remains to this day. 

"I wilL eNdVrE wHaTeYeR 
i MuSt To JJ,CoM, A rEaL bOy!"' 

Hildibrand found this clockwork automaton deep within 
the snows of the Coerthlls western bighwlds. Amazingly, 

Gigi exhibits the tr.lits of personality, but fur some rcuon 

seems to have lost all his memories, rendering much regarding 
his origins a mystery. The mammct also appears to possess some 

f.irulty with the arcane, proof of his ability put on display when 
he restored a shattered vase in the blinlt of an eye. 



,t&C). 

THE DRAGONS 
Seemingly possessed with lire everlasting, dragons are a truly magnificent race. Which makes it all the 

more unfurtunate that Ishgard's age-old conflict with the beings-the Dragonsong War-has prevented 
scholars from gathering much in the way of knowledge on their ancient civilization. Indeed, it is said 
that even a dragon's age cannot be known fur certain. What fullows here is infurmarion discovered but 
recently through the efforts of brave individuals who would put the pursuit of truth befure petty difrerences. 

On Dragons---
1n the acation myths ofEoraea, Althyk and N ymeia, Brother Time and 

Sister Fate, created the water. When water came into being, so too did 
the great dr.igon Midgardsormr. The deities bid him watch over Silvertear 
Falls, the funt from which magic flowed 

The dr.igons tlfcmselves tell a dillerent tale. Their ancient songs speak of 
a time befure time, when Midgardsormr came to a newborn star bearing 
seven eggs. He treated with Hydaclyn, and arrived at a covenant: in 
return fur allowing the dragons to live upon the planet, he would protect 

M IDGARDSORMR 

"Men du, and their children forget. 
BHt we are everlasting. " 

The Father of Dragons, Midgardsormr 
is said to have come to H ydaelyn at the 
beginning of time. Yet, fundamental 
questions such as exactly when and 
whence remain unanswered, throwing 
the legends into doubt. Regardless, the 
wyrm appears to have been the p;uarclian 
of Silvertear Falls, and undeniably rose 
from the waters with a host of dragons 

to meet the Garlean invasion in t ;6 :i. 

Midgardsonnr engaged the Agrius, and, 
after a furious bout, fell from the skies, 

spiraling down with the imperial battleship. 
He was widely thought to have perished in 

the battle; however, what died was merely 
the vessel which had carried the wyrm fur so 

long. Without another vessel to house his undying 
spirit, he created an apparition with which he used to 

accompany the Warrior of Light on his quest fur redemption. 

HRAESVELGR 

"Hark thee, mortal, to the naked trHth-
then tell me thou deservest forgiveness!" 

Another of the first brood, H raesvelgr 
claims command over ice and holy light. 
Twelve centuries past, the great wyrm 
fell in love with a mortal woman by 
the name of Shiva. Yet it was this very 
mortality which would soon bring him 
much sorrow. Hraesvelgr began to 
despair that death would one day sepa­
rate them. Shiva, sensing her beloved's 
wish that they never be parted, bid him 

devour her so that their souls might be 
furever entwined. Her sacrifice dacpened 

the understanding betwixt man and dr.igon, 
and ultimately led unto a rare age of peace. 

Silvertear Falls. In the magic of those waters, Midgardsormr nurtured 
his eggs, and in time were born the seven creatures known as the great 
wyrms. After an age spent growing, these, the first brood, set off to 
explore Hydaclyn, and bore young in every comer of the world Thus 
did the dragons become legion. 

It is believed that the wyrms have never sought to furm a unified nation. 
Nonetheless, they value the ties of blood, and seem to have oft come 
together at their sire's command. 

NIDHOGG 

"Wicked mortals! I shall melt your flesh, 
and tHrn yoHr bones to ash!" 

One amongst the seven great wyrms, 
N idhogg is evil incarnate-the selfsame 
abomination who mercilessly slew the 
beloved King Thordan I, rather of the 
Holy See-or at least according to the 
Enchiridion and the teachings of the 
Jshp;:mlian Orthodox Church. However, 
this history conceals N idhogg's hunger 
to avenge the murder of his brood-sister, 

Ratatoskr. Over the past millennium, he 
has awakened on eight occasions, and each 

time the Holy See has tasted his murderous 
wrath. The dragon was slain in the Aery by 

the Warrior of Light and Estinien, the Azure 
Dragoon. However, within the boundless 

aether of his eyes, N idhogg's hatred lived on, 
and seized control of Estinien's flesh so as to fight 

to the bitter end 

RATATOSKR 

"The way to peace is pa'l.led with undmtanding. 
We mH!t not cling to our secrets so rightly!" 

Ratatoskr was a wanderer and the bearer 
of dragon's songs, traveling from one comer 
of the world to the other, carrying tidings 
amongst her siblings. Of the first brood, 
she was perhaps the most curious, and 
worked passionately to establish a lasting 
peace with man. Alas, she did not f.tthom 
the depth of mortals' avarice, and rashly 
revealed to King Thordan the secret 
of the wyrms' power. Emboldened, the 

regent would ultimately betray Ratatoskr's 
trust and slay the wyrm fur her eyes and the 

strength they might provide. 
Her remaining brood can still be seen soar­

ing through the skies, the wanderlust of their 
progenit<>r flowing strong through their veins. 



TIAMAT 

"I shall live with mJ nJTd 
until the wqrld itself hath ceased to be." 

In rimes long past, Tiamat dwelled peacefully on the 
southern continent of Meracydia. That pc= ended when 

the Allagan empire, seeking to lay claim to the landmass, 
invaded Meracydia, and in the resulting oflensive, robbed her 

of her brood-brother, Bahamut. In her sorrow, she was seduced 
by the promises of the Ascians, who gave her the means to summon 

her beloved Bahamut once more as a primal The great wyrm has spent the past five 
millennia imprisoned within Azys Lia, and it is said she has come to lament calling 
forth the full being that would ultimately do naught but besmirch Bahamut's memory. 

VIDOFNIR 
"Our sin bade HS hearken unto the whispers of our 
hearts. Thry spoke to us of a paradise lost-of bonds 
of brotherhood which thry yeam to see mtond." 

Sired by the great wynn Hraesvelgr, Vidofuir dwells in 
the abandoned halls of the once prosperous Anyx Trine. 

She is one of rew who remembers the era when man 
and dragon joined their hands in peace, and is revered as 

an elder by the others of their brood. She counts herself 
amongst Ysayle's friends, and through the Lady lceheart made 

acquaintance with the Warrior of Light and his allies. After no small amount 
of persuasion, Vidofuir has resolved to once again walk the path of peace and 
work to restore the bonds that once brought together all peoples of Dravania. 

VISHAP 

"BJ my might, Jshgard will fall!" 

One of Nidhogg's greatest champions, Vishap is a 
colossal dragon who, due to se.lective breeding, is of a si7.e 
far greater than that of its sire. The wyrm's movements 

are sluggish, yet his strength is without limit, and it was 
with seemingly lirtk: effort that Vishap shattered Ishgard's 

magical wards along the Steps of Faith, coming within ya1ms of 
breaching the Gate of the W ortby and vanquishing the Holy Sec. 

DARKSCALE 

"I am Darkscale,general of Nidhogg!" 

This powerful dragon has laid waste to Ishgardian soldiers 
time and again throughout the Dragonsong War, and boasts 

command over Thuban, Etamin, Rast:11ban, and other infa­
mous members of the Horde. A descendant of N idhogg, he 

has a birter feud with Vedrfulnir and seeks to destroy Zenith, 
a place that symboliz.es the peace betwixt Dravanian and man. 

AIATAR 

"What strange masks those mortals donned." 

Aiatar was injured during a battle with dragoons, and 
fled to Vylbrand to nurse its wounds. There, Brayflox's 

men disturbed its slumber, and Aiatar flew into a wild rage. 
It seems that the wyrm of N idhogg's brood craveled to the 

dense jungles to devour poisonous plants, and replenish its 
natural ,upply of toxins the dragon is known to spew at its fues. 

BAHAMUT 

"The hour is come. 
Receive of The the ift 'of PIINIJ·" 

Upon their release into the world so many eons ago, 
Bahamut chose to venture south with his kin Tiamat, 

The people they fuund there venerated the dragons,' and 
thus a bond of friendship grew betwixt dragonkind and man. 

This bond was so great that scholars have reason to believe it 
was none other than the great wyrm himself who led the mortals 

of Meracydia against the invading Allagan armies, securing countless victories 
against their technologically advanced fues until Bahamut was ultimately slain on 
the field of battle, overcome by the Allagans' godless chimeJ'II. 

VEDRFOLNIR 

"I will not abandon those who mffir at 
Darkscale•s ravat}ng claws t• 

Known as the white dragon, V edrfulnir is another of 
H raesvelgr's brood. Long ago, he would soar througb the 

Sea of Clouds with an Ishgardian knight upon his back, 
maintaining the skyey realm's peace. Presently, he is locked 

in a deadly rivalry with N idhogg's brood, who seek to ravage 
Zenith-a tower representing an age when man and dragon lived 

as one. Through a number of trials that saw the two fight side by side, Vedrfulnir 
has come to befriend one Ser A ymcric, lord commander of the Temple Knights. 

TIOMAN 

"A1) jaws shall run red with the blood of men!" 

Tioman is known as the dark dragon among Ishgardiam 
by virtue of her scales, which are said to be darker than a 

starless night She is close to Nidhogg, and thought to be 
his consort. At his behest, she long proJCC!Cd Sohm AI-sa­

crcd to the Dravonians-until cnco'll)t'Cring the Warrior of 
Light and his companions. She perished in the ensuing battle. 

TWINTANIA 

Of Bahamut's brood, Twintania fuught along,ide her sire 
against the chimerical armies of Allag, but was captured and 

transfunned through the empire's technology into a thrall 
robbed of reason and will Until she was imprisoned. however, 

the wyvem inflicted unimaginable ruin upon the attacking cmpitc. 

Gu111NBURSTI 

"What can be ~ht bJ the hands of man, 
moDfie, and dragon!" 

Dwing the period of peace following H raesvelgt:'t bonding 
with Shiva, Gullinbursti worked with man and ~ alike 

to create the beauteous Bahrr Lehs within the Sea of Clouds. 
When his dam, Ratatoskr, was killed, however, he withdrew 

&om his dealing, withbotb. Neven:belcss, in recent tiDles hA appears 
to have shed some of the wrath that fur so long burdened his soilJ. his eyes once again 
fixed on peace. in part thanb to a chance meeting with the Mogmenders of MogboJne. 
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FACES FROM JOURNEYS PAST 
Adventure is, in a sense, a never-ending series of new encounters. The Warrior of Light and his 

companions have heretofore crossed paths with countless individuals over the course of their journeys, 
some proving to be trustworthy compatriots-others, treacherous knaves. 

M uTAMIX 

"Melty-mix this one, mixy-melt that rme, 
sq11e~ and sq111Ub, thm bigtyes !" 

Mutamix is an elderly goblin who arrived 
in Thanalan near the end of the Sixth Astral 
Era. He has since toiled to impart upon the 
realm his boundless knowledge of materia-an 
enigmatic substance best described as the 
crystalmed aetherial essence of a well-worn 
piece of equipment. In the past, he belonged to 
the fraternity of goblin scholars known as the 

Illuminati; however, he found himself at odds 
with their secretive ways, and left the group 

claiming that science might only evolve through 
diversity of thought. For many a twclvemoon, 

he wandered the realm upon the Cauldron, his 
makeshift furnace of prodigious size mounted upon a 

raptor-drawn carriage. At present, he has settled in the wilds ofThanalan 
at a camp his followers have come to call the Bonfire. Here, he continues 
his research alongside his loyal disciples. 

j ALZAHN DAEMIR 

./-~-~.~ 

,./ ~· ,. \ . 
"E fJe,yrhing, .from 111) encounter with 

t,c/es ef the Braves to 111) choice ef studies, 
must have been written in the stars!" / .. ' 

I ' 

,' \ 
I ':\I . I 
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From the city-state of Radz...-.it-Han, Jah.ahn 
is an alchemist by tr.Ide. He has long worked 
to recreate the arms of the Zodiac Braves, 
legendary weapons thought to be laden with 
soul energy. Upon learning that Thavnairian 
mist, a potion of his own COIICOCtion, was being 
used fur soul infusion in Eorzca, he made the 

long journey to the realm. There, he met with 
the Warrior of Light and Gerolt, and together they \ ...• ~/ •I ./ 

.... \, ... i' / ./ set out to furgc anew the Zodiac Weapons. Though 
J alzahn and the weaponsmith bicker often, they have 

developed a grudging respect fur each other. 

··:--.. _______ . .,,/.~ 

Now having seen seventy-three winters come and go, J al7.ahn delighlll in 
distilling fiery liquors. The H ynran once bad a fiunily as well, though it appears 
that they left him-the high price of his obsession with research. 

DRAKE R HODES 
µ Smithing isn't M1DJN forging the sharpest bl;ule or the 
sturtlust nut of ,mn11r. Jt's M10Ht e%ceedmg the expectations 
(- p"'7Uns and the limitarions ( 1114r,e/fJes." 

At twellty and three, Drue is a genius weapoosmith with a 
bright future-though he himself has yet to reafue this. He is 

not put off by rtjection, and following a full moon and a half of 
pmistence, so became the apprentice of his hero, Gerolt. Unfurtu­

nately, his master teachef him little, prcfi:rring to drink alone rather 
than spend time with the Midlander bd. Drue has had no recourse but 

to lbldy by ~-aod u a result, become highly skilled in his own right. 

GEROLT BLACKTHORN 

"It might be as J•m repairin• kettles to pay for 
yesterday's mead, but I still !flt me pride as a 

master weaponsmith." 

A Highlander of fifty-one years, Gerolt is 
Eorzea's premier weaponsmith. It was he who 
furged Frenzy, a treasured blade of the Coliseum, 
and there was a time when people would Bock 
from the fu comers of Hydaelyn to commission 
the man with the creation of everything from 
baghnakhs to blunderbusses. Gerolt, however, has 

fu!len fu since. It all began when he was young 
and in his cups. He had a heated exchange with 

his furgemaster, bludgeoned him, and was promptly 
thrown out. Thereafter, he took to the road, travelling 

the realm and earning his keep day to day as a wandering 
craftsman. At present, much of the limitless prestige of his 

youth is gone, and he makes and mends kettle upon kettle just to pay off the 
previous night's excesses at the local tavern. Nonetheless, Gerolt's abilities 
remain sharp as the day he set off, and some have speculated that he merely 
wants for a chance to create legendary weapons once again. 

ARDASHIR BALYK 

"I am certain that with the Sharlayans• knowledf! 
ef arcane sentrits, I can complete my project." 

The son of a Near Eastern H yuran merchant in 
Radz.-at-Han, Ardashir travelled with his father 
so as to learn the funily business. His ~ would 
change, however, upon his first journey to Limsa 
Lominsa. There, he spied arcanists at Mealvaan's 
Gate, and was entranced by their Carbuncles. 
Upon returning home, Ardashir began to study 
arcaJ)lllla, only to discover he had no talent fur 

sorcery, and could not perform even the most 
basic summoning. He did not give up, however, 

and instead set out to create an arcane entity that did 
not rely on the wielder's magic. Ignoring his fuher's 

protests, the Far Eastern H ynran became the apprentice 
of a f.unous alchemist, and has been conducting research on 

anima since. The lad of seventeen summers is in the habit of jotting down his 
findings in his journal, wherein he also venlll his daily ftustrarions. 

REMON SMALLE 

"No need to explt,in, not to a man with a web of a 
thoHJand eyes and ears." 

Rcmon is a black mukct trader of forty-eight ycan who 
deals in mahatma, or shards of a soul He studied under the 

same blacksmith as Gerolt, and fur a time, the two High­
landers shared a rivalry qver the anvil They are, however, 

no longer on speaking terms, the cause of this estrangement 
apparently lying in Gerolt's relationship with Rowena-a matter 

"pon which Rcmon refuses to shed any light. 



EDDA P uREHEART 

"Look, .Avert! .All these people h4ve come to m4ke 
you 4 gift of their souls! Isn't th4t kind oftheml" 

A Midlander from a poor village on Abalathia's 
Spine, Edda had seen but sixteen summers when 
she resolved to leave behind her hum-drum lire 
sweeping dirt floors and scrubbing loincloths 
(things fur which she displayed quite the talent) 
and become an adventurer. And so she set off with 
A vere, her betrothed and childhood friend, down 
the mountains upon which they had been born and 

out into the unknown. The two would travel first 
to distant La N oscea, and thence venture into the 

Tam-Tara Deepcroft, where, on his second serious 
furay into adventuring, A vere lost his lire. 
Edda's dreams of building a happy family shattered to 

pieces, she returned to her home to bury her beloved, but 
descended into madness soon after, refusing to be parted from her beloved's 
decapitated head. As her madness grew, she turned to the furbidden arts, and 
fullowing the writings of an ancient tome obtained during her travels, she 
brought A vere back from the beyond the grave. 

LIAVINNE PAINEFORT 

"Edd4, you're so slow, 
you'd lose a footr4ce to 4 me slug." 

The Duskwight member of Avere's inept band of 
would-be adventurers, Liavinne had begun feeling the first 

stirrings of a1fcction fur Avere in the days befure that futeful 
descent into the Tam-Tara Deepcroft, and his death was 

especidly difficult fur her. To furget her pain. she took upon 
several odd jobs with the Scions of the Seventh Dawn, but was 

killed at the age of twenty-one during the imperial raid on the Rising Stones. 

ISILDAURE VELLEGRANCE 

"It is an unquenchable thirst for the unknown 
th4t drives us into the wilds time 4nd tig4in." 

A wizened adventurer from the Black Shroud, Isildaure fuund 
himself knee-deep in furherhood once again upon assuming 

guardianship of his granddaughter, Alianne, after a tngic accident 
claimed the lives of his son and daughter-in-law. To help her 

cope with the sorrow of losing both bet parents, lsildaurc embarked 
with Alianne on a journey to explore the world It was not long, 

though, befure the Wildwood's sixty .. ix winters caught up with him and furccd him 
begrudgingly into retiremcnL Even so, his blood remains quick to boil, and the Elezcn 
would shoulder his axe and charge to Alianne's defense were he to find her in danger. 

GUNDOBALD THE RESOLUTE 

"We strugje enough without h4Ving to 4nswer 
the whim ef rvny outsider." 

The leader of Little Ala Mhigo, Gundobald numbers 
amongst the fint generation to flee his homeland when 

the Empire invaded. After countless trials and tnbulations, 
the Highlander finally settled in southern Thanalan where 

he set to building a hamlet fur his fellow refugees with a 
hollowed-out mesa. Still a member of the Ala Mhigan Resistanee 

after his sixty-five years, he finds himself clueless as how to deal with the reckless 
actions of the settlement's fiery youth. 

AVERE B RAVEARM 

"We took up the 'vmturin• lift to tm on the hig 
jobs 4n' c/4im the big mu4rJs." 

Though a decent gambler, Avere was a 
sorely inexperienced leader, and it was this 
inexperience that saw him meet his untimely 
demise. Youthful bashfulness rendered the 
Midlander unable to express his affi:ction fur 
Edda, and he would oft treat his betrothed 
harshly in publu:. That said. it seems he longed 
to become a man worthy of her courage and 

devotion, and as such repeatedly sought job& 
that would pain him in a favorable ~ reg;ud-

less of those jobs' difficulty. It was on one such 
job that Avere charged recklessly into Tam-Tara 

Deepcroft and was slain by the undead creatures 
within. He had seen but nineteen winters. 

P AIYO R.EIYO 

"Let this be 1l1J last act as 4n adventurer. 
J•ve done quite mo"!), harm as it ii," 

Paiyo was charmed by Averc, and had faith in the inexpe­
rienced young man'I leadership qualities, despite the myriad 

signs telling him otherwise. The Plainsfolk Lalafell resolved 
to become a steadying right hand to Avere, but could not stop 

the yow:h's wild rush into the Deepcroft. At only twenty-two, 
Paiyo returned to his hatnlet to live a quiet life and forget his troubled past-only 
to find that past catch up with him when an invitation arrived to E<lda's weddiog... 

DOLOROUS B EAR 

"Purpose c4n sustain you thl'Ollf!, times of h4rdship." 

A H ellsguard of twcnty-lllur summers, Dolorous Bear 

was an accomplished adventurer who wanted fur naught 
but history to remember his daring deeds. Possessed of 

both 1,ravcry and skill, the Rocgadyn'I lone fui1ing was his 
imparicoce-a trait that would evetttually lead to his death. He 

perished alongside his cOmpanions E'mana& and K.ilcina in Cop­
perbell Mines-though it is rumored their remains have since been exhumed. 

M EFFRID N owARD 

"We're AIA MhigMs, 4114 .Ala Mhig,ms =er 
for,4/u one another, hards hips be d4mned ! " 

A lea.der in the Ala Mhigan R.esistallce, Meflnd continued 
to fight the Garleans long after his homclaad's full, striking 

the ~mpire from hidden outposts situated througlaaut Gyr 
Abania. As the Empire tightened iu control over the city.-ie 

and the surrounding rcgiOOt however, the Higlila,l<b was fun:ed 
to flee in order to rebu:ild his otglflizatian. When bis men and women 

reached Gridania tired and hungry, they were infurmcd that the elcmentala bad 
rtjected their plight, and turned away. Now, having seen hia thirty-.ii nameday, 
Mcfmd struggles to maintain his fulk>wcrs' 1ense of purpic IO they may once again 
reclaim their homes. 



"It ain't on/7 the grog what bri11fJ people 
to the Dnubm. b11t the camaraderie." 

The proprietor of Buscam,n•, Dnithcrs, this Midlander 
Dlllll once served as a sentry, keeping watch over the paths 

of bis furcst home. When a new watchspirc was comtructed, 
he was released of this duty, and so came to open his tavern. 

Now fu,;ty-eight, Buscarron once saved a young Laurentius from 
a wild beast. TI19ugh he became a regular rustomer, Laurentius himself seems to 
have forgotten this incident, and Buscarron has not had the heart to remind him. 

WHEISKAET RYSSWOERDSYN 
"Tbe world has wer been foll uf brlil'lle soiJs eager to 

give their li11e1 for a rigbtto»s cause. but all too fow 
C"fable of making a difference with their sacrifice." 

A furmer captain of the Company of Heroes, Wheiskaet 
counts defeating Titan and Leviathan amongst the DlllllY 

achievements of bis furty-six y=. Though a grievous battle 
wound would hasten his retirement from the sellsword lire, bis 

ability to wield a blade has not dimmed in the days since. When 
his company was disbanded, the Sea Wolf took on a new contract, and now he 
and his remaining men serve as guards to Gegeruju, a wealthy merchant who 
owns the beaches of Bloodshore. 

SHAMAN! LOHMAN! 

"Ahhb, b11t Bacchus wine would have been pe,foct 
for the occasion!" 

Another member of the Collll'""Y uf Herot!S, Sh:unani 
Lohmani sunk to the depths of despair after the Company's 

viaory over Titan blinded the Plainsfulk. However, a chance 
CllCOUDter with Bacchus wine was to change Shamani's lire, 

fur his first ,ip lhowed him that some bc2nty was tasted, not 
seen. Now thirty-six years old, he has blossomed into a vintner of much renown. 

"Psssbkoh ! Br"Jilox shOWJ-do 
Illuminati go/,1,u trick or two!" 

A goblin of unknown age or origin, Brayflox served 
the Company of Heroes as qU2ttCrmaster. It was said the 

masked woman was able to procure aught her companions 
required-though the gods alone know whence those items 

came. She is also the last of the five chosen to judge those 
who wished to fullow in the sellswords' fuotsteps fullowing their disbandment 
Incidentally, she is said to be a great beauty amongst her kind, and she is fullowed 
by her many admirers, though few know of her past with the dreaded Illuminati. 

f RANCEL DE HAILLENARTE 

"I WOHid b1111e done wh11te11er 
it took to redeem Ho»se Haillentirtt." 

F owth son of House H aillcnarte. Frana,l is a man of no 
partiailar mlent, despite bis twenty and two years under the 

tutelage of some of the best inst11lctors old money C211 buy. 
Nonetheless, the Elcun's gentle benevolence has won him not 

merely the love of his servants, but also the friendship of H aurche­
iait-a man best described as both honorable and compleL It is Frana,l's seaet wiah 
M ooe day csrablish an orchestra so that the streets of hhgard might ring out in song. 

URSANDEL PEUCLAGNE 

"Long did I weep for the gM who w111 slain, and longer 
still for the wom11n that Lad] Amandine had been." 

A manservant once in the employ of Lady Amandine 
Dartancours, the Wildwood could only watch as his mis­

tress slowly descended into madness following a most tragic 
accident that left the lady hom"bly disfigured. When Amandine 

turned to dark rituals in a desperate attempt to restore her lost 
beauty, the sixty-five-year-old Ursandael could control his fear no longer and fled 
the funily manor-an action fur which he still harbors great guilt. 

"To prottct our freedom, and our newfound friends­
the V will fight this battle." 

Now futty and three, U'odh N unh hails from Forgotten 
Springs situated on the northern outskirts of the Sagolii 

Desert. He trained long upon the burning sands ere becoming 
a mercenary, using the skills he honed there to earn him a name 

within the Company ofHetoes' hallowed ranks. When the sellswords 
6nally disbanded, he was chosen as one of five judges to assess any who sought to 
repeat their exploits. Upon returning home, it is said the Seeker of the Sun challenged 
the previous nunh to combat, and won his harem and leadership of his native U tn"be. 

LANDENEL PEAUMASQQ1ER 

"Traveling the world. meeting interesting people, 
killing them-it was all jolly good fan." 

Serving as captam ot the Wood Wailers' Sixth Spear, 
Landenel has yet to reveal to his men that he once served 

with the Company of Heroes, fearing that it might cause 
them to judge Landenel on deeds they never witnessed. The 

Wildwood man learned to play cards during his sellsword days, 
and even at thirty and five summers, he continues to challenge adventurers to 
the occasional casual match, oft besting them with daring gambits. 

TRACHTOUM RHITSWAENSYN 
"'Ibey c11fl me " workin• m11n, I reckon th11t'1 what I 11m. 
Drinkin• tmder the chief, nose, sne11kin• out the b11ek door. 
.Atland nobod}'II roer luww." 

Trachtoum is a Sea Wolf who is rumored to have changed 
careers no less than thirteen times over his thirty-three 

years. At present, he offi:rs bis services as a self-proclaimed 
mercenary to the furmers who toil the fields of Red Rooster 

Stefd, but until rcccntly he earned his keep as both a guard and 
porter in Costa del Sol One would not know this, however, &om the letters he 
writes his dear mother bragging of bis success in overseas trade-success which 
has supposedly caught the eye of Limsa Lominsa's very Admiral 

DRILLEMONT DE LASSERRANT 

"Thro"!}, generations uf conflict and sacrifice, 
w, bliWe honed our w11m-11ft with firr 11nd blood." 

Drillemont is a knight of House Dwcndaire, and served 
loyally under Ser Gorp;agne until his mentor put aside his 

blade fur good fullowing the disappearance of the Durendaire 
heir. Since then, Drillemont has quietly continued to devote 

himself to duty. He is not wont to engage in talcs of the long 
labors of his fifty-seven winters, rather choosing to spend his time in solitude 
watching over the grave of the late Ser Gorgagne. 



YsAYLE DANGOULAIN 

"I am neither a saint nor a savior-jHJt another sinner. 
Yet I will not forsake this cause, I cannot. I will see this cycle broken and peace restorrd." 

An Eleren oflshgardian descent, Ysayle fled the 
bitter cold which had descended upon Coerthas 
fullowing the Calamity, eventually arriving in 
the Dravanian furelands. There, she chanced 
upon Hraesvelgr, ancient warden of Anyx 
Trine. The power of the Echo stirred within 
her, and she was aifurded a vision of the Drag­
onsong War's inception-a vision later confirmed 
as truth during an encounter with Midgardsormr. 

Befure, she had cared fur little save the hunt and 
her birds of prey, but now, Y say le was driven to 

furging a new peace twixt dragon and man while 
revealing the teachings of the lshgardian Orthodox 

Church to be lies. It was thus she rose to a position of 
leadership amongst the heretics of Coerthas, talcing the name Lady lceheart. 
It was not long after this rise that Lady Iceheart was approached by a 

mysterious Elezen man-now believed to be an Ascian in disguise-who 
enlightened her of her own potential and showed her how to invoke the 
advent of a primal. Ysayle summoned Saint Shiva, using her own body as 

HONOROIT BANLARDOIS 

"My lord is a gentleman of unassailable principles. 
To assail them, after all, one would first need to 
locate them." 

A fuurteen-year-old boy of Ishgard, Honoroit was 
born to a poor Elezen f.unily on the wrong side of 
the B rume. Receiving no true education, he was 
indentured to a merchant at the age of seven. Upon his 

ninth nameday, however, furtune smiled upon Honoroit, 
granting him a chance meeting with Lord Emmanellain 

de Fortemps in the Jeweled Crozier. The wanton socialite 
and second son of House Fortcmps, in his mercy, took the boy 

in as his ward, and began training him in letters and sums. H onoroit was a 
quick learner, and soon ascended from courier to bookkeeping aide. Rt.u­
izing now that knowledge would pave the way to status, Honoroit begged 
Emmanellain to lend him his books, and it was not long befure the lowborn 
boy caught the attention of Count Edmont, was released from his contract 
with the merchant, and was officially appointed Emmanellain's manservant. 

GIBRILLONT RIVAUMAICHE 

"You know, peuple long for a sympathetic ear, but 
they need to know that it comes with right lips." 

An Elezen of Ishgardian heritage, Gibrillont is 
owner and tender of the Forgotten Knight. a tavern 
located on the lowest level of Foundation. He once 
served within the knights ofHouse Haillenarte, but 
was crippled when his leg was severed to the sinew 

in a battle to hoW the Stone Vigi1 The wound furced 
him to lay down his spear and shield, no longer able 

to match the speed of his rellow men-at-arms. When 
Gibrillont limped into the Forgotten Knight to drown his 

past in watered ale, the previous owner nigh furced the establishment's 
key into his band, claiming he would prove ten times the tender. And so 
it was with some reluctance that Gibrillont took his place amongst the 
generations of fursaken soldiers who had walked the selfsame path befure 
him, and has been serving cheap but hearty fare to lowborn knights and 
commoners since. Now having seen furty-fuur winters, it is said that he 
masks the fuulness of the Knight's swill by adding spice to the liquors. 

a vessel, and rent a hole in lshgard's magical wards. Guiding the Horde to 
the city gates, Ysayle's assault on the Holy See was meant to herald an end 
the war by killing the man who led Ishgard's fuise crusade: the archbishop. 
Though she well understood that the attack would claim innocent lives, she 
saw them as necessary sacrifices to end the cycle ofhatred and war. Her wild 
laughter as she watched the D ravanians fly towards the city was doubtless 
meant to strike fear into the hearts of the guilty. When the dragons reached 
Ishgard, however, they were lost to their desire fur revenge. As thoughtless 
beasts, they fell upon the Brume. On that day, it was not the archbishop who 
felt their murderous wrath, but rather the oppressed masses. The Horde's 
attack on the capital became but another manifestation of malice. The Lady 
lceheart 's plan had failed 

In the aftermath, Ysayle met again with the Warrior of Light, and begged 
that she be allowed to accompany him, perhaps to atone fur her own erst­
while sins. During the course of their advemures, she learned that the primal 
representation of Saint Shiva she had invoked was merely a shade conjured 
from her own imagination. Though she ended her journeys in despair, she 
would eventually find resolve anew, giving her life at the age of~ and 
fuur to see that her companions, and her people, might endure. 

FIRMIEN VAUXLOINTARD 

"I have served at his pleasure for mon than fifty years, 
and fry the Fury's !face, I shall serve for fifty more." 

Once a knight of House Fortemps, Firmien was 
stationed at Camp Ever Lakes in the Coerthas 
central lowlands. A wound furced him to put up 
his blade, and he accepted a post as manservant at 
Count Edmont's behest. Upon risini to stewan4 

the Elezen fuund his experience leading men on the 
battlefield a great boon, and presently coordinates the 

maneuvers of the hundred or so servants of the High 
House with ease. Indeed, it is said that the man of sixty-full);' 

years has won the loyalty of both maid and manservant alike. 
Though he still serves the count, F irmien has shared many joys and 

sorrows with Edmont, and the two have become bosom companions. 
F irmien also trained a young H aurchefunt how to wield the blade, and 
the lord's death left him truly furlorn. 

HILDA WARE 

"To be sun, our lives won't change qf)emight, 
and it•// take effort to bridge the !!'If 
between highborn and lowborn, 
but J•m confident it•/[ all work out in the end." 

A twenty-one-year-old with a passion fur hot 
mulled wine, Hilda is the bastard daughter of a 

highborn Elezen and a Hyuran maid Unsurpris­
ingly, her father vanished back into the Pillars upon 

learning of the less-than-immaculate conception, and 
to the day he died, refused to ackno\_Yledge Hilda's 

existence. Her mother, on the other hand, was a woman of 
stout mind who worked several jobs to support her only daughter, never 
once uttering ill of the man who abandoned her. From her example, Hilda 
has blossomed into a strong young lady possessed of a furmidable spirit 
and an unwaveriJig sense of justice. With a firearm given her by Lord 
Stephanivien of the Skysteel Manuf.actory in band, she has come to head 
a public watch dedicated to deli:nding the common man. 

:Ill 



"Jfyou hll'llt coin t11 spe,rd, who ,uo we t11 nfose itl" 

The de fu:to leader of lshgard's Jeweled Crozier, Elaisse 
is a merchant with nigh three score winter's experietio: under 

her belt. Though she works in a society wary of outsiders, the 
Midlander does not bcsiwe to seu:c opportunities provided by furcifgl 

traders. Her husband, a knight, has since ~ but her two grown daughters have 
followed in their mot:her's 5!qistcp.s, flourishing as merchants in their own right. 

jANTELLOT DE T HELOMAIRE 

"I suppos, if dile does not die in the 11mmpt, 
one lf!tntuAily becomes rather good at sl"}ing Jra!},ns." 

With the wisdom of his thirty-nine wintera, J antellot 
leads the Convictors-a group of petty nobles and penniless 

commoners who dream of the fume that comes with slaying a 
dr:tgoo. Though the end of the Dragonsong War has robbed them 

of this .l(lppOrtllniry fur glory, the Convictors have fuund purpose anew p:itrolling 
Coerthas' myriad thoroughfurcs, seeking instead the hew of lawless bandits and 
the satisfuction that comes with protecting the realm &om wrongdoing. 

VATH STORYTELLER 

"Wu-hout this sanctuary, there will be no new st11ries 
t11 ttll, no storytellers t11 continue after us." 

An elder amongst his kind, the storyteller is twelve 
summers removed &om his departure from the Onemind. 

Upun escaping the reprisal reserved fur those who have broken 
from the hive, the storyteller rounded Loth ast Vath (Hive of 

the NOilmind) as a sancruary fur others like him. No longer gifted with the 
ability to communic;,te via thoughts, the storytcllcr seeks to maintain the history 
of his p,:ople througli the oral passing of tales- hence the name he gave himse1£ 

"Like ~ree:u !J'uks leaves to mt, 
come and I"] tkwn your burdens, netherlings !" 

A warm-hearted member r,f the Z undu tnlic, Lonu V anu 
owes his life to the Warrior of Light and his allies fur saving 

the Vanu Vllllu from caprure by the Garleans. It seems the 
entire affair has left him traumatized, and night after night he 

dreams of being pursued by dwlowy men. At present, he seeks a bride as gentle 
and lovely as morrowmotes. When inquired llhout his age Lonu will likely reply 
in •raphor-a practice common in V anu V anu ~peech. At the time if this tome's 
compiling, he was yet as "the sun shining brightly in aky." 

"'Wero it not for 1111, the 11/umi,um would nl'rler h,w, 
1ummoneJ that ill.fom11/ machintJr g11imJ the means 
t11 c,ntrol it." 

A Xacla of undeniable beauty, Mide was believed to have had 
a hand in the original plot to summon Alexander. The plan was 

fundament:illy Bawe,l, and Midc could llDly watch as her accomp!il% 
and lover, Day.an, was swallowed into the primal'• core. Her sole wish 

to &cc Oay.n from his g,aol, Miele labored in dtude, searching fur • means into the 
core. Ulbmlltdy, she perish,d in the attempt to lock Alexander in time, sparing the 
realm the lmmt of the primal's iron ..ge. She was but twenty and six. 

"Humiliry and nobi#ry an, regrmably, 
all tao ofttn at oJJ;." 

A Midlander of thirty-seven years, Redwald commands 
the garrison at Falcon's Nest. As a man raised to knighthood 

fur his feats as a soldier and not fur his blood, he is oft critical 
of the squabbles betwixt the High Houses-fur such disputes all 

too often imperil those on the &ant lines. Redwald is said to be unusually close 
companions with Lord Drillcmont, another in the service of House Durendaire. 

MARCECHAMP LIERRESANTEAU 
"Ysayle always hoped there•J be peace again 'twixt 
man and Jra!}Jn, an' il's a damn sha,m 1he•s not 
around ta see her Jr.am comin' true-" 

Few complained when Marcechamp, an Elezen of furry and 
one years, took charge of the unruly band of rough-spun trappers 

who make Tailfuather their home, fur his skill with the lasso had 
already earned him the silent respect of even the eldest chocobo 

hunters. It is rumored that it was Marcechamp who fuund Ysayle, furmer leader of 
the Dravanian heretics, after her vision that would ultimately lead to the summoning 
of Shiva. Indeed, it seems even now, after her death, she is oft on his mind. 

"If your tummy's t}oopy or your wings're droopy, 
I've a potion 111fix th11t!" 

Moghan was the first sky moogle encountered by the 
Warrior of Light upon the hero's ascent into the Churning 

Mists. Right hand to the notoriously idle Chieftain Moglin, 
Moghan oft finds himself severely overworked and sorely 

underappreciated. In an attempt to teach his master a well-deserved lesson, 
Moghan tricked Moglin into a trial-by-combat with the Warrior of Light and 
his companions. Alas, the~eme was laid boirc, and the red-handed moogle could 
do naught but watch as his daily workload was tripled as means of punishment. 

So long has Moghan sufli:red in the employ of the chieftain that he jokingly 
claims he has forgotten his own age. 

"It bas l'l/er been said that Eorua is a land embraced by 
g,Js. For weal or for woe, I shoJIIJ wonder," 

Inducted into the Scions of the Seventh Dawn at the rec­
ommendation ofUrianger, Unukalhai's assistance has proven 

invaluable when dealing with entities of considerable might; 
this includes both primals incarnate and the Warring Triad. It is 

believed the masked youth has an ability not unlike the Echo which somehow 
shields him &om the tempering gaze of the bestial deities. Though his age, origin, 
race, and ultimate intentions all remain mysteric:1, the Scions have yet to find 
reason to mistrust U nukallm, and cautiously count him as one of their own. 

R ouNDROX M AZENOT 

"Pssshkob_ SomeJ41, Roundro,: wants ta li'llt in plAU 
like giant, t11gether with whirlycog thing, aplenty." 

Roundrox is the daughter of Slowfix Boxtops and an avid 
collector of what most sane individuals would deem junk. The 

goblin girl of fifteen yi:ars, !iowever, has an eye fur the unique, 
and will carefully sift fur long hours through rubbish be,ips until 

finding the perfi:ct piece fur her collection. It was some three years past that 
Roundrox •tumbled upon a fragment of the Enif!na CtNUx, and has since become 
embroiled in the turmoil surrounding the Illuminati and Alexander. 



THE ASCIANS 
Servants of Darkness, the Ascians are pledged to Zodiark, a celestial syzm legend holds was exiled to the 

moon by H ydaelyn Hersel£ From the shadows, they have shaped history by imparting forbidden knowledge 
unto mortals, stolcing the fires of war while revealing the secrets of primal summoning. Throughout history 
they have been known by many a name, among those, Paragons and the Bringers of Chaos. 

On the Ascians -----------------
What are the Ascians and whence did the shadowless beings come? Do 

their bodies harbor "lire " as is defined by our laws of nature, or are they 
something diflerent-something more sinister? As of this writing, these 
questions and more remain unanswered fur want of evidence. Mankind has 
not, however, been completely blind to the existence of the Ascians. A 
repon compiled by the Scions and the Students ofBaldesion points to their 
lingering presence throughout recorded history. Indeed, it is thought these 
beings also known as Paragons have long interfered with the affitirs of man, 
and are somehow connected to each of history's seven umbral calamities. 

Recent direct encounters with the beings has shed more light on both 
their true nature and intentions. For one, the Ascians are known to 

LAH AB REA 

"The e11rth is ftrrile, and the seeds well sown. 
By my will, they sh11ll re11p s11h111tion unlike 

1111) the world has known." 

Having come into existence upon the 
Source, Lahabrea seems to have risen to 
a position ofleadership within the Ascian 
ranks due to the power afforded him by his 
plane of origin. It was he who entrusted 
the Heart of Sabik to Gaius van Bael­
sar-ensuring the restoration of the Ultitna 
Weapon-and also he who controlled 
Thancred's body fur fuul purposes. Truly, 
Lahabrea has sown great discord through-

out the world. However, after teaching the 
Archbishop oflshgard the means to summon 

a primal, he was pierced by King Thordan's 
divine blade, and his soul consumed. 

N ABRIALES 

""Iis not II q11esrion uf whether Eor:u11's 
ch11mpion sh11/I yield, but uf when." 

An Ascian of the Twelfth-the &agment 
world adjoining the void-and not of the 
Source, N abriales was possessed of fur less 
raw power than the likes ofLahabrea and 
E lidibus. But what he lacked in sheer 
might, he made up with his expansive 
knowledge of the dark arts, earning 
him rear and respect among,,t his peers. 
N abriales was the first to sense when 
the Warrior of Light had been stripped of 
H ydaelyn's blessing, and seized the oppor­
tunity to assail the Rising Stones, capturing 

both Tupsimati and the Antecedent With 
the staff of legend, he aimed to invoke the 

next Rejoining. However, after being pursued 
by the Warrior of Light, N abriales was trapped 

within a piece of white auracite, and erased from 
existence through Moenbryda's brave sacrifice. 

possess the Echo-just as the Warrior of Light and a handful of his 
companions-and use this power to trans~r their souls into the bodies of 
others. This is doubtless the secret behind how the so-called "immon:ai." 
have survived fur so long. Should the vessel an Ascian inhabited to be 
utterly obliterated, his soul does not appear to succumb to the nit of the 
Lifestream. Instead, the Paragons harness the power of the Crystal of 
Darkness to find sanctuary in a space that lies twixt corporeal and aetherial. 
At present, there is only one known means to destroy an Asciant entrap 
its soul within white auracite-a substance capable of temporarily holding 
aether-and then shatter the stone with a blade of concentrated lire energy. 

ELIDIBUS 

IGEYORHM 

""I1me lands, these people, this world-
11// sh11/I soon ch1111f!." 

Draped in the white robes of an emissary, 
Elidibus is thought to be nf a kind with 
Lahabrea. However, it appears that the 
two could not play more diflercnt roles. 
Rather than seeking to lead the world 
unto chaos, Elidibus watches fur shifts 
in the balance betwixt Light and Dark. 
He works so that neither side gains too 
greatly, thus triggering the world's doom 
in a ruinous Flood of Light or Flood of 
Darkness. He has shown himself willing 

to lend his counsel and aid to the Scions, 
the emboditnents of the Light Nevenheless, 

his loyalty to Zodiark-the will within the 
Darkness-is absolute. 

"For the glory uf Lord Zodidrk," 

In the Thirteenth, lgeyorhm's power 
proved too much fur the inexperienced 
Bringer of Light and their one-sided 
battles eventually resnlted in a Flood of 
Darkness consuming the entire world 
and rende:ting it a nigh-empty void. 
What ~ remained quickly atrophied 
into aether-starved monsters relegated to 
fighting amongst themselves fur domin­
ion over their corrupted realm. Void of its 
aether, the Thineenth could no longer be 
rejoined with H ydaelyn, ultimately 1asmg 

its value to the Ascians. After fleeing to 

the Source, lgeyorhm sought redemption 
fur her failure by enacting Lahabrea's will 

However, even with their essences <:0111bined, 
the pair could not prevail over the Warrior of 

Light Thus, Igeyorhm met her doom. 
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THE WARRIORS OF DARKNESS 
From a worW beyond our own, the Warriors of Darkness have come to Eonea with designs yet veiled 

in shadows. The band of intrepid adventurers has already attracted the attention of city-states by slaying 
the primal Ravana with but five members. Do they mean our realm good or ill? Do they stand with 
the Warriors of Light as friend, or against them as fue? Only time will telL 

On the Warriors of Darkness--.------------------------
Born in the First, the Warriors of Darkness were once aclvenrurers 

in their own world It is said no Dark entity could withstand them, 
and in the end, they vanquished a high Ascian known as Mitton the 
Chastiser. Alas, the strength of their Light was too great, and with their 
victory came a Flood of Light, threatening a rerum of their realm to 
nothingness. Ever so slowly, the aether began to drain from the First. To 
save their world from \x:t:oming a void itself, the heroes believed they had 

ARBERT 

"11,is day we nclaim the reins uf history!" 

no recourse but to attempt a rejoining, and thus sought to incite a calamity 
from within the Source. With Elidibus's guidance and knowledge, they 
ended their lives, and transcended the dimension to be born again as the 
Warriors of Darkness. 

It is believed that the names the Warriors of Darkness currently employ 
were chosen upon their arrival in the realm to ease their integration into 
Eorzean society. 

Bravura of Darkness 

There was a time when Arbert served as Warrior of Light within a 
reflection ofHydaelyn known as the First. When the Flood of Light 
threatened to drag his world into a void of nothingness, he joined 
hands with the Ascian Elidibus and made the harrowing journey to 
this plane of existence that he might save his -0wn. Though today 
Arben carries the fure of his world upon his shoulders, his beginnings 
were of a humble narure. Born into an ordinary family, Arbert was 
an inherently curious youth who enjoyed fishing and dreamed of 

seeing the world Upon his eighteenth nameday, he resolved to be-

It is said Arbert took up this battleaxe upon his pledge 
to become a Warrior of Darkness. A weapon of much 
renown, legend holds that it gored the very Dark Lord 
himself, but was locked away when the taint of the tyrant's 
blood began rendering the axe's subsequent wielders lll2d. 

come an adventurer and bid his mends and family farewell. Travelling 
where rhe wind took him, Arbert would slowly gain a number of loyal 

companions. Together, they forged names fur themselves until ultimately 
becoming entangled in a destiny fur greater than the world itsel£ 

Before leaving the First, Arbert was forced to end the lives of those he loved 
best, and it is with deep despair in his heart, that he wanders our realm seeking salvation. 
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"Last round, /,ids! I swe.ir it" 

Boon companion of the Warrior of Darkness, Blanhaerz 
met Arbcrt when the lad was but a stumbling adventurer of 

not yet twenty summers. Unable to abandon Arbcn to his &te, 
the Roegadyn (?) gave him counsel, and it was not long befure 

the twobeame inseparable. Blanhacrz has alway, been known fur his love of Lhe 
drink, but since seeing his furticth nameday, the man's tastes have grown more 
refined...and expensive. Where befure, a barrel of ,our ale would keep him happy 
fur a night, his eyes now stray to the top of the tender's shelves. Indeed, the money 
the band earns would vanish at the tavern were it not fur Lamimi's watchful eye. 

"Sobe it" 

An Elcu:n (?) of twenty-nine years, Naillebert iniri:illy 
encountered Amert as a rival, both bsving undertaken the same 

mercenary contract. Unfureseen circumstances. however, required 
the two put aside their diffi:rences to en.run: not only the completion 

of the lliSk, but their very survival It was following this fiasco N aillebert joined 
Arbert in his travels, the two having furged a mutual respect fur e,achother's skill in 
battle. Despite being a man of few words, N aillebert is considered am~t Arbert's 
closest of ~ons, and the two arc tarely seen apart. 

"Like A11J wound, 
A broken he.irt will he,i/ if but given time" 

Arbert's fim ever adventuring companion, Lamimi 
saw to the young man's wounds upon finding him softly 

moaning in a ditch on what would prove the furore Warrior 
of Darkness's first ever quest. Within their party, she assumes 

the role of a compassionate mother, often listening to her allies' troubles. Her 
feelings fur Arbert, however, are aught but matronly, and she secretly longs fur 
him to notice her fur the woman she is. Nonetheless, she does not allow her 
lustful thoughts of Arbcn's loins cloud her sense of duty and serves the Warriors 
with a stem vigilance as their expert on curative magicb. 

J'RHOOMALE 

"Know that I will happily make it quicker for you.. 
if 7ou just stAnd still" 

Unlike the other Warriors of Darkness, J'rhoomale 
ultimately fell in with Arben purely by coincidence, their 

bond one of oonvenience. Her senses are ,harp, and her skill 
with the bow, polished over twenty-seven seasons of the hunt, 

reliable. Otherwise, she is a truly sanguine spirit whose eccentricities often 
dictate the group's mood, fur better or fur worse. She feels the weight of the 
First's f.tte more keenly than her companions, a bun!en thought to conmbute to 

the steely •everity of her behavior in the Source. 
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SPECIALIZED DISCIPLINES 
In recent years, adventurers have begun exploring specialized furms of combat, 

including arts both new and newly rediscovered. The following sections seek to 
_explore these alternative practices and the manner in which they difrer from the 
more established adventuring professions. 

REDISCOVERED DISCIPLINES 
In the present age, those martial and arcane disciplines that have stood the test of 

time have seen their tecluliques gradually standardized by the establishment of the 
various guilds. But while such institutions have eased the passage of knowledge from 
one generation to the next, the simplified structure of their lessons gradually eschewed the 
,p>mplex, and ofu:n dangerous, skills required to master older forms ofbattlecraft. Ever since 
the Calamity first threatened to break over Eonca, however, adventurers began 
to reconsider the risk and rewards of these forgotten ways. 
Towards the end of the Sixth Astral Era, the reformation 

of the grand companies after a thousand-year absence 
served to kindle a realm-wide obsession with past glories. 
The old and the ancient became the focus of renewed 
interest, from the works that recreated the classic brush 
strokes eftoog-dead masters to the Allagan relics of budding 
antique dealers. But this phenomenon did not end with pain~ 
and crumbling pottery. Even those desperately seeking 
the means to survive the Calamity were swept along 
in the furor, and began searching fur salvation in the 
records and ruins of history. 
What began with a rew stray advcnrurers practicing 

the wisdom of old, quickly swelled into a movement 
that caught the attention of entire nations. 
It is said that the Maelsfl'Qm has funnr.d a 
provisional unit of elite troops who are being 
trained in the ways of the Abalathian warrior 
clans. In similar (ilsbion, the Order of the 
Twin Adder is n11DOred to be considering the 
integration of bards and their traditional battlesongs 
into the coqipany's regular army. Milirary leaders 
across the realm are taking notice, and none can deny 
that the race to revive disciplines long ihought lost is 
steadily gaining momentum. 

Unknown and unpracticed outside oflshgard fur many 
centuries, the traditional combat ans of the dragoon 
are said to have pievcntcd the city-stain downf.ill 
duri!lg m211y a siege battle. 



Sou1 CRYSTAL S 
Ever since the height of the Allagan Empire in the Third Astral Era, the 

practice of using crystals to store and impart knowledge has been prevalent 
in Eorzea. An adornment known as a "soul crystal" is worn close to the 
skin, where the uncommonly clear facets of the carefully cut shard catch 
and transcribe the ebb and flow of a soul's aetherial composirion-eflectively 
capturing an imperrect echo of the wearer's memoria This arcane tool 
engraved with the myriad deeds of heroes from eras past was employed by 
many of the disciplines of yesteryear to preserve and pass on the skills of 
successive generations of masters. 

The wisdom contained in a soul crystal, however, is not so easily drawn 
furth-an untrained neophyte cannot simply pick up one of these gems and 
expect his mind to be flooded with the knowledge of advanced spellcraft or 
combat techniques. Without first attaining sufficient proficiency and tempering 
one's soul to mirror the maturity of the crystal's contnbutors, a prospective 
student will be denied even the slightest glimpse of enlightenment Thus, as 
is the case with the more contemporary disciplines, the key to mastering the 
secrets of a soul crystal lies in diligent study and training. 

NEW DISC IPLINES 
Disciplines that are referred to as "rediscovered," after being lost or 

simply fulling out of favor, are not defined by any one period in history. 
The art of the summoner began in the Third Astral Era, whilst black 
mages, white mages, and scholars did not emerge until the Fifth. Even 
more recently, the techniques of paladins and dark knights were not 
established until after the beginning of the Sixth Astral Era. What all of 
these disciplines do have in common, however, is the use of soul crystals 
to pass on the knowledge and experience of their furebears. 

This brings us to the present time, and the emergence of entirely 
new professions. The most prominent of these must be said to be the 
firearm-wielding machinists and their inception in the city-stlltc oflshgard. 
Combining the techniques ofLominsan D111Sketeers with the revolutionary 
technology of the aetherotransfurmer, this unique discipline has continued 
to evolve on the very crest of modem ai:complishment In the absence of 
established guilds, the proponents of such nascent arts will be responsible 
fur taking up newly crafted soul crystals, and recording their discoveries 
and achievements fur the benefit of future f,enerations. 
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PALADIN 

For centuries, the elite of the Sultanswom have served as personal 
bodyguards to the royal family of Ul'dah. Known as paladins, these 
men and women marry exquisite swordplay with stalwart shieldwork to 
create a style of combat uncompromising in its defense. Clad in brilliant 
silver armor, they charge fearlessly into battle, ever ready to lay down 
their lives fur their liege. 

HISTORY 

I n the year 969 of the Sixth Astral Era, a dispute surrounding 
the $accession of twin princes erupted into an internecine 

war-a conflict which ultimately fractured the Thanalan city-state 
of Belah'dia into the rival nations of Ul'dah and Sil'dih. Upon this 
bitter division, Ul'dah's first ruler, Sasagan UI Sisigan, gathered to 
him those knights who had sworn him realty, and established a retinue 
of bodyguards thenoefurth known as the S ultanswom. 

For six hundred years now, generations of Sultanswom have 
taken the oath of their furebears, and honed their martial prowess 
in service to the royal house ofUl'dah. Centuries of training 
and tradition have led to the development of an indomitable 
style of combat that has many times proven instrumental in 
the salvation of the desert nation and its people. 
Yet beloved as they are as the shield of the sultanate, the 

Sultansworn have lost their furmer luster-both their morale 
and their numbers dwindling apaoe with the royal f.unily's 
eroded authority. Thus it is that CaptainJenlyns, in an efrort 
to preserve the teachings of his failing order, has begun training 
worthy adventurers in the arts of the paladin. 

EQYIPMENT 

G ALLANT A RMOR 
A silver armor of the Sultansworn, the kingsguard of Ul'dah. 

No sultan wins the people's love by surrounding himself with 
guards clad in heavy plate-but no sultan survives his subjects 
by surrounding himself with gua,ds clad in silks. An armorers' 
craft is the art of making beautiful what is brutal, tenacious what 
is gracious. Only those who ascend to paladin standing may reap 
the reward 

CuRTANA 
One of three swords hewn fur the first Sultanswom from a single block 

of stone, alike as brothers born under a single caul. This one was given 
to the paladin Jhal Trismun the Trw:, who wept when he took Curtana 
from the hands ofSasagan UI Sisigan, the first sultan ofUl'dah- fur Tristram 
knew that the sweetest moment of his lifi: had come and gone. 

CREED ARMOR 
History tells the tale of some six score years ago, 

when a fisherman rescued a half-drowned Sea Wolf 
off the coast ofThanalan. The bedra!':f)cd Roegadyn's 
name was Caerkympf, and he had hitherto lived the 
lifi: of a brutal pirate. His gratitude towards his savior 
was such, however, that he swore an oath to hberate 
the fisherman's village from the ravages of the local 

Amalj'aa tribe. True to his word, the Sea Wolf drove 
off the beastmen, and the story of his exploits reached 
the ear of the sultan in Ul'dah. The ruler rewarded 
Caerkympf with a suit of armor of such impressive 
splendor that, fur some time afterwards, armorsmiths 

across the land were harried to emulate its design. 

HAUTECLAIRE 
This weapon once belonged to Beltrant 

de Durendaire, an Ishgardian knight who 
distinguished himself during the Autumn 

War. Though sorely wounded, he brought 
crucial intelligence on the Ala Mhigan army's 

movements to his embattled allies, both ensuring 
their survival and earning their gratitude in the furm 
of a specially commissioned blade. Bearing the name 
"H auteclaire," the sword was furged of Lominsan 

steel, set with Gridanian crystals, and adorned with 
Ul'dahn gold After Bcltrant's death, it is said that 

H auteclaire was auctioned to raise funds fur war orphans 
in accordance with the knight's last will and testament. 



j ENLYNS AESC 
Race (Clan): Hyur (Midlander) 

Gender: Male Age: 29 
Epithet: Jenlyns Straightblade 

The gradual erosion of the S ultansworn's 
presence and authority has been exac­
erbated by the loss of Oathkeeper-a 
legendary blade passed down from captain 
to captain-and J enlys, current captain 
of the S ultansworn, has begun enlisting 
worthy adventurers to offset the order's 

decline. A young Jenlys first dreamed 
of donning a paladin's silver armor when 

Solkzagyl himself, the then captain of the 
Sultansworn, rescued him from a beating at 

the hands of bored ruffians in an Ul'dahn back 
alley. J enlys enlisted in the order as soon as he 

came of age, and his honest and forthright nature saw 
him rise quickly through the ranks. Promoted to captain following the 
mysterious disappearance ofSolkzagyl,Jenlys now shoulders the difficult 
task of preserving his ailing brotherhood. 

Oathkeeper 

TRICKS OF THE TRADE 
I Last Bastion 

A potent and draining defensive magick, Last Bastion draws upon a paladin's pl'Jltective 
fervor, shielding threatened allies with an aura of steely resolution. 

I Flash 
This technique focuses aether at the tip of a blade, then releases it in a dazzling Bare of 

light. As well as causing temporary blindness, Flash unfuilingly draws the fue•s attention 
away &om allies and onto onesel£ 

I Hallowed Ground 
One of the sacred teachings of the Sultanswom. Using a soul crysw as a medium to 

condense aether, a paladin encases himself in a sheath of nigh-impenctrab~ energy. 

I Royal Authority 

A technique gleaned &om the accumulated wisdom of a soul crystal Devised by the order's 
inaugural captain, Royal Authority is the martial manifestation of the Sultanswom's oath 
to defend their monarch's right to rule. 

SOLKZAGYL KEL TNAGLSYN 
Race (Clan): Roegadyn (Sea Wolf) 

Gender: Male Age: ,4 
Epithet: Solla.agyl the Loyal 

Former captain of the Sultan.sworn, 
Solkzagyl aspired to paladinhood that he 
might honor his grandfather, C aerkytnp~ 
a pirate whose lire oook a profound tum 
after he was saved from drowning off the 
coast of Thanalan. Trained in swordplay 
since childhood by his grandsire, Solla.agyl 

easily earned a place in the Sultanswom, 
where he soon distinguished himself with 

his formidable skill at arms. He gained the 
captaincy at the tender age of twenty and 

two-a li:at made all the more impressive by the 
fuct that in Ul'dah, his Sea Wolf kin were rare and 

often of ill-repute. For three decades did Solla.agyl 
lead his shining order, ever losing ground in his battle against the growing 
influence of the Monetarists, until one day be- along with the sacred 
blade, Oathkeeper-simply vanished. 

Sasagan Ul Sisigan gifted the sacred blade known as Oathkecper to the Sultanswom's 
founding captain, and the weapon has since been wielded as a symbol of authority by 
each successive captain of the order. Within the pommel of the sword is embedded 
the soul crystal of the order's first paladin, and it is said that the blade will ignite 
with blinding brilliance when held by one whose pure spirit resonates with the gem. 

Death's Embrace 
The Monetarists are rumored to employ a deadly cabal of assassins known as Death's 

Embrace. But as no evidence has ever been found to prove their existence, many 
believe these unseen killers naught more than a foolish myth peddled by manipulating 
merchants. When rivals of the Monetarists perish of inexplicable causes, however, 
trembling lips are swift to whisper the cabal's fiightful name._ 
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MONK Though now under Garlean rule, the city-state of Ala Mhigo once 
boasted the greatest military might of all Eon.ea. Among its standing 
armies were the monks-ascetic warriors as dreaded by foes on the 
field of battle as the city-state's great pikemen. The monks comprised 
an order known as the Fist of Rhalgr, and it was to this god-the 
Destroyer-that they devoted their lives of wonhip. 

HISTORY 

I n the time of the Sixth Umbral Calamity, there 
was a people who escaped the great tlooding 

hy fullowing the guiding light of a meteor-a 
brilliant beacon which led them to the 
highlands of Oyr Abania. These refugees 
devoted themselves to Rhalgr, the 
b estroyer, whose atreaking star had granted them salvation, and 
their fervent faith took solid root within the region. The order 
known as the Fi.,t ofRhalgr was furmcd, and within their temple 
the devotees of the F i.,t tempered body and spirit in an effort to 
grow closer to their deity. Through their meditations did these 
monks discover within themselves foci of power-chakras-and 
with this knowledge devised a martial art that channeled the 
lire energies of the practitioner into destructive furce. 

Gyr Abania had long endured political instability, and the constant 
outbreaks of violence encouraged the monks to pursue their newfuund 
martial mastery with ever greater zeal The Fist of Rhalgr evolved into a 
furmidable military furce, and gradually nurtured an alliance with the royal f.unily 
of Ala Mhigo. E',ventually, the Fist was integrated into the nation's standing army, 
thus consolidating its position and influence within the region. Thi, arrangement, 
flowever, was not to King Theodoric's liking. In the year 1;p. of the Sixth Astral 
Era, the King of Ruin, grown fuarful of the order's political power, had the Temple 
of the Fist burned to the ground The warrior monk$ and their teac~ were 
lost-scatteicd like ashes on the wind 

EQgJPMENT 

TEMPLE A TTIRE 
The religious habit of the F i.,t of Rhalgr, made entirely on temple grounds. 

The cloth is loomed _by monks, the thread spun from the cocoons of remarkable 
worms unknown to naturalists but which ari.,e in great numbers in the temple 
aeolc-house. Every stitch i., half as wide as its wearer's little fingernail, and it i., 
said that the result furms a holy geometry to further open one's chakras. 

S PHAIRAI 
A pair ofSphairai cunningly wrought in the furm of coeurls. The sweat ofl von Coeurlfist 

and blood ofhj,, enemies anoint these ever-snarling beasts of hide and metal Perhaps one of 
the most f.uned of the warrior monks of the Fist ofRhalgr, Ivon is said to have eschewed 
the training grounds of the main temple in favor of martial congress with wild coeurls. 

T ANTRA ATTIRE 
Only ciders in the Fist ofRhalgr are permitted to don 
this attire. Though the thread used in its creation is the 

same as that woven into the stand2rd temple habit, 
the veteran monks looming the tantra cloth imbue 
each stitch with concentrated energy, resulting in 

a significantly higher rate of aetherial c;onductivity. 
A monk's chakras are thus greatly expanded when 
swathed in such material, but without the training 
required to moderate the excessive outpouring of 
aether, an unseasoned wearer would bleed out hi, 
entire lire essence in a matter of moments. 

RISING SUNS 
These ornate weapons cover the entire fist, the ra­
dial pattern of their spikes lending the impression 

of a dawning sun's lancing rays. The origin 
of the Rising Suns• name, however, is not 
fuund in their design alone. Forged from a 
delicate balance of mythril and eilvcr, the 

spikes act as ronduits, conveying and radiating 
the energies fucused in the monk's fists. A 

master practitioner equipped with these weapons 
is capable of emitting blinding levels of aether, each 

blow falling with ~blc, incandescent furce. 
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Race (Clan): Hyur (H ighlander) 

Gender: Male Age: :z.6 
Epithet: Widargelt the Watcher 

TRICKS OF THE TRADE 
I Final Heaven 

By fucusing an intensely concentrated knot of aether within a single list, a monk can then 
strike an opponent with a blow that erupts into a detonation of catutropbic proportions. 
This technique cannot be performed until the practitioner is prepared to reach beyond 
monal limits into the divine. 

I Shoulder Tackle 

A technique used to close distance to an opponent, the practitioner rushes furward and 
slams an aether-shielded shoulder into the target with concussive fura:. This move is fuvored 
by devotees of Rhaigr fur its swift and brutal narure. 

I Mantra 
After first intoning a phrase to center the spirit, the practitioner then releases a burst of 

harmonious energies in every direction. Those caught in this gentle explosion of aether find 
their phy,ical furms more readily receptive to restoration mogicks. 

I Tornado Kick 
".Ag,rin! Spin fostrr! H,rrness ""''J ,h,rkra 11nd b«om, th, tomadol Yoi, ki<k with .,/I th, 

viole~e of a gent/1 111mmer br11u-" 
• Master monk instructing disciple in the Tornado Kick technique 

H'RAHA TIA 
Race (Clan): Miqo'te (Seekcn of the Sun) 

Gender: Male Age: 56 
Epithet: H'raha Tia Fistbom 

/ .,.,_, \ 
r; ~ ', 
f : ', / . . .... , 

I • - • ~. \ 

_______ ____..,.... 

Though commonly known as one of the 

young leaders of the Ala Mhigan R esistance, 

Widargelt's true birth name is Theodrcd, 

and he is nephew to Theodric, the last 

king of Ala Mhigo. When he was scarce 

more than a babe, Widargelt's mother sent 

him away to a remote temple of the Fist of 

Rhalgr, where he was sheltered from his 
demented uncle's purge of the royal line. 

Master of the sect of shadow, a splinter 

faction of the Fist ofR_halgr. E schewing the 

entanglements of politics and seeking ooly 
to grow closer to the Destroyer, H 'raha is 

a funatical proponent of his sect't devotion 

to martial perfuction; So uncompromising 

is his zealotry that he willingly compels his 
disciples to fight to the death when the priu: 

is the opening of one's chakras. Satisfied with 

nothing less than the 11111Stery of all fourteen 
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His parents, however, failed to escape the 
mad king's frenzy of executions. The orphaned 

Widargelt was left to be raised by elderly 

monks, who indoctrinated him in the way of the 

Fist. Upon reaching manhood, the idea of joining the 
Resistance and fighting to restore his f.illen nation was a 

calling his Ala Mhigan blood could not ignore. 

Chakras 
Chakras are the valves that regulate the flow of the body's aether. By mastering 

chakras and gaining control over this flow, a trained monk can accomplish extraor· 
dinary physical feats. Ordinarily locked into a closed state, chaltras can be OpcllCd 
by entering into deadly combat on ancient battlefields, where the release of rarefied 
aether resonates with and expands one's innate seats of power. 

The Seventh Chakra 
If a monk's training were seen as a mountain, then the opening of the seventh chakra 

would be its peak-the very pinnacle of martial achievement Each of the body's seats of 
power, however, is said to have aspects of both light and shadow. Thus to truly master 
the techniques of the monk, one must unlock not seven, but fuuneen distinct cbakras. 

chakras, H'raha sends those who would be his 
successors to hunt down and dcli:at Widarge1t 

and the other disciples of the sect of light. 
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WARRIOR On the northernmost edge of Abalathia's Spine exists a mountain 
tribe renowned fur producing fearsome mercenaries. Known as 
warriors, these greataxe-wielding men and women learn to harness 
their inner beasts and translate that power into unbridled savagery 
on the battlefield. 

HISTORY 

T he only text known to have recorded the history and techniques of the warrior 
is thought to have been penned more than five centuries ago. No knowledge of 

warriors previo~ to this time has ever been unearthed-the true origin 
of the clan's fighting style obscured beneath the dust of ages past. 

No matter their beginnings, however, in the era 
when the city-states traded in naught but discord 
and strife, the mountain tnbespeople who fuught 
with the unbridled ferocity of wild beasts were 
highly valued as mercenary conscripts. But 
despite the many victories warriors earned 
upon the battlefield, their esteem was 
tarnished by accounts of frothing 
berserkers lost to the red haze of 
carnage-tales of those who had 
slaughtered friend just as readily as fue. As 
hostilities between nations gradually shifted 
fowards peace, the fearsome presence of a 
warrior, once so welcome in times of war, became 
a thing to shun. And though it is said that some vestige 
lives on through a remote clan in Abalathia's Spine, the art of 
the warrior has now all but fuled from the world 

EQYIPMENT 

FIGHTER'S ARMOR 
A warriors garb, ensorccllcd to bind one's inner beast more closely to the sword 

hand Examples of such trappings are to be fuund throughout Eorzea, fur an ancient 
code demanded that when a warrior betook herself to gentler pursuits, her axe be 
beaten into ploughshare and her armor bound to the land where its erstwhile owner 
experienced her hero's journeys. 

BRAVURA 
A battleaxe from the lost furges of Alr.ilathia's Spine. Rich in leavings of f.illen stars, 

the mountains were once home to blacksmith clans who developed secret techniques to 
work these -sky-metals in living crucibles of molten rock. Alas, a secret too jealously kept 
is knowledge destined fur oblivion; when the last of the clans died out, so did the method. 

RAVAGER'S A RMOR 
This leather armor of ancient design is thought to have 
belonged to a warrior-clan mercenary. Though the 

armor has been carefully preserved by avid collectors, 
the history of its creation has not well survived the 

intervening years. Experts believe the distinct patterns 
to be of H ellsguard origin, and a thorough examination 

by the Thaumaturges' Guild revealed some manner 
of enchantment woven with the blood of beastkin. This 
enchantment is assumed to serve the purpose of inciting one's 
inner beast in a manner similar to the sorcery bound within 
the F ighter>s Armor. 

P ARASHU 
This greataxe is said to have been the fuvored 

weapon of a tragic warrior who, in a frenzy 
of bloodlust, mistakenly struck down his 
closest companion. While the chain wrapped 

around the blade serves the purpose of ensnar­
ing enemy weapons, the unusual adornment is 

primarily thought to symbolize the oath made by the 
grieving warrior to never again raise the axe in battle. 

Parashu is notoriously difficult to wield due to its monstrously 
heavy blade and ternble balance, but the one who masters its 

cumbersome weight commands a furce of untold destrucrion. 



TRICKS OF THE TRADE 
I Land Waker 

By slamming her axe down with tremendous force, the W2l'rior causes a shocJcwaye which 
crystallizes the gathered aether of her companions into a solid bulwvk. Upon executing this 
technique, it appears as if the ground itself rises to form a protcctiYe wall 

I Steel Cyclone 
The signature attack of the warrior, this spinning swing visits destruction upon ettry 

enemy within axe-reach. For those caught in its fury, the technique must seem aptly 
named indeed 

I Infuriate 

A war cry that infuses the warrior with fren:ued energy and intimidates her enemies 
with its raw power. This technique primes the warrior to summon furth her inner beast. 

I Fell Cleave 
A devastating attack devised by the legendary M ythril H cut. Upon su=sfullf cuting 

this technique, the eighty-year old was heard to pronounce that he had firuilly come halfway 
on the road to becoming a warrior. 

CURIOUS GORGE 
Race (Clan): R oegadyn (Hel.lsguard) 

Gender: Male Age: 2.1 
Epithet: The Northerner 

-------------~-------
Born in Abalathia's Spine to the descendants of 

warriors, Curious Gorge is a young H el.lsguard 
who seeks to restore the glory of his ancestors. 
Along with his brother, Broken Mountain, he 
strives to unlock the secrets of ancient techniques 
and master the all-but-forgotten art of the 
warrior. Some years after his elder sibling had 
departed their homeland to share their martial 
knowledge with the rest ofEonea, Curious Gorge 

tired of merely training, and left the mountains to 

put his skills into practice. He joined the acclaimed 
Company of Heroes, where his fledgling talents 

soon reached their full potential Though the company 
disbanded following the Seventh Umbral Calamity, Curious 

Gorge continued his mercenary career, taking every opportunity to reintroduce 
to the world the brutal majesty of the warrior's way. 

Inner Beast 
A warrior's inner beast is the source of her strength-the snarling furor by which 

all her techniques are fueled By inciting this dormant ferocity, the warrior becomes 
capable of incredible feats beyond the ken of the most disciplined soldier. When 
awakened by one UrtlCCUStomed to its savagery, however, the beast takes over, leading 
the hapless fighter on a rampage of uncontrolled violence. 

Ancient Tome 
The text that currently holds the accumulated history and techniques of the warrior 

clan is a one-hundred year old work, scnocd &om a source that would be five times as 
ancient were it still in existence. With its words penned on cracked parchment in the old 
Roegadyn tongue, anyone seeking to translate its secrets fuces a decidedly uphill battle. 

BROKEN MOUNTAIN 
Race (Clan): Roegadyn (Hel.lsguard) 

Gender: Male Age: 2.8 
Epithet: The Sleeping Volcano 

The elder brother of Curious Gorge. 
Protccrive and suppoqive of his younger 
sibling, Broken Mount:w. shares the 
same dream of restoring the way of the 
warrior to pro:tninence. His dedication 
and prowess have been proven t'1rollfJi 
his almost cntitcly solitary efforts' at 
deciphering his ancestors' writings, as 
well as his mastery of the techniques 

thus revealed. Broken Mountain left his 
brother behind to spread the word of the 

warrior across Eorzca, but his pilgrimage 
has been plagued with unrelenting difficulty. 

Owing to Curious Gorge's propensity for injuring 
himself during training, Broken Mountain has also endeavored to 
master rudimentary conjury ftom their settlement's healer. 



DRAGOON. Of all the things that are sym\,olic of the nation of lshgard, few are 
more recognized than the dragoon. Born amidst the timeless conflict 

between men and dragons, these lance-wielding knights have developed 
an aerial style of combat, that they tnight better pierce the scaled hides 

of their mortal foes. 

H ISTORY 

I f the legend of lshgnrd's fuundillg is to be believed, it was nigh on a thousand 
years ago that the dragoon first leapt onto the pages of history. The tale 

speaks of the death of King Thordan at the talons of the dreadful wyrm 

N i.clhogg, and of how his son, H aldrath, did battle with his f.u:her's slayer 
to open the path to his people!' salvation. He claimed an Eye from his 
fue ere the grear dragon fled the field, and by drawing on the power 
of this grisly trophy did he g2in mystical strength. Thus was born the 
legacy of the Azure Dragoon. H aldrath's knowledge and expertise became 
the inheritlltlCC of future generations, and his name was evermore revered 
as the f.u:her of dragoons. 
The centuries that followed were consumed by the Dragonsong War, a 

conflict between man and <lragen during which many a dragoon has risen to 
the heights of glory-and yet more who have suffered ignominious defeat. 
To iq,lenish their elite ranks, soldiers of particular excellence are 
selected &om the Temple Knights to undergo dragon-
slayer training, but the graduates of its grueling 
dl.tllenges are ti:w. Of those who do earn the 
right to be called dragoon, it is tradition 
that only the strongest amongst them 
is chosen to wield the power of the 
Eye and inherit the mantle of the 
Azure Dragoon. 

EQgIPMENT 

D RACHEN ARMOR 
A dragoon's armor. They say that in Iahgard, the value of a thing is 

measured in rumors. By that reckoning, the smithing secrets of drachen 
armor is valuable indeed. Some say the tint of the mythril comes from 
being cooled in dragon blood. Others whisper that the suit is unnaturally 
light, that drowning knights who should have been dragged under by 
its weight sped to shore like eels-

D RAGONLANCER'S ARMOR 
Some two cenruries ago, a brilliant artisan by the name of 

Ursulie the Meck abided in the city oflshgard. Supremely 
talented despite her tender years, U rsulie was employed 
by the Holy See's own armory where she furged the 
pieces of the Dragonlanccn Armor. The conservative, 
high-ranking members of the clergy, however, did 
not care fur its ingeniously sleek design. Refusing to 

consider the innovations U rsulie had made to assist with 
a dragoon's mid-air )'Cp0$itioning, they demanded that she 
reforge the armor's appearance to one more closely tailored 

to rraditional tastes. The young artisan eventually tired of 
the clergy's close-minded criticisms, and, bundling up both 
her work and her talents, bade farewell to !Jhgard fur good. 

GAE BOLG 
A spear only granted to those elected by the Holy See to 

serve Ishgard as a dragoon. Chosen fur its light weight and 
great strength, the dragon bone used to craft the spear is reaped 

from fields of battle by the kin of the glorious dead. No outlander shall 
know how such a material is worked, but some say that the bone is 
kept supple in smoking vats of dragon blood. 

BRIGNAC 
In accordance with the wishes of the Holy 

See, fumed artisan U rsulie the Meek crafted 
this weapon in the classic style of the earliest 

lshgardian lances. Unable to resist making 
improvement,, however, she also blended two 

different metals in the spearhead to adjust the center 
of balance, as well as adding other typically brilliant 

touches to the base design. The dragoon assigned to 
test the spear was enamored by its pcrli:ct equilibrium, 

but the senior clergy were wroth that the artisan had 
f.uled to adhere to traditional furging methods. It was 

this ?cry incident that is said to have first set a discouraged 
Ursulie's feet on the road that would lead her out oflshgard. 



TRICKS OF THE TRADE 
I Dragonsong Dive 

U nlcashing the power of the dragon within, the dragoon leaps upon ao enemy with primal 
savagery. The aether expended during this attack bums with a fierce light, appearing as 
nothing less than a colossal, cerulean wyrm descending &om the hcavtens. 

IJump 
A dragoon's signature teehnique, this attack targets a dragon where it is most vulncrdle. 

Leaping high into the air, the dragoon shifts his posture at the apex of the jump so that the 
full weight of his body adds power to the plunging thrust. 

I Blood of the Dragon 
This technique allows the Azure Dragoon to draw upon the baleful strength bestowed 

by the Eye. As this act essentially allows a wyrm's instincts to supplllllt one's own, a will 
of steel is paramount in retaining control of one's fucus. 

I Geirskogul 

While a dragoon allows the Blood of the Dragon to bum within her veins, she is able to 
fucus her elevated aether into serpentine blasts of energy. It is said that Geirskogul fullows 
the same principle that dragonkind employ to infuse their breath with arcane destruction. 

SER ALBERIC BALE HEUSTIENNE DE VIMAROIX 
Race (Clan): Hyur (Midlander) 

Gender: Male Age: 4 4 
Epithet: Alberic Quickwater 

Former bearer of the title of the Azure 
Dragoon, Ser Alberic presently serves with 
the Temple Knights. When N idhor,g stirred 
from slumber two decades past, it was Ser 
Alberic who sallied furth and forced the 
great wyrm into retreat. Despite his vaunted 
prowess, how~ver, the dragoon could fuel 
the Eye gnawing away at his essence day by 

day, and it was of his own free will that he 
surrendered its blighted power. He returned 

to the ranks of the Temple Knights and turned 
his hand to instruction. To measure his success 

in the role of mentor, one need only look to the 
accomplishments of his gifted student, Estinieo, the 

present Azure Dragoon. 

The Eye 
When Ishgardians speak of the E ye, they refer to the grim trophy that H aldrath, 

the first Azure Dragoon, speared &om the living skull of the great wyrm Nidhogg. 
It is an artifu:t of immeasurable power, seething with N idhogg's ancient essence and 
undying rage. The Eye is considered an invaluable national treasure fur the strength it 
provides Ishgard to stand against marauding dragons, and it has spent the greater part 
of the last thousand years under heavy guard deep within the Holy See. 

The Azure Dragoon 
This title is bestowed upon the dragoon who has drawn upon the roiling energies 

of the Eye. While bonding with the artifuct grants enormous power, it also exposes 
the dragooslayer to the will ofNidhogg- a malevolent influence that can be resisted 
only by the most unyielding of minds. Thus, it is tradition that but one dragoon-the 
strongest atnong their number- is selected to embody the tenets of the order. 

Race (Clan): Elezen (Wildwood) 

Gender: Female Age: 2.3 
Epithet: Heustieone Tructhrust 

Orphaned at a young age by the tragedies 
of war, H eustienne was taken in by the 
noble house of Brueemont. Seeking to 
preserve her adoptive f.imily's proud lineage 
of dragonslayert; Heustienne entered 
the Temple Knight$, and was eventually 
accepted into the ranks of the dragOQOS. 
Though tireless in her detc:rmination and 
praised fur her astounding agility, she was 

ultimately unsuccessful in her efror!$ to win 
the mantle of the Azure Dragoon. Heustienne 

is nevertheless widely recognized as the order's 
second-in-c;ommand, and during those frequent 

occasions when Estinien's duties take him far from 
the city's walls, it is to her that the burden ofleadership falls. 



BARD The word "bard" ordinarily puts fulk in mind of those itinerant min­
strels, fair of voice and nimble of finger, who earn their coin performing 
in taverns and the halls of great lords. Few know, however, that bards 
in fact trace their orig.ins back to the bowmen of eld, who sang in the 
heat of battle to furtify the spirits of their companions. 

HISTORY 

F ive hundred years ago, in the rime when the city-states engaged one another in bloody 
~onfilct, Gridanian hunters were often forced to take up their bows to defend their 

nascent nation from outside invaders. These reluctant archers would strum their bows~ 
and sing songs fur their comrades, and it was from those encouraging, aching runes that 
the inspiring melodies of the bard were born. Their lilting notes stirred the spirit, lending 
their fi:llow soldiers a tangible strength that could tum the tide of battle. 
Wimessing the effect of these "battlesongs," each nation formed units of minstrels in 

an attempt to amplify the phenomenon, but these hollow, regimented choruses failed to 
produce the same mystical influence. The original performers, on the other hand, 
fuund themselves drowned out by ranks of military musicians, and one by one 
their voices grew quiet on the battlefield. 
When not fighting in wars, bards would travel from tavern to tavern to 

share the tales of their experien,;es. As the periods of peace grew longer 
and longer, however, they began embellishing their stories to appeal to a 
wider audience, and what was once a true recounting of battle became a 

furm of entertainment by which the bard made his living. 

EQ!!IPMENT 

C HORAL A TTIRE ARTEMIS B ow 
A minstrel's raiments bequeathed by Jchantel the Godsbow. The arch­

tumcd-bard may be a legend in his time, but he is not the first to be claimed 
by one calling, then the other. The garb is ancient in origin, and was rashioncd 
by a minstrel of yore as an act of devotion to Allhyk the Keeper. That it 
was fuhioned fur an archer's use is clear from the telltale cut of the sleeves. 

Ao1nos ATTIRE 
A bard ensemble that first appeared around the thirteen 

hundredth year of the Sixth Astral Era, the original Aoidos 
attire is notable fur~ elements of the N car Eastern garb 
that began aniving on the continent after trade routes with the 
laruh of the East became firmly established. A style proposed 
by the legendary mtrcl, Santhelme, the11t1m: ~ much 
attention amongst the courts and clothiers of the age, and 
Near Easrem fuhion saw a sudden surge in popularity. 

Aside from cnt:hralling ~ with his haunting voia: 
and fuhionable appcar.w.e, Santhelme was aka f.unous fur 
his extr.wJdinary skill with the bow. Citing the dwindling 
numbers of pcrfurmers withsimi"li&r martial expertise, many 

historians comider Santhelme's pration to be the last in 
which true ha~ were sung. 

A longbow beloved by Gilbert the Godsbow, he of much carnage. A 
mighty singer of songs as well as a slayer oflx.al, Gilbert dreamt of a bow 
whose furm was sired by the noble harp, and set the finest smith in Gridania 
to the task of creating such a weapon. Keen ears claim that every arrow that 
flies true from the Artemis Bow sings a pure note as it charts its course. 

B ERIMBAU 
A bard with a taste fur the ostentatious, 
Santhelme ordered the construction of a 
bow with multiple s~ that could be 
strummed in the manner of a harp. While 
the weapon thus created was perfectly 

pitched and the tightly bound strings 
propelled arrows with astonishing furcc, 

it was heavy, unwieldly, and impractical in 
battle fur any but a master archer. Berimbau 

is now considered by most a curious ornament 
of a bygone era-in the hands of a bard with the 

requisite skill, however, it still holds the potential to 
dominate a battlefield with both melodious music and 

murderous mayhem. 



TRICKS OF THE TRADE 
I Sagittarius Arrow 

The bard weaves the borrowed aether of her allies into an archer's storm that bombards 
the battlefield with the rain of a thousand arrows. This technique was said to have been 
devised by the fuunding 1st Bow of the <l!!_iver's Centaurs. 

I Mage's Ballad 
A battlcsong that celebrates the courageous deeds of a Padjal of eld. The lyrics sing of 

the sage's exceptional healing arts as he braved the front line to tend to wounded soldiers. 

I Army's Paeon 

This battlesong praises the valor of J ossclin, one of Gridania's greatest war heroes. J osselin 
left her mark on history as the first captain of the Wood W ailcrs. 

I The Wanderer's Minuet 
An ode to Oschon. the god of travelers. Depicting the Wanderer as a ~ ranger 

wielding a bow of yew with consummate skill, this meandering tune is sung with great 

joy and gusto. 

} EHANTEL f OINTEAUME 
Race (Clan): Elezcn (Wildwood) 

Gender: Male Age: 68 

Epithet:Jehantel the Godsbow 

Once captain of the Gods' <l.J!iver, this 
roving bard earned the name "Godsbow" 
fur his almost preternatural skill in arch~. 
It was several decades ago during an 
expedition to hunt down Ixal that J ehantel 
contradicted a direct order and ranged 
into enemy territory alone. While he was 
absent, however, his squad was attacked and 
slaughtered to the last. The gifted bowman 

spent the days following the ambush wracked 
by guilt, the mounting regret eventually 

driving him away from the Gods' <l.J!iver and 
into a lifu of aimless wandering. He returned to 

the Twelveswood many years later, claiming to have 
embraced the calling of a simple minstrel, and it is through his rebirth as 
a bard that the secrets of forgotten battlesongs have returned to the land. 

Battlesongs 
Sung by the archers of eld on the field of battle, these verses held the power to 

furtify the spirits of comrades, bringing blessings upon the victor and granting peace 
unto those on the precipice of death. But as the presence of bards faded. so too did 
the prevalence of battlesongs, and now it is only the musically inclined moogles who 

remember every melody and measure. 

The Ballad of Oblivion 
Its existence hinted at in ancient tomes and moogle tales, the Balhul of Oblivion is a 

legendary bard song said to hold the power to bring battles to a decisive end. Sanson. 
a captain in the Order of the Twin Adder, would set furth on a quest to resurrect 
the lost ballad that it might convince his superiors to allow the furmation of a new 

unit structured around a core of bards. 

GuYDELOT THILDONNET 
Race (Clan): Elezcn (Wildwood) 

Gender: Male Age: 2,2, 

Epithet: Guydelot the Spent 

A bard native to Gridania who spent his 
youth learning the bow in the hunter's 
trade. Like many a young archer before 
him, Guydelot aspired to join the Gods' 
Quiver. Upon realizing his heart's desire, 
however, he found that the strict. rules and 
traditions of the organization were at odds 
with his carefree upbringing. Thus it was 

that he earned a reputation as the recruit 
with commendable skill but lamentable 

disciplittc. Seemingly rated to languish in the 

lower ranks of the Gods' <l.J!ivcr, he one day 
chanced to meet the roving. ininstrel, J chantel The 

romance of the old battlesongs captured Guydelot's 
imagination, and it was not long before the young Elezcn had embraced 
the mellifluous world of the bard. 



NINJA 

HISTORY 

Hailing from the war-tom lands of the Far East, the secret arts of the 
ninja were born of necessity, and have since given rise to a unique breed 
of highly-trained combatants. Able to manipulate the vital energies of the 
land, the air, and living beings, ninjas manifest their power through the 
weaving of signs, unleashing a wide array of attacks against their foes. 

I n the eastern seas beyond the continent of Othard can be found the remote 
isl.and nation ofHingashi-a word that literally means "east." An age of strife 

.perpetuated by f.ictions both great and small has battered this isolated archipelago 
for years untold, giving rise to unique furms of warfue-as was the case with 
the mystical art of the shinobi. Due to the tumultuous nature of its inception, 
llowever, the roots of ninjutsu are difficult to trace to a single origin. Rather, 
it must be said that the raw techniques devised by the individual fuctions 
were adopted on the wider field of conflict, and honed through a process of 
bloody evolution. 

Many historians find it easier to fucus upon the founding of the various 
ninja clans. In the mountainous regions where crops struggle to 
grow, people chose instead to nurture their martial skills. Children 
were raised into a warrior tradition, and entire fumilies earned a 
living through their clandestine expertise. And when these shinobi 
eventually crossed the seas to Othard, the art of ninjutsu quickly 
found purchase upon its shores. The most f.unous account of this 
is the talc of Sasuke, a ninja who established his own cl.an on 
the continent before joining with the warlords of Doma to end a 
tyrant's oppressive reign. 

EQQIPMENT 

N INJA A TTIRE 
Woven in the clan village of the Doman outl.ands, this traditional 

shinobi garb is designed both for battle and infiltration. The cowl 
of the outfit covers the features of the face, thus protecting the 
identity of the ninja should circumstances require him to act in full 
view of the enemy. 

Yos HIMITsu 
These exquisite twin daggers take their name from the 

legendary Far Eastern bladcsmith who forged them. As an 
artisan of the &hortblade, Y oshimitsu was said to be a master without 
equal, and the works bearing his mark are treasured by the greatest houses 
and heroes as invaluable heirlooms. 

IGA ATTIRE 
This garb was crafted in the village of the 
Iga ninja, who were known for their strict 
adherence to the letter of a contract-even 

if said contract pit them against members of 
their own f.unily should they be working fur a 

rival master. The horns of the head piece lend 
the shinobi a grim mien, further reflecting the 

lga's philosophy of uncompromising dedication, 
and, combined with the blade-like spikes protrud­
ing from forearm and knee, allow the shinobi to 
perfurm lethal attacks with her armor alone. 

YuKIMITsu 
Forged by Yukimitsu, a bladesmith of eld, this pair of 

masterfully crafted daggen has been cherished through 
the centuries by a succession of notable rulers and proud 

warriors. It is said that the last person to wield the weapons was 
the personal retainer of an inf.unous warlord, who, after receiving 

the daggers as a rewaro for loyal tervicc, pledged to employ them 
in the defense of his liege until the end of days. That oath was swifi:ly 

fulfilled. however, when both warlord and retainer were slain in an 
ally's treacherous ambush some days later. Following this incident the 

yukitnitsu vanished from history's records until, some few ycan ago, they 
resurfu:ed amongst the wares of a dealer in antiquities. 



TRICKS OF THE TRADE 
I Chimatsuri 

Drawing upon the aether sullusing a battlefield, this complex mudra conjum a muhitudc 
of moonlight blades in a circle around the ninja. The blades leap into the air upon completion 
of the technique, then streak forwards to impale the fue in a blinding and bloody barrage. 

I Furna Shuriken 
Pointed and deadly, the shurikcn of the shinobi are furgcd from a metal whose smehing pRJGesS 

is known only to the clan. A ninja uses this mudra to infuse such shurikcn with aether, enveloping 
the throwing star in an immense, phantom aura-the impact of which is anything but illusory. 

I Katon 
By joining earth with heaven, the ninja calls a great gout of Bame to erupt from the ground 

and lick hungrily at the sky. Only shinobi who have mastered two-mq4nf tcchni<jucs such 
as Katon may earn the rank of chunin, or "middle ninja." 

I Dream Within a Dream 
Using this recbnique, ~ shinobi assauhs ~ enemy with three strikes in swift soo:cs.m Dream 

Within a Dream is rogue bladeworkat its l:est:,eombincd with the rapid movcq,,:ntofaniJ:ia's.S~ 

0BORO TORIOI 
Race (Clan): Hyur (Far Eastern) 

Gender: Male Age: 2.4 
Epithet: Oboro Moonrise 

-------------. 
Hailing from the ninja village in the Doman 

outlands, Oboro was a solemn youth whose 
natural aptitude and unyielding determina­
tion saw him earn the rank of jonin-or 
"high ninja "-at an unusually early age. 
But though dexterous and nimble, his quick 
fingers excelling in the eastern art of paper 
fulding, 0 boro's reliance on others in the 

matters of everyday chores often leaves him 
appearing awkward and ill-at-ease. 
When the shadow of the Garlean Empire 

fell over Doma, he joined the ultimately futile 
effi>rt to repel the invaders, inflicting grievous losses 

KARASU KANSHI 
Race (Clan): Hyur (Far Eastern) 

Gender: Male Age: 2.4 
Epithet: K.arasu Redbeak 

A shinobi ofjonin rank who trained along­
side Oboro in the art of ninjutsu. Flippant 
and dramatic where Oboro was stoic and 
serious, Karasu's antics often drew the ire 
of his teachers, but none could emulate the 
ruthless Poise he displayed during even the 
most demanding of duties. 
Following the fill of Doma, however, 

Karasu was banished from the village as a 
traitor to his clan. Subsequent events saw 

him join the master ninja, Gekkai, in a plan to 
establish a new organization of imperial shinobi, 

until the deeds of his childhood friend allowed him 

before eventually being furced to retreat. Upon leaming 
that the betrayer, Karasu, had left with imperial furces fur western shores, 
Oboro was the first to volunteer fur a mission that would take him to the 
realm of Eorzea in search of the traitorous shinobi. 

to slip away from the alliance and into the shadows. 
Now free as the crow from whom he takes his name, the eccentric Karasu 
is believed to have remained in Eorzea, living out his whims upon a stage 
of his own choosing. 

Mudra 
Known as "mudra," the ritual hand gestures that allow a ninja to harness mystical energies 

can be considered the simplified components of more complicated incantations. By manipulating 
the aether present in heaven (ten), earth (chi), and man (jin), and further combining their 
effi:cts in predetermined sequences, the shinobi is capable of manifesting an impressive array 
of arcane phenomena. 

Rabbit Medium 
When classifying ninjutsu by the broader definitions of the arcane arts, one might describe 

the mudra of summoning as a fusion of both teleportation and summoning magicks: an 
aether-enhanced creature is bound into service, then furcibly transported from its domain to 
the shinobi's location. While not all ninjas are capable of such techniques, any failed mudra can 
result in the conjuration of a curious rabbit-like manifestation from some unknown dimension. 



Jr 

WHITE MAGE 
White magic, the arcane art of succor, was conceived eras past 

that the world might know comfort. Alas, man began perverting its 
powers fur self-gain, and by his wickedness brought about the Sixth 
Umbra! catastrophe. Although the art was subsequently furbidden, 
it is now in the midst of a revival at the hands of the Padjal, chosen 
of the elementals. 

HISTORY 

T he mages of Amaapor devised this arcane art during the 
Fifth Astral Era to counter the destructive black magic of 

Mhachi sorcerers. Focusing heavily upon spells of restoration and 
purification, the practice of white magic led to great advances 
in Amdapori socie!f. Intoxicated by their newfound power, 
however, the magi surrendered prudence to ambition. They 
created ever more potent magicks to wield in their conflict with 
Mhach-the infamous War of the Magi-until the clash of eldritch energies upset 
the very balance of nature. The warped aether manifusted as great floods, and the 
realm was drowned by what is now known as the Sixth Umbra! Calamity. 

Both cities were lost, and the magicks that brought about the catastrophe thence­
forth adjudged dangerous and furbidden. The ruins of Amdapor were swallowed 
by the furest-the &lien city and its secrets concealed by the elementals of the 
Twelveswood and it would be another thousand years before the art of white magic 
once more saw the light of day. 

Some five centuries past, the elementals relented, and did at last allow the 
legacy of the Amdapori magi to be wielded by a chosen fuw. The Padjal, 
revered leaders of Gridania, have since served as the stewards of white 
magic 1111d oversee it~ r.a.rr.fol in~tn1rtion. 

EQ!JIPMENT 

H EALER'S ATTIRE 
A raiment reserved for the rite of <l!!,ieting. Bestowed by the holy 

hands of Raya-0-Senna herself, this garb has been imbued with the 
blessings of A-Towa-Cant by means of a sw:ely pilgrimage to three of 
his resting places. 

THYRUS 
The great staff of House Cant, passed down through the f.un.ily line for generations. Carved 

from a log of petrified wood, this mighty relic acx:ompanied A-Towa-Cant on his final journey 
and was long thought lost along with its wielder. 

ORISON A TT IRE 
Pwcliased &om an antique store in Ul'dah, it is claimed that 
this healer's ensemble was recovered &om a stone coffin of 
indeterminate origin. An evaluation by a respected collector, 
jlowcvcr, later identified the attire as the same as that worn 
by high-ranking magi of the ancient Amdapori civilization. 
Estimated to be more than fifteen hundred years old, the 
material exlubits no sign of degradation, its pristine state 

attributed to the magically sealed sarcophagus within which 
it was stored. The cloth is extraordinarily light and smooth, 

but the method by which it was created is a mystery that 
confounds even the most accomplished weavers. 

S ERAPH C ANE 
Unearthed in the ruins of Amdapor, 

the head of this mage's staff is adorned 
with the carving of a delicate winged 

figure. Historians of the Fifth Astral Era 
identify the carving as the depiction of a 

heavenly guardian of mortals, a motif ubiq­
uitous amongst the statuary of the &lien city. 

Combined with this exquisite artention to detail, 
the cane's exceptional properties as an aetheric 

conduit suggest that it served as an arcane tool fur 
a white mage of the highest standing. 



TRICKS OF THE TRADE 
I Pulse of Life 

Drawing upon the aetherial reserves of every ally present, this potent incantation blossoms 
outwards from the white mage in a scintillating cloud of healing energil;s. The spell channels pure 
lire furce from the caster, reviving and restoring even those who have succumbed to fual injwy. 

I Benediction 

The beneficiary of this spell is instantaneously cured of all wounds. Rather than eXbllt!st 
the caster's own mana, Benediction gathers ambient aether and releases it in a single, 
concentrated burst of healing. 

I Holy 

This incandescent blast of purifying energies was devised by the white mages of Amdapor 
to combat the voidsent servants of Mhachi sorcerers. The battlefields of the War of the 
Magi were often illuminated by the spell's distinctive explosions. 

I Asylum 

Drawing upon ambient aether, this spell weaves a shimmering dome of restorati'l'C power 
within which even the most grievous of injuries will knit and heal It is said that A-Towa-Cmt 
developed the teehnique during his pilgrimage to provide swift s110C01' to large group, of woundi;rd. 

A-Tow A-CANT 
Race (Clan): Hyur (Midlander)/Padjal 

Gender: Male Age: 198 (Deceased) 
Epithet: The Wandering Padjal 

A-Towa-Cant's Padjali nature manifested 
soon after birth, and his proud Gridanian 
family willingly entrusted his upbringing to 
the conjurers of Stillglade Fane. A-Towa 
grew to become an accomplished Hearer, 
but soon grew dissatisfied with the role-he 
came to realize that to truly protect the 
Twelveswood he must also cleanse the 
source of impurities found beyond the 

confines of the forest. Accompanied by his 
devout companions, A-Towa traveled far and 

wide, employing his mastery of white magic to 
purge corrupted aether, heal the sick, and salve the 

suffi:ring. Ever consumed by wanderlust, the restless 
Padjal never returned to Gridania, and eventually met his 

end in the distant lands of La N oscea. 

The Elementals 
The ephemeral guardian spirits of the Twclveswood. With bodies comprised entirely 

of aether, these entities are nevertheless possessed of an intelligcnce and intent that 
can be sensed by those blessed with preternatural awareness. The elementals perceive 
the aether-draining nature of white magic as a direct threat to their existence, md fur 
centuries did they seek to prevent its secrets from reentering the world. 

The Padjal 
The youthful and long-lived Padjal are not a race unto themselves, but rather are 

born rarely into certain H yur fumilies in the Twelveswood, the process of aging 
slowing to a crawl as they approach pubetty. Naturally attuned to the whispers of the 
forest, these homed, childlike beings serve as a living link between man and elemental 
The Padjal have a long history as the region's healers and protectors, md as the chosen 
of the elementals are sanctioned in the use of white magic. 

EscHIVA K EYES 
Race (Clan): Hyur (Midlander) 

Gender: Female Age: 2.3 
Epithet: Eschiva the Aetherial 

Exlubiting heightened magical potential 
from a young age, Eschiva was encouraged 
to walk the path of C!,lllJury by mends and 
relatives. She quickly tired of her Padjal 
instructors' stilling conservatism, however, 
and abandoned her arcane studies- to 
become a lancer. Fallowing in her beloved 
grandsire's foouteps, Eschiva took to spears 

far more readily than spells, and soon forged 
herself into one of the guild's finest combatants. 

Eschiva's grandfather had been a follower 
of A-Towa-Cant, and even after the Padjal's 

passing, he conrinued to serve as a sentinel at 
one of the great mage's places of rest. Once old age 

claimed her grandsire, Eschiva would volunteer to shoulder 
his solemn duty. 
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BLACK MAGE In days long past, there existed an occult and arcane art known as 
black inagic-a potent magic of pure destructive force born forth by 
a sorceress of unparalleled power. Those who learned to wield this 
instrument of ruin came to be called black mages, out of both fear and 
respect fur their gift. Yet great power served to corrupt the judgment 
of mortal man, and so he unknowingly set out upon the path of ruin. 

HISTORY 

I n the lands ofYafucm at the peak of the Fifth Astral Era, the 
genius sorceress S hatotto wove the first spell of the art 

that became known as "black magic." Over the course of 
her lili:time, the Mhachi mage's obsessive research into 
destructive power gave rise to a host of devastating 
incantations and arcane weaponry. 

This new school of magic found many willing 
students, and cadres ofblack mages soon formed the of­
fensive core of Mhach's forces in the War of the Magi. 
But the casting of so many mighty spells drained 
the land dry of aether, and both sides of the terrible 
conflict knew defeat when the tortured balance of 
elements sought to right itself with the great floods 
of the Sixth Umbra! Calamity. It is small wonder, 
then, that practitioners of the arcane were mistrusted 
and reviled in the years fullowing this realm-spanning 
catastrophe. Black magic itself was branded a forbidden 
art, its secrets consigned to the darkest depths of history. 
In any age, however, there always exist those whose hunger 
fur ,knowledge and power drive them to explore the most lightlcss 
abyss. Thus it was that scal'l;el.y a century ago, a thaumaturge by the 
name of <ll!_quruka broke the seals of an ancient tome, and secretly 
donned the black robes of a lo~-forgotten cabaL.. 

EQylPMENT 

WIZARD'S A TTIRE 
A raiment of the black mage. Resplendent after two thousand years, this garb from the 

Fifth Astral Era is shot through with hex-spun mythril Such innovations give away this 
seemingly innooent piece of clothing as the invest for summoning creatures from the void- that 
otherworldly plane which makes sport of the sanity of man. 

STARDUST R OD 
A sorcerous staff crafted in the Fifth Astral Era by Shatotto, thaumaturge of black repute. 

Fashioned from remnants of a star ripped from its course by destructive magic, her Stardust 
Rods enjoy the highest regard from the worst sort of people. Death's Handmaiden was one of S hatotto's 

epithets, and despite the ravages of age, her relics live up to their dark reputation. 

GoETIA ATTIRE 
Goetia attire was originally worn by high-ranking Mhachi 
magi who were particularly skilled in enslaving the denizens 

of the void. Though appearing featureless from a distance, 
closer impc:ction reveals subtle arcane patterns in the cloth­
runes and symbols woven with thread soaked in the blood 

of pact-bound voidscnt. These patterns are said to amplify 
the power of the wearer, elevating the destructive po~ of 
the caster's spells to truly catastrophic levels. Infused with such 
potent properties, the authenticity of the robes becomes glaringly 
apparent when compated to the many imitations tnerchants seek 
to hawk as genuine relics of ancient Mhach. 

LuNARIS R oD 
An intrepid adventurer supposedly 

rerrieved this arcane weapon from the 
Yafucm Saltmoor at the behest of an avid 

collector of ancient oocult paraphernalia. The 
staff is topped by a crescent moon carved from 

the horn of a voidsent, the full sorcerous potential 
of which is focused by the two gemstones into a 

locus of thrumming power. Though there are no 
artisan's markings to identify its origin, the style of 

craftsmanship is unmistakably Mhachi, a civilization 
which thrived during the Fifth Astral Era. 



TRICKS OF THE TRADE 
I Meteor 

Gathering vast quantities of aether from her allies, the mage unleashes a gigantic mass 
of crystallized energy upon the hcods of her foes. Those who witness the unmatched 
destruction of this potent magick liken it to a burning star fulling from the heavens. 

I Manawall 
This arcane barrier is a manifestation of the magc's unyielding will All physical forces 

directed towards the caster with harmful intent arc robbed of inertia by the ManawalJ. 
greatly reducing their impact. 

IFlare 
Shatotto, the matriarch of black magic, devised this spell in her relentless pursuit of 

ultimate destructive power. Combining one's own mana with ambient aether, the caster 
triggers an explosion of monumental force. 

I Ley Lines 
The caster uses this technique to connect naturally occurring lines of energy and create 

a circle of power. While standing within this circle, the circulation of the magc's aether is 
accelerated, allowing him to weave spells with heightened alacrity. 

QgQYRUKA T ATARUKA 
Race (Clan): Lalafi:11 (Dunesfulk) 

G ender: Male Age: 132. 

Epithet: Master Ququruka 

In his youth, ~quruka was an accomplished thauma­
turge who, in his insatiable thirst fur arcane knowledge, 
turned his hand to the furbidden art of black magic. His 
research was painstakingly slow until he encountered 
three beastmen who shared his all-<:onsuming obsession. 
Combining their effurts, they pieced together broken 
secrets and p~pared a ritual by which black magic 
could be fully restored to the world. In his prideful 

arrogance, however, ~ quruka altered the rite with his 
own incantations. His meddling disrupted their tenuous 

command over the chaotic aether, unleashing energies that 
tore his beastman &iends apart, and reformed them into a 

singular abomination. 
Overcome by horror and remorse, ~quruka returned to 

Ul'dah, and convinced the authorities to confine him to the Marasaja 
Pit- the sultanate's deepest of dungeons. There would he lose himself in meditation fur 
a hundred years, until one worthy of donning the black appeared-a successor who could 
undo the dark deeds he had committed in the name of glory. 

Ambient Aether 
Ambient aether suffuses the natural world- when this energy is leeched dry, the 

surrounding land is stripped of its capacity to bear furth life. For most arcane arts, a 
mage's own reserves of mana suffice to fuel even the most powerful incantations, but 
certain formidable •pells from the school of black magic drink deep of the world's 
wells of life energy. 

The Books of N ald'thal 
These two occult volumes were scribed by the contemporary black mage, Q.!!.quruka 

Tataruka. Written in an obscure code and containing all the knowledge he had gleaned 
on the fur bidden art, Q.!!.quruka is said to have set down these secrets of black magic 
in preparation fur the arrival of a worthy successor. 

LALAI LAI 

Gender: Female Age: 2.4 

Epithet: Lalai Darkeycs 

A priestess of the Order of 
N ald'thaL During a visit to the 
Marasaja Pit to hear the conressio11 
of a prisonet, Lalai was distracted 
by the presence of powerful 
map. Seeking to identify the 
source of this arcane disturbance, 
she ventured into the deepest 
reaches of the prison. There she 

encountered ~quruka Tawuka:, a 
legendary mage who had spent the 

past a:ntury meditating in unbroken 
confinement. His vast knowledge of 

divine myth and ancient thaumaturgr 
ignited in her a burning curiosity-:i ravenous 

flame that demanded to be fed Thus it was that her frequent 
duties within the Pit masked her gradual initiation into the art 
of black magic at the fuot of her imprisoned master. 
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SUMMONER In millennia past, there lived mages who had the power to siphon the 
very essence of primals-gods ofEorzea's beast tribes-and then trans­
mute this energy into aetherial entities under their command. Known 
simply as summoners, the existence of these men and women and their 
arcane art had all but been lost to the ages until a recent resurgence 
triggered by the uncovering of long lost knowledge. 

HISTORY 

A civilization founded in the early years 
of the Third Astral Era, the Allagan 

Empire t:ontinued to expand even after the death 
of iu first roler, Emperor Xande. With the resources 
of a vast domain of conquered nations at their command, the 
Allagans made great strides in the field of aetherochemical science, 
cwiching the lives of those nestled within the empire's embrace. For many, 
QCiwCver, Allag's rule meant naught more than invasion and tyranny-a suffocating 
yoke which they sought to cast off with the might of primal deities. As these 
clashes dragged on, the summoning rituals of the oppressed grew more desperate, 
skewing the land's aetherial balance ever further away from equilibrium. 
It was during these conflicts that a new breed of mage arose who could 

transfurm the stolen essences of primals into biddable allies-aetheric servants 
known as "egi" that were employed to great eflect in the war against 
the summoned divinities. The Allagan people named these arcane 
adepts "summoners" in honor of their victories, and showered them 
with praise and respect. As the age wore on, however, the empire 
saw the emergence of mages who, made bold by virtue of their 
unsurpassed power, began wielding summoning magic to further 
their own ambitions. The once heroic reputation of summoners was 
sullied, and people came to believe that those who practiced the 
art were irrevocably tainted by the influence of the primals. Vilified 
and hunted by the superstitious, summoners gradually fell in number until both 
their existence and their knowledge faded completely from the empire. 

EQYJPMENT 

EVOKER A TTIRE 
Raiment of the Stllllmoner, discovered by the Sons of Saint 

Coinach along the shores of Silvertear Lake. These Allagan 
garments are estimated to be several thousand years old, their 
impeccable condition bespeaking the quality and ingenuity of 
their craftsmanship. 

T HE VEIL OF WJyu 
An ancient Allagan grimoire painstakingly restored by Gerolt, a 

weaponsmith and reinvigorator of damaged relics. Named after a fumed 
Allagan summoner-her other, more benign legacy being the eponymous faerie 
st6ft-The Veil af Wlyu was in such disrepair at the time of its discovery that there 
was thought to be little ,hope of it ever being used again. 

C ALLER A TTIRE 
This ancient raiment was excavated alongside 
other Allagan relics at the Silvertear Lake dig 
sit;. Festooned with ostentatious adornments, 
the garb was likely designed in the time 
when summoners yet enjoyed the adulation of 

the populace as conquering heroes. I ts gaudy 
appearance Jed the Sons of Saint Coinach scholar 
who unearthed the attire to speculate that the 
attire was ceremonial in nature, but others cite its 

exceptional arcane properties as undeniable proof 
that it served a more pracrical purpose. 

ALMANDAL 
This millennia-old grimoire of Allagan construction 

holds knowledge pertaining to the summoning 
of four distinct primals. The garish, golden 
decoration on the cover is believed to depict 

the interwoven 11Spects of every egi under the 
original owner's command-a symbol designed to 

aggrandize the summoner's might and expertise. A 
masterful work of deceptively intricate occult patterns, 

the incantations on each page have been engraved with 
a mythril stylus, lcuving the ink to settle into almost-im­

perceptible fumiws. 



TRICKS OF THE TRADE 
I Terafiare 

Ao oflcnsive magick that echoes the ruinous blasts of light unleashed by the elder primal 
Bahamut. All those who bathed in the drcadwyrm's scattered aether during the Seventh 
Umbra! Calamity possess the latent potential to master this mighty summoller spell. 

I Enkindle 
Ao advanced technique by which the summoner unlocks the true might of an egi, so named 

for the manner in which the actherial fires of the egi's existence are stoked into a roaring blaze. 

I Tri-disaster 
Ao oflcosive incantation comprised of three separate corrosive elements that gnaw away 

at a foe's corporeal being. This technique is thought to have been devised in remembrance 
of the trio of catastrophes instigated by the Warring Triad 

I Dreadwyrm Trance 
Certain egi require an impossible quantity of life force to maoifust as a separate entity. 

This technique was devised to circumvent such mortal limitations, allowing the summoner 
to harness the power of the elder primal Bahamut by infusing his own being with the 
essence of the mighty dreadwynn. 

TRISTAN LOWE 
Race (Clan): H yur (Midlander) 

Gender: Male Age: 2.7 
Epithet: Tristan Nightflickcr 

A funner member of the Immortal Flames 
with the rank of second lieutenant, Tristan 
served as a thaumaturge in Captain Danc­
ing Wo!Ps primal hunting unit alongside 
his elder brother, Kahedin. The siblings 
joined the expedition which succeeded 
in banishing Unt, but befure victory was 
achieved, Kahedin fell afuul of the entity's 

corrupting influence. 0 beying the unwritten 
law of his troop to "oficr mercy" to any in 

thrall to a primal, Tristan took it upon himself 
to slay his own brother. Foil owing the tragic 

incident, Tristan gradually withdrew into brooding 
silence, until one day he simply vanished from his post. 

Y 'MHITRA RHUL 
Race (Clan): Miqo'te (Seekers of the Sun) 

Gender: Female Age: 2.6 
Epithet: Y'mhitra the Learned 

Born the seventh of twelve sisters, this native 
ofSharlayao attended the prestigious Stw:lium 
where she specialir.e.d in the field of archaeology; 
Upon graduating, Y'mhitra joined the Sons 
of Saint Coinach, an organization dedicated 
to unearthing the ancient civilization of Allag, 
and when the Crystal Tower speared through 
to the surf.ice rollowing the catastropli:k 

events of the Seventh Umbral Calamity, 
she made the crossing to Eon.ea alongside her 

colleagues to survey the surrounding ruins. It 
was during these excavations that the researchers 

discovered Allagan tomestones detailing the existence 

He appeared again years later swathed in ebony robes and ominous power, 
an adept of the long-lost art of the summoner. 

of summoners-powerful mages who practiced the 
technique of reshaping the stolen essence of primals into biddable avatars. 
Intrigued and excited, Y'mhitra relocated to Gridania to further pursue the 
trail of history and deepen her understanding of the summoning arts. 

Egi 
"Egi" is the name given to the conjured avatars of a summoner. Only a practitioner whose 

aether has been stained by the essence of a primal can thenceforth shape her own energies 
into a willful embodiment of the original entity's dominant aspect. In the ancient tongue 
of the Allagan Empire, "egi" translates approximately to "pure" or "the essence 0£" 

Ascian of the Twelfth Chalice 
A lesser Paragon in service to the Ascian Lahabrea, this sinister villain preyed upon the 

vulnerable Tristan, funning the latter's intense hatred for beastmen and their primal.s. By 
empowering the young man with the knowledge of summoning, the Ascian of the Twelfth 
Chalice hoped to set Tristan on a campaign of bloody vengeance that would provoke the 
beast mbes into calling forth ever more potent incarnations of their brutal deities. 



SCHOLAR In an age long past, when mankind flourished under the radiance of 
arcane mastery, the island ofVylbrand was home to a city-state called 
N ym. Though the history of that age tells of countless wars waged with 
earth-shattering incantations, it was the brilliant strategic maneuvering 
ofN ym's scholars that allowed their mundane army of mariners to throw 
back would-be conquerors time and again. 

H ISTORY 

T he Fifth Astral Era was an age defined by remarkable advances in 
the arcane arts. In such an age, the nation ofNym, with its scant 

population of sorcerous adepts, found itself at a distinct disadvantage when 
pitted against the ruthless black magcs of Mhach or the relentless white 
magcs of ,4Jndapor. 

Thus it was that the N ymian military relegated its few precious sorcerers 
to a spccializ.ed 1upport role within its standing army. Rather than serve 
as simple healers, however, these men and women were expected to take 
command of the battlefield, and weave spells that maximized the mariners' 
effi:ctiveness in combat. 

In answer to the demands of their new position, N ymian magcs learned to bind 
and control fucries that they might entrust the otherworldly creatures with a share 
of the restorative duties. This allowed these students of war to focus more fully 
upon £trategy and tactics, a practice which earned them the title of"scholar." But 
even the most brilliant tacticians could not outmaneuver the tragedy that was to 
come. As befell many wonders of the era, both the military wisdom of N ym and 
the disciples of its teaching were lost to the colossal floods of the Sixth Umbra! 
Calamity. 

EQyIPMENT 

SCHOLAR A TTIRE 
Raiment of the pbrontist. The formal garb of the scholars of N ym betrays their military 

nature, and indeed, this shade of direwort dye is still called "brigade brown." The N ymians 
believed in the unity of mind, lllllgic and martial ways and produced extraordinary thinkers such as 
Surito Carito, whose vest is the centerpiece of this attire. 

T HE O MNILEX 
A repository of all military tactics known to man, compiled in that canny city called N ym. Copies 

of the Omniux were once merely uncommon, but became almost impossible to acquire afier the 
majority were irrevocably ruined by the waters of the great flood. 

SAVANT'S A TTIRE 
Recovered from the Floating City ofNym by 

an intrepid adventurer, this garb was identified 
as being of N ymian design. believed to have 
been invented in the latter part of the Fifth 
Astral Era. An experimental uniform issued 
exclusively to the scholar elite, the crystal 

tubes attached to the forearms could be infused 
with the wearer's own aether. This allowed 
the scholar to later call upon ready reservoirs 

THE ELEMENTS 
Ambushed by Sahagin whilst casting his nets off the 

coast of western La N oscea, a fisherman stumbled 
across an ancient trove of stone receptacles after 
seeking refuge in a sheltered inlet cave. Hoping 
to claim some lost treasure that might pay fur his 
battered boat, the fisherman was satisfied to discover 
a curious tome. A sl,lbsequent visit to a collector of 

antiquities revealed that the book was in fact an artif.u:t 
of?'{ yin-a grunoire conlllining the nascent magicks and 

of mana to amplify the potency of her -spells, 
although manipubtion of energies stored in such a 
fubion is thought to have required a degree of control 
posacsscd only by the most accomplished savants, 

techniques of the military scholar. The tome was placed 
on auction, and quickly snapped up by Rowena's House of 

Splendors. Needless to say, the price fetched by the precious relic allowed the 
fisherman to replace his damaged boat with a &r larger vessel 



ALKA ZoLKA 
Race (Clan): Lalarell (Plainsfolk) 

Gender: Male Age: :i.o 
Epithet: Alka Zolka the Thinker 

TRICKS OF THE TRADE 
I Angel Feathers 

"71,, f,uri, sprrAII h,r ""[!lie .,,;,,g,. """ A 1'1UJ111Unng t;g/,1 ,,tpl,d<tf01Jtr rh, .Attkji,ld. 
As it WAJhtd """ m,, J jilt m7 p11i111..bsidt, a,,J where I hAd tbo"f!,, "'JulffotAIIJ /,r,l,n,, 

I was whole ..gain." 
• Anooymous adveoturer descnbing the healing power of' a scholar's faerie compaoioo 

IAdloquium 
The scholar's staodard-issue healing spell As well as closing wouods, Adloquium was 

designed to graot a sccoodary effect: a temporary arcaoe shield that helped protcet &ootline 

marines from further injury. 

I Leeches 
This spell cleaoses the recipient of deleterious cflccts. .According to the histories of N ym, it 

was devised to counter the insidious, debilitating magicks favored by the bbck magcs of Mhach. 

I Deployment Tactics 
This technique developed as a logical extension of military scholar philosophy. The mage 

eliminates the need fur leogthy incaotations by usiDg a previously ~ spell as ao axis, aloog 

which the existing boon cao be exteoded to oearby allies. 

SURITO CARITO 
Race (Clan): Lalarell (Plainsfolk) 

Gender: Male Age: 160; 
Epithet, Surito Carito the Stratc_gist 

Born to parents employed by the 
Mealvaan's Gate customs house, Alka 
Zolka grew into a youth with a refined 
appreciation fur reading. Surrounded by 
the unlettered children of fishermen and 
sailors, however, his love fur books was 
often mocked as the pointless pastime of a 
weakling landlubber. Fueled by indignation 

and determined to prove that strategy 
trumps brute force, Alka presented himself 

A scholar of the Nymian Royal Marines, 
S urito Cari to devoted himself to concocting 
a cure fur an eldritch plague that gradually 
transformed the afflicted into hideous, stunted 
monsters. The blight had found ill way 

into N ym on the decks of a trading vessel 
near the end of the Fifth Astral Era, and 
Surito himself etentually succumbed to the 

contagion befure his budding treatment could 
be perfected. But his misfortune, and that of the 

as an aspirant to the Marauders' Guild upon 
his sixteenth nameday. Though his peers within 

the guild held his intellectual pursuits in equally 

other victims. was not to end there. The people 
were so terrified of the. disease that they began 

calling its sufferers "ton berries," equating their 
low regard, he weathered their jeering insults with 

unyielding stoicism. Alka had learned of the military tactics of N ym from 
an ancient tablet, and knew that if he could but recreate their wisdom, 
he would wield a weapon greater than any reaver's axe. 

existence with the fi:arful creatures of myth, and the 
entire temple into which the malformed N }'IBians had been herded was sunk 
into the nearby lake. Submerged under water and bound behind powerful 
warding magicks, Surito would slumber fur more than fifteen centuries 
befure the arcaoe seals upon the temple were sundered by the advent of the 
Seventh Umbra! Calamity. 

~==~~~=======-=-=-=--==--=--=====-=-------

r Faeries 
I With soul crystals providing an anchor for their existence, these otherworldly 

servants are made manifest through the accumulated aether of past N ymian mages. 

Faeries are known to adopt at least two different forms: Eos, whose domain is sunlight 

and restoration; and Selene, whose domain is moonlight and invigoration. 

Lily 
Lily is the name of Surito Carito's fuerie, ao aetherial entiry summoned into the 

prescot day when ao adventurer inadvertently came into possession ofSurito's lost Soul 

of the Scholar. Though Lily is incapable of speech, occasional acts taken independent 

of her master's commaods evince the existence of a distinct personality aod will 
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DARK KNIGHT 

HISTORY 

I n the year 960 of the Sixth Astral Era, a commoner by the 
name ofTryphaniel the Unshod was granted knighthood fur acts 

of valor upon the battlefield. A young man with an unwavering sense 
of justice, Tryphanicl's desire to champion the cause of the lowborn was 
undiluted by his entrance into the privileged world of the nobility. It was 
this same moral furtitude that bid him trail after a clergyman after witnessing 
the robed figure drag a squirming child from the alleys of the Brume. The 
knight's suspicions were confirmed when he entered the secluded domicile of 
the priest only to find him committing unspeakable acts upon the body 
of the abducted wai£ Noticing his unexpected visitor, the clergyman 
attempted to e«plain away his vile actions as a furm of "exorcism," but 
the incensed Tryphaniel drew his sword without hesitation, and answered 
the babbled excuses with a single, fatal blow. 

Rather than praise his heroism, however, the knight's peers con­
demned him fur slaying a holy member of the church. He was forced 
to defend his life in a trial by combat, but though he survived, it was 
doaeed that he would be strippc,:1 of his knighthood. Unflinching in the 
race of accusations that he had fullen to darkness, Tryphaniel roared thar he 

The pious Ishgarclian clergy guide the flock, and the devout knights 
protect the weak. Yet even the holiest of men succumb to the darkest 
of temptations. None dare to administer justice to these sacrosanct 
elite residing outside the reach of the law. Who, then, defends the 
feeble from the transgressions of those meant to guide and protect 
them? A valiant few take up arms to defend the downtrodden, and 
not even the holy priests and knights can escape their judgment. 
Pariahs in their own land, they are known by many as "dark knights." 

would gladly surrender a title that requited him to tum a blind eye to a child's sufrering. 
He cast aside his crested shield-the symbol of his station-and continued his crusade 
fur the commonfolk with no thought or fear fur whar others held taboo. His righteous 
deeds inspired some courageous few to embrace the path of the furbidden, and thus 
the legacy of the dark knight was born. 

EQ!]lPMENT 

CHAOS ARMOR 
Passed down through generations of dark knights, this antique set of armor 

was furged oflshgardlan steel and appears sheathed in a mint nimbus of shadow. 
While the plates may once have shone like well-polished iron, years of blood 
spatter have dulled the metal's natural gleam. 

D EATHBRINGER 
Some two centuries ago, a troubled smith crafted this weapon as the price fur a dark 

knight to punish a terrible injustice. The knight accepted the payment, and fuund a fitting 
name fur the gmatsword after baptizing its blade in the lifeblood of the guilty. 

I 
K uMOKIRIMARU 

This great katana was furged by a Doman artisan 
at the behest ofRowena's House ofSplendors. Said 
to resemble a weapon described in Far Eastern leg· 
end-tbe divine sword that cut down the monstrous 
spider-spirit "tsuchigumo"-the blade becomes 

thicker as it nears the tip, giving the weapon a top-heavy 
balance. In the hands of a master swordsman, howc;ver, 

this awkward weight can be exploited to generate swings 
powerful enough to cleave through a giant's thigh. According 

to the weaponsmith Seika, certain improvements could further 
enhance the quality of this already devastating weapon. 

D AINSLAIF 
Crafted in the Churning Mists at a time 

when peace prevailed between Dravanian and 
man, this greatsword and the dragon-like design 
of its crossguard is representative of that har,­

monious age. Dainslail's creation (l!Cdates the 
appearance of dark knights by some centuries, 

and was originally commissioned fur an orthodox 
knight of high standing. Intended fur the purpose of 

monster slaying, the weapon's blade was furged with 
sufficient resilience to endure repeated blows against thick 

bones and dense hide. 



TRICKS OF THE TRADE 
I Dark Force 

By infusing a vast well of aether with her own inner darkness, the dark knight fomis arcane barriers of' 
impregnable midnight. The sight of liquid shadow pouring from a sky torn open by this otherwise benevolent 
technique is commonly described as "unsettling." 

I Hard Slash 

A sweeping slash, followed by a punishing upward slice. The most fundamental attack in a dark knigltt>s 
repertoire, this technique originated from a now-antiquated style of knightly combat. 

I Unleash 

Releasing his pain and rage upon nearby foes, the dark knight manifusts an inky black circ!e af spikes on 
the ground around him. All those caught in its thorns are struek by unreasoning te!TOI", and an irresistib~ 
need to claw away its source. 

I Living Dead 

This dark art allows the practitioner to continue fighting through the most heinous of injuries, an<! exhibit 
an immunity to pain usually attnbuted to the shambling undead. Though undeniably clkctive, abandoning 
one's corporeal form to negative energy in this manner, however briefly, is an act fuuight with mortal peril 

FRAY MYSTE 
Race (Clan): Hyur (Midlander) 

Gender: Male Age:~, 
Epithet: Fray of the Onyx Shade 

An orphan of the Brome, a young Fray 
was set on the dark knight's path when his 
future master found him plotting revenge 
over the body of a mend unjustly executed 

by Holy See officials. Proving an apt and 
inquisitive student, Fray approached both 

the book-bound and physical aspects of his 
training with equal eagerness. But it was 

the desire to aid his master and the fiery 
S idurgu in their duties that truly drove the 

youth to excel Alongside his volatile fellow 
disciple, Fray later succeeded in rescuing the 

maiden Rielle from an undeserved fate, but would 
himself full afoul of her pursuers. Dragged before 

the Tribunal for trial by combat, the dark knight fought with skill and 
righteous rage only to full to the dancing blade of the court's champion. 
It is a testament to Fray's devotion to lire and those he left behind that 

his soul crystal would burn with such undying intensity-

Darkness 
Arising from the rear and wrath within the dark knight's own soul, this shadowy flame 

feeds greedily upon her body's aether, its stygian fires coursing through her blade and 
fueling her cldritch arts. But as ever, such power comes with a price: should the dark knight 
lose control over this darkness, she will be consumed in a backlash of entropic energies. 

Dark Arts 
Fueled by the darkness from within, the dark knight employs these techniques to 

lend an arcane edge to the blows of her greaisword. Though known for their disdain 
for shields, the fighting style of the earliest dark knights was nevertheless built upon 
mundane swordplay, and it was not until several centuries later that one of their order 
first unlocked the secrets of the dark arts. 

SIDURGU 0RL 
Race (Clan): Au Ra (Xaela) 

Gender: Male Age: ~6 
Epithet: Sidurgu of the Obsidian Hean 

As a child, S idurgu lived wirli his family 
in a frontier town of Othard, until their 
settlement full under the subjugation of the 

invading Garlean Em~ Unable to endure 
the stifling regime of their conquerors, his 
parents bundled him into a can along with 

their meager possessions, and fled into the 

wilderness soon after his sixth nameday. For 
five years they wandered, seeking a place 

to belong, before their journeys eventually 
brought them to Eorzea's shores. Like many 

of their race, they found themselves drawn to 
the plains of Coerthas, where they hoped to ado,Pt 

the nomadic ways of their ancestors-but neither fate 

nor the I shgard~ were kind to the Au Ra. 
Molded by a lire of trageqy, the displaced Xaela found himself well 

suited to the mantle of a dark knight. Now bereft of fumil:,,; master, and 
full ow apprentice, S idurgu wears his stem demeanor like a suit of armor, 

impenetrable to all perhaps but his young charge, Riclle. 



• 
MACHINIST Following the example of Cid Garlond, who had time and again 

demonstrated the potency of magirek, the Skysteel Manufactory began 
their tireless work on the development of advanced armaments. As 
new and devastating weapons were brought to the fray, a new class of 
champion arose to wield them-the machinist. 

HISTORY 

D own thro~ the centuries of lshgard's endless conflict with the Dravanians, 
the city-state's etlgineers have devised and improved upon myriad dragon-killing 

contrivances. Their successes inspired the constr11ction of the Skysreel Manufu:tory in 
the year 1483 of the Sixth Astral Era, where resident artisans to this day continue to 
invent weapons such as the cerulcum-propelled giant ballista, and the quad-barreled 
Bertha cannon. 

Many of these modem advances can be attnbutcd to Stcphanivien de Haillcnarte, the 
manufu:tory's brilliant cliief, who has enthusiastically welcomed the assistance of Garlond 
Iron'works with incorporating imperial magitck into traditional Ishgardian crafumanship. Rath-
er than simply adapt this technology fur existing purposes, however, Stephanivien has combined 
magitck with aetherology to develop an entirely new furm of weaponry. His primary achievement 
has been the creation of the aethcrotransfurmcr- a device which converts the wearer's innate mana 

into the ligbtning-aspectcd energy suited fur powering the chiePs revolutionary inventions. In 
addition to instructing volunteer& in the use of the transfurmer, S tephanivien has employed a 
master of marksmanship &om Limsa Lominsa to train an ever-growing number of recruits. 
Armed with their signature firearms and a repertoire of technological marvels, these 
soldiers of a new age are known as "machinists." 

EQ!!IPMENT 

M ACHINIST'S ATTIRE 
Based on a proposal made by Srephanivien, the design 

of this garb prioritir.es case of movement over the heavy 
protection favored by close-quarter combatants. Its most 
distinguishing ~ature is the 1ide-apron tool pouch, used to 
store a machinist's transfurmer, ammunltion, and various 
other devices employed in the machinistry profussion. 

F ERDINAND 
This double-barreled firearm ~turcs a unique furm of propulsion that relies on a wind 

crystal-pressurized cartridge rather than the explosiveness of firesand. A lack of confidence in 
this overly ambitious design led to the weapon being falsely peddled at market as an invaluable 
antique to recoup the costs of its constrUction. 

PRE-IMPERIAL 
G ARLEAN REVOLVER 

This antique firearm was the first of its kind to 
~ a cylindrical magazine, allowing a marksman 

to fire multiple shots bcfure reloading. The design was 
still popular when the imperial army came into fotmation, 

and exquisitely decorated revolvers were commonly issued to 

~ 
~~ 

P EACEMAKER 
Excavared &om the Allagan ruins at 

Silvertcar Falls, this firearm appears at first 
g1ancc to possess muhiple barrels. Closer 

inspection of its irregular mechanisms, 

officers whose rank aflorded them the title of "tol" or better. 
It is not known by what route it came to the hinterlands, but the 

Sbiirlayans were said to keep a pristine model of the weapon in the 
Great Guba! Library as part of their efforts to catalog the history 

aod knowledge of the known world. 

# .',-.,,~ 
·. ) C • • 

however, reveal the weapon capable of firing 
only single shots, with the motion of the central 

cylinder intended to spin the bullct and stabifu.e 
its trajectory. The lightning crystals embedded in its 

frame arc assumed to serve the function of increasing a 
shot's initial velocity. 



TRICKS OF THE TRADE 
I Satellite Beam 

"FIMring contr,.priml Oh, th, s1tt1llitt! A:,,, th, b/1,st .,,,., e1Jen more impnsswt ti,,.,, l 
,xp,a,d! Tb, c,ystlll driv, unit's emi4sion WAS posirivefJ blinding! PitJ 116- tb11t honvnd,111 

burning smell, though-" 

- Machinist discussing the aftermath of a battle. 

I Slug Shot 
Swapping out standard bullets fur an oversized slug, this shot impacts the target with 

shuddering furcc. In this f.ishion, a trained machinist employs various techniques to take 
advantage of a multitude of custom ammunition. 

I Gauss Barrel 
An attachment for machinist weapons. By infusing the bmel with the actherotr.mdimner', accu­

mulated energy, the velocity and penetrating power of subsequent shots arc substantially increased. 

I Ricochet 
After casting out a number oflshgardian steel reflectors, the machinist fires a single bullet 

that bounces between each metal plate. This technique can hit ml,l!tiple targets with its 
deadly and unpredictable trajectory. 

STEPHANIVIEN DE HAILLENARTE RosTNSTHAL 
Race (Clan): Elez.en (Wildwood) 

Gender: Male Age: 30 
Epithet: Stephanivien Brightsun 

The eldest son of House H aillenarte, 
as a child S tephanivien often indulged 
his obsession with machinery by visiting 
the manufuctory, his ready mind quickly 
absorbing whatever scraps of knowlodge 
the engineers in his f.unily's employ would 
throw his way. His frequent association 
with lowborn artisans-unheard of amongst 
the haughty nobility of Ishgard- likely 

contributed to S tephanivien's unusually 
enlightened attitude. After coming of age and 

unoflicially assuming the position of manufactory 
chief, Stcphanivien actively sought the cooperation 

of organizations outside of Ishgard, drafting a contract 
for technological exchange with Jessie Baler, the deputy president 
of Garlond Ironworks, and hiring a Limsa Lominsan to instruct his 
machinists in marksmanship. He is also a staunch believer in encouraging 
the martial independence of Ishgard's commoners, reasoning that every 
machinist recruit can only strengthen the city-state's deli:nses. 

~,~-----
Aetherotransformer 

This device converts the wearer's aether into lighting-aspected energy, which is in 
turn stored within the transformer's crystal cores. The machinist then draws upon this 
accumulated energy to both power and enhance her unique repertoire of weapons, 
requiring her to master skills far beyond those trained by any mundane musketeer. 

Autoturret 
These portable, self-firing cannons come in two variations: the rook, which fires 

upon a single target; and the bishop, which saturates the area with bursts of electrical 
energy, Stephanivien later improved the versarility of autoturrets, allowing a machinist 
to convert the cannons into tools that replenish mana and restore vigor. 

Race (Clan): Roegadyn (Sea Wolf) 
Gender: Male Age: ff 

Epithet: Rostnsthal the Reborn 

Rostnsthal was once better known as 
Sthalmann Sthalmannsyn, the commodotc of 
Limsa Lominsa"s Knights of the Barracuda. 
At the peak of his career, S thalmann was 
responsible fur ordering a self-serving and 
reckless operation that aimed to oust the 
current Admiral using the treasures of the 
&bled Seal Rock-a mission that succeeded 

in uncovering a ritual object for summoning 
primals. But the operation soon went awry. 

With many of his subordinates slaughtered, and 
the artif.u:t taken, S thalmann's reputation was 

shattered beyond repair. Stripped of his rank, he 
took up the name "Rostnsthal," (meaning "rusry 

steel" in the old Roegadyn tongue) and recruited his own crew of pirates 
in an ultimately unsuccessful bid to steal back the lost relic. The years 
following this failure were spent wallowing in cheap grog and misery, 
until an unexpected oficr from distant lshgard saw him accept the post 

of a marksmanship instructor. 



ASTROLOGIAN 

HISTORY 

T he famed author of Tbe Fi'lle .Ag,s, the Sharlayan 
sage Lewphon devoted two decades of his lifi: 

from the year :uo to the year ~30 of the Sixth Astral 
Era to compiling a comprehensive scudy on the merits of 
star gazing. By analyzing the expansive historical records 
of man's attempts to read his own futc, Lewphon hoped 
to separate the fables of superstition from the more reliable 
knowledge of evidence-based astrology. What his methodical 
scrutiny uncovered, however, was that much of the ancients' wisdom 
was fuunded in legirimate arcane theory. This revelation shifted the entire 
fucus of his research, and his subsequent efforts to reconstruct and adapt 
these principles resulted in the creation of"astromancy"-an art which 
atnmed the wielder's aether to the movement of the heavens. 

Following Lewphon's discoveries, the cards of the furtune teller-previously 
considered an amusement fit only fur children-were re-evaluated from an academic 
perspective. The deck of arcana. with its cards representative of the constellations, 
was inregratcd along with the star globe into a uniquely Sharlayan discipline 
of magick. 

EQ!!IPMENT 

W ELKIN A TTIRE 
These robes have long been the standard garb fur astrologians of the 

S harlayan S tudium. Designed to confurm to the traditional attire of mages, 
the addition of a crescent moon adorning the hat and a sunburst at the 
waist allowed the profi:ssion of the wearer to be more readily identified. 

A TLAS 
This star globe was built in the fifteenth 

century of the Sixth Astral Era-a recreation 
based on the sketches ofLewphon, the father 
of Sharlayan astromancy. With its intricately 
designed pieces depicting a plethora of astrological 
phenomena, this arcane instrument is considered a priceless 
relic as a work of art alone. 

TENKAN C HISHI 
Commissioned by Rowena's House of Splendors, 

the Tenkan Chishi is the work of one of the 
Doman artisans who assisted with the expansion 
of Revenant's TolL Although the base design 
of the globe is Eon.can, the finished piece is 
obvious in its Far Eastern inftuenccs. Lacquer 
has been applied to the metallic surfaces, then 

baked at high temperatures to produce a uniquely 
beautiful sheen. Even among similar instruments, the 

revolutions of its spheres are considered to be uncom­
tnonly smooth and accurate, speaking to the extraotdinary skill 

of its creator. 

In his quest to master the skill of furesight, man turned his gaze to 
the ttuth writ in the heavens. It was the people ofSharalyan. however, 
who saw fit not only to read the stars, but to write their movements 
as well By attuning their aetherial energies to that of constellations, 
they learned to wield magicks with heretofore unseen properties. Thus 
was astromancy born-a new form of magick which grants its users 
power over fute. Employing a star globe and divining deck in their 
miraculous deeds, furtune always smiles upon these masters of arcana. 

H ALONIC P RIEST'S 
P LANISPHERE 

The astrologian Lewphon presented this 
globe to the Holy See as part of his efforts to 
introduce Sharlayan astromancy to the nation 

of lshgard. At Lewphon•s instruction, the 
Ishgardian artisan who crafted the instrument 
took pains to capture aspects of the orthodox 

faith in its design, in a somewhat unsubtle attempt 
to sway the hearts of the conservative clergymen. 

Despite the exquisite quality of the work, however, 
the planisphere was overlooked in the constant Hood 

of offi:rings made to the church, and consigned to gather 
dust in the comer of some lightless storeroom. 



·~ 
LEVEVA BYRDE 

Race (Clan): Hyur (Midlander) 
Gender: Female Age: 16 

Epithet: Leveva Heavensreader 

TRICKS OF THE TRADE 
I Astral Stasis 

By throwing wide the gate to the seventh heaven-the highest of the astral domains- the 
astrologian fuvon the battlefield with celestial benediction. This technique is said to hold 

the power to skew one's fute towards an almost certain victory. 

I Benefic 
Astrologians channel healing energies by attuning their aether to the "bencfic" bodid in 

the heavens. Paired with an affinity fur "malefic" bodies to effect destmcti~ magiclts, this 

attunement represents the fundamental principle of astromancy. 

I Gravity 

This magick manipulates the inexorable pull of the stan to magnify the furce of gravq, 
Creatures within the area are subjected to a cru.,hing pressure, with the wont of the effi::cts 
centered on the primary target. 

I Celestial Opposition 
Considered to be the very essence of astromancy, this technique binds the astrologiap'a 

aether to the loftiest of heavens. A single tug on this celestial coni alters the patterns of 
f.tte, showering allies with furtune, and afHicting fues with sudden advenity. 

}ANNEQYINARD DE DURANDAIRE 

Gender: Male Age: 3~ 
Epithet: J anncquinard the S uccedcnt 

Leveva's parents both died early in her 
lifi:-her mother during childbirth, and 
her father a scant few years later, This left 
the orphaned girl to be taken in by her 
grandfather, Mace, a renowned professor of 
astromancy, and his influence is ever present 

in her decidedly un-youthful perspective and 
manner of speech. Burning beneath Leveva's 

The sole proponent of astromancy in Ishgard, 
J annequinard began his studies in the art when, 
during his furmarivc years, he spent several 
moons at the Sbarlayan settlement in the Dra­
vanian hinterlands. Barely had he begun to grasp 
the fundamentals, however, when the Sharlay:ms 
withdrew to the Old World in fear of the Garlean 

Empire's hostile advance. J ~quinard found 
mature veneer, however, is a fiery ambition to 

embrace her destiny, and continue her departed 
father's work to bring astromancy to the wider 

world. Thus, when she learned of lshgard's desire to 
host an envoy of Sharlayan astrology, she immediately began making 
preparations to depart fur Eonea. But despite the haste of her decision, 
she did not make it in ignorance of the displeasure likely to be evinced 
by the isolationists in the F orwn... 

Arcana 
The cards of the astrologian's divining deck 

are known as "arcana." Each major arcanum is 
decorated with an illustration representing one 

of the six elemental heavens, and serves as a 

symbolic link between the practitioner and the 

constellations from which she draws power. 

Ekment 

Fite 

Water 

Wind 

Ice 

Lightning 

Earth 

Order 

The Second 
Heaven 

The Fifth 
Heaven 

The Fowth 
Heaven 

The Sixth 
Heaven 

TheThird 
Heaven 

I The Fint 
Heaven 

Arcana 

The 
Balance 

The 
Ewer 

The 
Am,w 

The 
Spear 

The 
Spire 

The 
Bole 

himself suddenly bereft of both tutor and classroom, 
and had little choice but to make his way home. 

Upon his return to Ishgard, the disappointtd and dis-
satisfied noble leveraged the infl\lence of House Durendaire 

to secure a position at the Athenaeum Astrologicum. Fixated upon the dragon star 
and predicting the movements of the Horde, however, his colleagues had little time 
fur the intricacies of astromancy, and J anncquinard's efforts to pursue the discipline 
met with disinterest, if not outright mockery. 

Myth 

The Balance represents the heaven of fire-a realm JD2de prosperous by the blessing 
of the Traders, but at the same time, one whose equilibrium is maintained by the 
divine judgment of Azeyma, the Warden. 

It is said that through the fifth heaven Rows a mighty river canying the water spilled 
furth from the Scholar's vessct And in that water is the knowledge of all that have 
come befure and all who will fullow-tbc aether apun from Nymcia's loom-the 
aether from which all magicks an: drawn and to which all magicla return. 

The fuurtb heaven-or the Heaven of Wind- wu created atop a lofty peak by 
Oschon, the Wanderer, whose footsteps had been guided by the Navigator. 

The Spear is the gate to the sixth heaven, where the Fury resides in a palace of ice 
carved by Her own spear-ice furmed of moonbeams collected~ the Lover, ~ 

In the third heaven risco an iron tower of ,pinning gean and taut springs constructed by 
the Builder Himsel£ It is assailed without a,a,e by the j,:ah>lll Rhalgr, but the Deatroycn 
mighty levinbolts only serve to ~r the spire's clocnvork soul. 

This constellation is thought to be the gate to the mu heavon-thc heaven which 
holds the World Tree. Planted by the Matron and nurtured by the Keeper, the World 
Tree is the soun:c from which lili: i, said to spring. 



• THE DECK OF SIXTY 
---- ---------------

While a recent resurgence in Sharlayan astrology has increased the visibility of the major arcana, 
these six cards represent but one small portion of a much larger deck that has seen thousands of years of use-the Deck of Sixty. 

While the origins of the deck are unclear, evidence of its use is apparent in almost every one of the Astral Eras. 

BUILDING A D ECK 

The Deck of Silty is most cotllblonly divided into two distinct groups, 
the major arcana and the minor arcana. The six major arcana-the Spire, 
the Ewer, the Bole, the Arrow, the Balance, and the Spear-are said 
-to represent the heavens and thus most often utifu.ed in astrological and 
divinatory pursuits. Conversely, the minor arcana are believed to represent 
the land and its people, and feature six suits, each containing six cards 
numbered I through 6 {the pip cards), and three fu:e cards, fur a total of 
fifty-fuur. Each suit possesses a corresponding element, class, and fuculty, 
as well as direct tic to one of the six major arcana-all characteristics that 
can be employed (at the teller's discretion) during the scrying of a fortune. 

I The Power of Twelve 
Factors ofTwclvc (wbimsically rcfclTCd to by numerologists as"= of the god,") 

can be seen everywhere in the Deck of Sixty-six (half of twelve) major arcana, six 
(half of twelve) minor 2=1lll suits, six (half of twelve) times six numbered cards, three 
(one half of six) times six fu:c cuds, three (one half of six) clements each represented 
by one of two (one sixth of twelve) schoolsof magic-t:baumaturgyand conjury (also 
known as Actbcrial 'l'ripliciry), and two (one sixth of twelve) gods to represent each 
of the six (half of twelve) clements (also known as Divine Duplicity). 

B ASIC FORTUNE-TELLING 

Of the Deck of Sixty, the six major arcana are the cards most often 
used fur divining f.itcs. There are countless methods employed by both 
repvtable and would-be cartomancers across the realm, some using only 
a single card, others using the entirety of both the major and minor 
arcana. Two spreads, howevi:r, have proven the most common throughout 
Eon.ea-the Xr:inity and the Dawn Cross. 

I The Trinity 
The first, and perhaps most simple spread is a basic three-card spread, oft 

referred to as the Trinity. The arcana are shuffied and then three are drawn from 
the pile and placed, fuce down, in a row-the first to the left, the second to the 
right, and the third twixt the previous two, slightly raised. The =ds are then 
rurncd in the order they were placed, the first rep1esenting the subject's past, 
the second, her present, and the third, her future. 

As each of the cards represent two gods ( one of astral polarity, one of umbral), 
rwo dillcrent tncanings can be gleaned from the arcana depending on the direction 
they fuce when turned. In their proper, qpright posit on. they take the astral 
interpreurion; when inverted, they take the umbral 

The Anow(LlJmlatn) IqlrelCDIS a pat oca VOJ'll'F, the invcnc:d Spire (RhaJu) 
a trial anaidy &.m, and the Spe11 (Hai.-) ~ 11110CCS1 at that trial 

Suit Alternate I Faculty Class I Element Major An:ana 

Crowns Wreaths Dominion Nobility Lightning The Spire 

Cups Hearts Emotion Clergy Water The Ewer 

Ring, Pentacles Possession Merchants Earth The Bole 

Knives Swords Cognition Military Wind The Arrow 

Staves Batons Volition Smallfulk Fire The Balance 

Irons 
I 
Chains Contrition Prisoners Ice 

1 
The Spear 

I 

Face cards C011Sist of the 
"'lmPc." the "Ion!," and 
the higbcst-~ "lady." 
When used in o:,njoocrioD 
with the pip cards, their 
numerical va1nts an: 7, 8, 
and 9 ,apeaively. 

I The Dawn Cross 
A second spread known as the Dawn Cross uses all six of the major arcana and 

is believed to provide more detailed information regarding a subject's rate. The 
=ds are shuflled and drawn one at a time. The first =d drawn is placed race up 
in the scrying table's center. This card is also known as the "core" and represents 
the subject's present state. The second card is placed immediately to the core's 
left and represents what, in the past, has exerted influence over the subject. The 
third card is placed immediately to the right of the core and represents what 
will most affect the subject in the near future. The fuurth card is placed below 
the core, with the fifth card placed immediately below that one. These =ds 
represent misfurtune the subject may fuce in the foreseeable future and the root 
of that misfurrune respectively. The sixth and final card is placed directly above 
the core to form the cross, and is representative of the subject's overall furtune. 

ARCANA AS ENTERTAINMENT 

Use of the Deck of Sixty is by no means limited to divination. Records 
from as far back as the Third Astral Era show that the people of Eon.ea 
have long applied the cards to such leisurely pursuits as gambling or 
disport. Some popular pastimes include the following: 

Hide the 
High Heart 

Knights & 
Knaves 

Louis Louis 

The 
Whispering 
Pillow 

A f.ist-paccd high-low hybrid requiring both luck and cunning. 
Betting occurs after each ten draws. 

A three-player strategy game in which each card represents 
a member of an army unit, the object being to assassinate the 
opposing armies' generals. 

A game in which the object is to create a stack of cards whose sum 
equals the age of the Archon Louisoix when he sacrificed his life 
fur the realm. That dealt hands are exchanged by players every 
round makes this particularconteSt one of extreme concentration. 

A unique game populat amQllgtt noblebom, eighteen fuce cards 
are drawn from the minor deck and assigned a person within the 
players' social circles. The arcana are then drawn in pairs to see 

I who is "in bed with" or who is betraying whom, providing the 
gcnn:el with seeds of wild gossip fur their afitrnoon tea sessions. 



Encyclopzdia Eorzea 
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THE AMAL J 'AA 
The Amalj'aa are a race of nomadic beastmen native to the grasslands of P1tglth'an, where they subsist on 

Wlllldering herds of sheep or small scalekin. Both male and female of the species train in the arts of combat, 
and any who seek to impede the path of these proud warrior tribes are scourged with fire and steel For 
generations the Amalj'aa have made pilgrimage to their holy lands in Thanalan, a practice which often 
brings them into CQDtact-and conflict-with the inhabitants ofUl'dah. 

SYMBOL' 
PHYSICAL 
C HAAACTERISTICS 

Upon reaching maturity, these bipedal, 
lizard-like beastmen tower over even the 
most bullring Rocgadyn, their impressive 
musculature matched by an endless 
stamina. Known fur thriving in 
arid envirorunents, Amalj'aa 
physiology allows them to 
~urvive on <:omparatively 
miniscule amounts of water. 

DIET 
Amalj'aa consume mainly animal flesh, and 

have few preferences for the aource-be 
it beastkin, scalekin, or vilekin-and will 
feast on :intlings and drakes just as readily as 
antelope and aldgoat. With their nomadic lifestyle, Amalj'aa also 
find it convenient to preserve portions of their kills, and are known 
for the unique taste of their smoked and jerked meats. 

T HE BROTHERHOOD OF AsH 
Commanded by-Warleader Harnuli Gah, the Brotherhood of 

Ash is a group of Amalj'aa bound together by a traditionalist 
belief in the way of the warrior. The soldiers of the Brotherhood 
aspire to temper their spirits through martial discipline, and see 
honor in returning to ash after a life spent glorying in the fires of 
battle. They feel contempt for their kin in the major tribes who 
too readily rely upon the strength oflfrit's blessings, and engage 
in outright warfare with the Flarnefangs- a powerful faction 
that actively seeks to summon the fiery primal. Conversely, 
the Brotherhood of Ash shows great respect towards proven 
warriors, regardless of race, and Harnujj Gah has been known 
to welcome outsiders into his camp. 

LEADERSHIP 
The war chiefs of the seven dominant tribes convene in a tribal council 

to debate and decide matters of import. In times of war or crisis, one of 
these seven elders is chosen to serve as "war marshal" for the entire race, 
a position of great honor and unquestionable authority. 

HAMUJJ GAH 
"I am the flame that qHtnches the shadow! Tbe fist that 

crushes villai,ry ! I am the warleader of the Brotherhood 
of .Ash, HamHjj Gab, and my name shall he the last 
you utter with your dying screams ! " 

Born in a clan known fur its skilled soldiers, 
H arnujj excelled in the trials that earned him 
the warrior title of"Gah." His tireless devotion 
to self-mastery is inspired by the teachings of 
Whiteknuckle Kerigg Roh, a legendary Amalj'aa 

fighter, and even at fuurty and eight summers, ever 
does he seek out mightier foes against which to hone 

his martial abilities. Appalled by the growing number 
of his kin who grovel at lfrit's altars fur undeserved 

power, Harnujj Gah distanced himself from the fanatical 
tribes. Like-minded soldiers followed in his wake, and under his command they 
fuunded the Brotherhood of Ash-a company of outcasts dedicated to upholding 
the traditional way of the warrior. The cowardly acts of the Flarnefangs, a faction 
of Amalj'aa who kidnap the weak and defenseless to serve as sacrifices to the 
Lord of the Inferno, are particularly reviled by the Brotherhood. 



SOCIETY AND C ULTURE N OMENCLATURE 
The Amalj'aa are oviparous, with eggs requiring an incubation 

period of around seven to ten days. When a mother lays a healthy 
egg, the father selects the finest of their livestock for slaughter, 
and holds a feast fur the clan. The bones of the devoured animal 
are then burned, the ash used to coat the skin of the newly hatched 
infant Said to recreate the ceremony in which the Lord of the 
Inferno first blessed the Amalj'aa's ancestors with sacred fire, 
this ritual prayer for lint's benediction also serves the purpose 
of protecting new-formed scales from the harsh glare of the sun. 

The highest tier of Amalj'aa society is occupied by its war chiefs, identified by 
the suffix "Zoh." Two more tiers-the advisors (Koh), and lesser bureaucrats 
(Teh)-join the first to comprise the three layers of command. The fullowing four 
tiers are the common soldier classes: the ritualists (Chah), the troopers (Gah), the 
enfurcers (Roh), and the builders (Boh). In times of peace, the members of each tnbe 
carry out their individual duties as they follow in the wake of the herds, but when 
battle threatens, every adult Amalj'aa-male and remale-takes up arms on the field 

Amalj'aa young are not raised by their birth parents alone-each 
generation of hatchlings is gathered together and nurtured by the 
clan as a whole. When the young come of age, they are assigned 
a place in the social hierarchy based on their individual traits. This 
hierarchy is comprised of seven distinct tiers, with an Amalj'aa's 
name indicative of their position in the tnbe's society. 

Afi:er their tiers have been assigned, Amalj'aa young are placed under the tutelage 
of a teacher, who instructs them with the knowledge and skills they will require to 
fulfill their role. Once decided, an Amalj'aa remains in the same tier fur lire-the only 
exception to this rule occurring when a war chief is promoted from a lesser class due 
to the death or voluntary retirement of the present leader. 

PRIMARY INDUSTRY 

I Livestock 
In their ancestral lands on the plains 

of Paglth'an, the Amalj'aa pursue 
their nomadic customs, with each 
tnbe fullowing a carefully maintained 
herd of sheep or scalekin. Camps shift 
locations with the seasons as they 
seek out fresh pasture or sources of 
water, and competition with rellow 
Amalj'aa or other races will many 
times lead to bl~ 

I Smithing 
The rew permanent encampments of the 

Amalj'aa are equipped with furges, where 
a long tradition of metalworking produces 
tools fur the hunting and butchering of live­
stock Amalj'aa smiths are also particularly 
sla1led at furging the weapons their tnbes 
bear into battle. 

Tier 

Commanders Zoh 

Koh 

Teb 

Soldiers Chah 

Goh 

Roh 

Bob 

Description 

The war chief tier. Leaden who sta.11,d at the 
head of the seven dominant Amalj'aa tribes, 
ruling over the multitude of clans from which 
e:ich tribe is funned. Succession is primarily 
decided by bloodline. 

The "sky" tier. Advisors whose role it is to 
give counsel to the war chiefs, and decide 
the manner in which the mbes are g<Werncd. 

The "earth" tier. Bureaucrars whose duty 
it is to carry out the mandates of the Zoh 
and Koh. 

The "spring" tier. Priests responsible fur 
performing divination rites before battle and 
other such rituals. 

The "summer" tier. Warriors tasked with 
overseeing military aperations. Found on the 
frontlines of inter-tnbal conflicts and war 
with other r:ices. 

The "autumn" tier. Enforcers whose duty 
it is to maintain pe:ice, and punish those who 
break mbal law. 

The "winter" tier. Builders responsible fur 
camp constrUction, and other tasks requiring 
knowledge of engineering. 

IFRIT "Gather round, miw, and /,arn you of the fiery !l'd of the Amalj•1111. A demon wreathed in -r-shruhingjlamu, Ifrit'1 brelllh 
,ears with furnace heat. Hi, bli,ttring ta/0111 tHm iron to 1/ag, Hi, 1moldenng horn, char the h,avem, and tho,e who oppou Hi, 

all-consuming rag, perilb sertaming in a hell of primal fir,." - Amalj'aa Folktale 

When the ~aa sununoned the Lord of the Inferno, theif ritwil prayers were sulfused with a fanatil;al desiffl to 

crush the forces oflU'dah and reclaim thw holy lands. Schola.rs speculat1:, t:hai; tht t,impaging l&it and his inexhaustible. 
wrath is tjiif roncen1 nuc parirual fervor made manifest. 
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THE IXAL 
C laiming the wind-blasted canyons of Xelphatol as its domain, this aggressive mountain tribe makes 

frequent forays into the Black Shroud to full trees in the name of its fickle goddess. Heedless of the will of 
the elementals, the lxal and their practices are at violent odds with the forest nation of Gridania. 

PHYSICAL CHARACTERISTICS 
Tall and long of limb. the rangy Ixal have birdlike heads 

with distinctive beaks and horns. 
Historical records state that the 
race was once capable of flight, 
but the ~ that peed the arms 
bf earlier generations arc no longer 
in evidence. R oosting in Xelphatol 
appears to have wrought a change in the lxal's 
physiology, and over the span of five centuries the 
chicks born to the tribe exhibited fewer and fewer 
feathers, until ~ventually vestigial clumps around 
the elbow were all that remained to be seen. 

f S YMBOL 
The Ixal rally under the "Eternal Winds," a crest said 

to signify the gale which blows uoocasing through the 
forests and mountains of the world. 

DIET 
The l xal are ombivorous, and consume a wide range of fare such as leafy and 

root vegetables, fruits, and meats. Little effi>rt is expended in rood preparation, 
and most Ixali cooking has advanced little beyond basic stews and broths. 
Despite this general disinterest in the art of cuisine, however, the tribe is also 
known fur h:rving developed several curing and smoking techniques. 

THE EHCATL NINE 
The Ehcatl Nine-an entirc[y arbitrary number chosen by the company's 

leader-is an outcast gathering oflxali artisans and engineers who actively 
pursue their race's dream of returning to the Beating paradise of A yatlan. 
To this end, these beastmen crafters toil endlessly on the De.,,.! Q__,,w,/an, 
a prototype balloon-airship hybrid developed to attain a ceiling altitude of 
five thousand yalms. Although orthodox lxali war balloons are propelled 
by "airstones" enchanted with Garuda's blessings, the progressive thinkers 
of the Nine have chosen instead to adopt modem airship technologies. As 
well as implementing advanced inventions such as aetheric sailcloth and 
ccruleum propulsion engines, the open-minded Chief Sezul Totoloc has 
also recruited the services of the talented Tataramu, heir to Highwind 
Skyways, in a bid to maximize his crew's chaoccs of success. 

L EADERSHIP 
A matriarchal society, the chieftains of the major Ixali 

Bocks are descendants of the four so-called "Skysent" 
bloodlincs-Nomotl , Pahuotl, Huatotl, and XlotL These 
leaders in tum serve a monarch who rules by virtue of an 
enigmatic object known as the Windseed. 

SEZUL ToroLoc 
"For war with forest people, or pleasinggrmiy ~ss, 

we carr not! Fixed on the hea1Je11S, oHr eyes 11rr!" 

Chief of the E head Nine. A notorious 
delinquent, Sezul was fifteen when his 
attempt to steal a war balloon and By off into 
the night was roiled by the engineer Dezul 
Qualao. Though it necessitated several disci­
plinary beatings over the course of their next 

few encounters, the master artisan persisted 
in teaching Sezul the value of a life lived with 

purpose. The repentant youth eventually pledged 
himself as Dezul's apprentice, and proceeded to take 

his first steps in the world of balloon construction. 
It was two decades ago now that Sezul's friend and mentor climbed inside 

the basket of his latest vessel and disappeared into the distant clouds, leaving 
his apprentice with but the vaguest of commands: to full ow his dreams. From 
that day furth, the young Ixal threw himself into his work with unbridled 
zeal Sezul's unmatched passion attracted other artisans, and he brought 
them together as a crew called the Ehcatl Nine, vowing on the eve of his 
fuurty-first oameday to continue the progressive 1cM of his vanished teacher. 



SOCIETY AND CULTURE 
Though the tnoe itself does not understand the truth of 

its origins, the first lxal were in fu:t a chimeric creation of 
the Allagans known as "iksalion."' Developed fur deploy­
ment as an airborne division, these laboratory inventions 
were indoctrinated to unfuilingly obey the instructions of 
specific individuals in order to ensure an unbroken chain 
of military command. The present rigid social structure of 
the lxal is presumably an echo of this genetic design, with 
approximately a tenth of the population occupying the 
command class (the Skysent), a fifth comprising the middle 
class ( the Galeborne ), and the remainder forming the 
laborer class (the Windrisen). Even generations removed 
from their race's inception, it is extremely common for 
descendants of the superior commander bloodlines to hold 
positions of leadership within a flock. 

P R IMARY I NDUSTRY 

IFanning 
The Ixal have sought to rill the barren land of the can­

yons since their migration to Xelphatol, but attempts 
to raise crops that were once planted in lush forest 
soil have met with limited success. Poor yields are 
supplemented with extensive hunting and foraging. 

I Forestry 
Ixali dwellings are constructed with lumber, and 

many of the tnoe's tools are carved from wood. With 
the scarcity of suitable trees in Xelphatol, however, the 
tnoe often resorts to sending war balloons into the Black 
Shroud, where logging crews descend to harvest the thick 
boles of the forest giants. 

N OMEN CL A TURE 
The forenames of the Ixal are decided by adding a consonant to 

a base word-a term determined both by gender and the direction 
the wind is blowing at the rime of hatching. For example, the term 
for a male who hatched during an easterly wind is "Ozol," to 
which the consonant "L" might be added to create "LozoL" I t is 
a common belief amongst the l xal that an individual's temperament 
and personality are strongly influenced by his or her "birthwind." 

Ixal surnames serve to represent their position in the tnoe's social 
hierarchy. A list of the sixteen bloodlines and the social class to 
which they belong can be found in the table to the right. 

I Surname 

Skyscnt 

Galebome 

Bloodline Associated Myth and Population Distnbution 

Nomotl 

Pahuotl 

Zilotl 

Huatotl 

Cilcc 
Hueloc 

Meloc 

Totoloc 

Legends claim that these matriarchs are descended from four 
sisters believed to be the heralds of the heavens. 
Population distnbution: approx. ro" 

The middle class of the lxaJ. said to be the first to ride 
upon the winds. 
Population distribution: approx. 2.0" 

I Forename Windrisen Cattlan 

Birthwind Tcmpe1'21llent Male 

Northerly Cruel Uzal 

Southerly Gentle Azcl 

Easterly Hopeful Ozol 

Westerly Cynical Ezul 

Female 

Utali 

Ateli 

Otoli 

Ethuli 

Eduan 

Ahuatan 

Qualan 
Huizan 
Toltan 

ltzcan 
Mcycann 

The laborer class of the Ixal, said to be the first to flap their 
wings and rise into the air. 
Population distnbution: approx. 70" 

GARUDA Garuda is the name given to the terrible goddess of the Ixal. Though supremely elegant in both 
form and movement, this bloodthirsty deity and her merciless whims inspire fear even amongst 
her most devoted 'lorshipers. Capricious in ._xtrcme, the gentle breeze that surrounds her can 
!weep forth in a tempestuous gale at the slltest provocatioi 
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KOBOLD S 
These subterranean beastmen dwell in northern Vylbrand, where they perforate the rocky bowels of 

O'Ghomoro with an eyer-expanding warren of shafts and tunnels. After long years of conflict, the kobolds 
furged a peace treaty with the nearby city-state of Limsa Lominsa, but recent disagreements over the 
acquisition of mineral resources have sparked a resurgence of hostilities. 

PHYSICAL 
CHARACTERISTICS 

Short and squat with their heads encased in 
metal helms, kobolds are commonly described as 
armored moles. Despite this comparison, onlook-
ers are often taken aback when the predominantly 
'bipedal creatures skitter along the ground on all fours, 
their long, sharp claws affi:>rding them secure purchase 
on all manner of surf.ices. As a race that spends the 
.llllljority of its time underground, kobold eyesight is 
pre4ictllhly poor-a disadvantage that is of&et by 
incredibly keen hearing as well as the presence of 
tactile hair that allows the beastmen to sense subtle 
changes in air pressure. 

D IET 
Kobolds favor the earthy 

taste of grubs and larvae, as 
well as other invertebrates 
that burrow through the 
ground. White earthworms are 
considered 11 plU'tieular delicacy, 
and these treasured discoveries 
commonly find their way into 
the bowls of the higher-ranked 
digs. Raw and wriggling is the 
preferred method of .consumption, 
though some choose to grind together 
ingredients and roll the resulting mixture 
into bite-,,ized balls. 

The lowest-ranked dig in all of O'Ghomoro, the 789th Order is 
home to the dregs of kobold society. Along with their uninspiring 
foreman, Pickman Gi Gu, the underperfurming members of the 789 th 
have been relegated to a site that is more refuse heap than mine shaft. It 
is a barren dig, where extracting a trace of even the lowest grade of ore 
would be a struggle for a diligent miner-assuming one could be found 
amongst this gathering of laboMhirking misfits. Even as they pretend 
to bemoan their impossible-to-meet mining quotas, they spend their 
days in idle avoidance of hard work, scarcely eking out a day-to-day 
existence. Unsurprisingly perhaps, these pariahs are not permitted an 
audience with the Lord of Crags, and thus their ranks are free of 
fanatics enthralled by the primal's influence. 

SYMBOL 
The iconic crest of the kobolds depicts a stone imbued with 

life force-a property the mole-like race ascribes to every 
chunk of ore. From a wider perspective, it also represents the 
blessings ofTitan, Lord of Crags, which is said to sanctify all 
things beneath the ground. 

L EADERSHIP 
Acting as the mouthpiece for Great Father 

Titan, the patriarch of the 1st Order Dig is the 
guiding voice for the entire race of kobolds. The 
1st Order itself contains not a single pickman, 
its ranks filled instead by a multitude of priests 
responsible for governing the various fucets of the 
ruling theocracy. 

789TH ORDER PICKMAN GI Gu 

"The 789th are no sluggards, No, no, not a one! 
Every dilJ do we toil in the mines-slave, 

sweat, toil from dawn, dawn until dusk!" 

This kobold youth of nineteen summers 
would rather die than do an honest day's 
work- and ifhe were being honest, he'd 
rather not die either. Never struggling 
against the current, Gi Gu allows the 
river of life to carry him ever further 

downstream, relying on others to fish him 
out whenever trouble threatens his languid, 

floating existence. It was this apathy that 
led him into the life of a pickman, the kobold 

mistakenly believing that picking up rocks would 
make for an easy profession. Gi Gu's backbrealting apprenticeship soon 
disabused him of that notion, and his failure to apply himself as a miner 
swiftly earned him a spot in the disgraced ranks of the 789th Order. It 
remains to be seen if Gi Gu will ever muster the ambition to make a 
future for himself and his beloved Bi Bi. 



SOCIETY AND CULTURE 
Kobold society is strucrured around the existence of ranked groups known as "digs." 

The 1st Order Dig stands at the pinnacle of a rigid hierarchy, with each successive rung 
on the social ladder wielding authority over the lesser-ranked digs beneath it. All digs 
have an associated role: the highest rungs consist of bureaucrats and priests, responsible 
fur the governance of state and faith; the middle rungs consist of metallurgists and 
alchemists, as well as mining operation surveyors; the bottom rungs are occupied 
by manual laborers, such as pickmen and industrial workers, with the overall trend 
appearing to show that the lower a dig's rank, the less cerebral its task is likely to be. 

Kobold young are raised as a group by a foster dig. When they come of age, they 
are then assigned to live and work with whichever dig in the hierarchy best suits their 
individual capabilities. Depending on the quality of their work, kobolds might also 
move up or down the social ladder, potentially belonging to multiple digs over the 
course of their lifi:times. 

NOMENCLATURE 
The names of kobolds consist of extremely short, sin­

gle-syllable sounds, with the clan name preceding the first 
name. "Zu Ga," fur example, would refi:r to "Ga" of the 
"Zu" clan. The SH!lplicity of this system results in many 
individuals sharing the same moniker-a matter compounded 
by the race's tendency to birth large litters of young. Whilst 
this would lead to confusion in most societies, the issue 
of identical names is rendered largely unimportant by rhe 
molemen's fixation upon rank and occupation.For instance, 
rather than simply stating a birth name, a kobold might be 
introduced as ";rd Order Patriarch Zu Ga," the additional 
titles distinctly identifying him as the highest ranking male 
priest of the ;rd Order Dig. 

P RIMARY I NDUSTRY 

I s teelsmithing 
Ko bolds venerate metal ores as the gift of Great 

Father Titan, and the race has made significant 
advances in metallurgy in an attempt to divine the 
will of their earthen deity. The creation of cobalt 
steel is one such discovery made by the kobolds 
in the name of this spiritual pursuit. 

I Alchemy 
Research into the alchemical arts is conducted 

to support and enhance the kobolds' mastery of 
metallurgy. As a part of this practice, the beast­
men's experiments to imbue ore and metal with 
the spark of lire have led to the development of 
coblyn and bomb cultivation, as well as advanA;CS 
in golem manufacturing. 

TITAN The indomitable will of the earth made manifest, beloved of the kobold clans. 
Cpmpassionate and gentle, Titan is as a lather to his tunnel-dwelling worshipers. But woe betide those fool enough 

to pl!llllloke tlia,i;Qlossus-fur when his anger is waked, the very earth trembb and heaves under the unstoppable 
fiarv of his mountainous bulk. 
~~ «. provide fur an ev~wing population, the kobolds' expansioo south of O'G:hemoro <:lashes with 

the eftlrts ,Qf f.wsa Lomillsii, to colonize Vylbrand's inland regions. I t is said that the bctstman pi;ayers whi~ 
sun,li,ned the bird of Cnt, were made primarily to beseecll. their deilj for suprem1rf iri this ~ al di:sr ure • 
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THE SAHAGIN 
This aquatic race ofbeastmen resides in a city built at the bottom of the Indigo Deep. Known for attacking 

ocean-faring ships and dragging sailors screaming into the murky depths, the Sahagin are often the subject 
of angry and fearful curses on the streets ofLimsa Lominsa. Since the advent of the Seventh Umbral Era, 
these hostile denizens of the sea have taken to seizing territory along the Vylbrand coastline in order to 
establish new spawning grounds. 

PHYSICAL CI-tARACTERISTICS 
The webbing and fins adorning the wiry frames of the 

Sahagin allow them to glide through the depths with un­
canny grace and ,wiftncss. They are also able to remain 
submerged indefinitely by breathing 
through their gills, making any 
protracted underwater clash with 
the scaled beastmen a reckless 
proposition at best. Even on dry 
land, however, the Sahagin are 
not to be underestimated, the coiled 
atrength of their springlike musculature 
lending exploilive furcc to their attacks. 

SYMBO~ 
The symbol of the Sahagin combines the 

roiling whirlpool that spawned the ocean 
deity, Leviathan, with a representation of 
the bcastmen's cranial fins-the physical 
feature of which they are most proud. 

D IET 

L EADERSHIP 
Sahagin society is gov­

erned by an egg-laying queen-the 
Indigo Matriarch. Outside of her 

spawning season, the matriarch 
remains ensconced within the 
palace, ruling her subjects 

from her throne on the 
ocean lloor. It is claimed 
that when the queen 
becomes infertile with 

The Sahagin diet consists primarily of fish and shellfish. Such fuc is cooked without the aid of 
fire, the vent-heated water of hot springs used to !lake llesh away from bone or boil fish broth 
in which the tough meat of axolotls is stewed until tender. Sahagin are not entirely carnivorous, 
and are known to consume a variety of seaweed as well as fruits-La N oscean oranges being a 
particularly popular treat amongst the younger spawnlings. 

age, she will appoint a 
new Indigo Matriarch from 

the most promising young 
females befure taking deliberate 
steps to end her own life. 

Novv's C1uTcH 
Following the Calamity, Novv brought his young 

charges to Halfstone where he established a new nursery 
on the shores swept clean by Leviathan's waves. Exclud­
ing the clutchrather himself, the oldest member ofN ovv's 
Clutch is barely fifteen, while the youngest is no more 
than six. According to Novv, he and his spawnlings wish 
only to live in harmony with their land-dwelling neigh­
bors, but fur the majority of Lominsans, the presence of 
the clutch in Halfstone is seen as simply another Sahagin 
invasion of the thalassocracy's territory. Stymied by the 
hostile actions of his kin, N ovv has much work to do ifhe 
is to convince Limsa Lominsa of his peaceful intentions. 

CLuTCHFATHER Novv 
"I have no desire to turn my ssspear against the 

shhhorewalkers, .But I shall defend my mpawnlings 

with my lift." 

A Sahagin warrior of great renown, N ovv was once the 
leader of the notoriously violent Coral Tridents. N ovv 
led this band of bloodthirsty bcastmen on countless raids, 
perfurming deeds of such brutal savagery that he became 
known as the "Scarlet Sea Devil "-a name that struck 
rear in the hearts of even the stoutest sailors. 
Fifteen years ago, however, the Knights of the Barracuda 

launched a retaliatory strike against the S ahagin, specifi­
cally targeting N ovv's unprotected nursery. The Lominsans 

slaughtered every spawnling, and built a pile of their corpses fur 
the Sea Devil to discover upon his return. N ovv was gripped by a 

towering rage when he beheld the bloody warning, but his anger soon turned to guilt 
and agoni7.ing sorrow as he came to realize how his own acts had invited such horrendous 
retnbution. Seeking to end his part in the escalating hate, the twenty-fuur-year-old N ovv 
chose to withdraw from the Sahagin's pillaging and quietly tum his attention to raising 
a new clutch of offspring. 



SOCIETY AND CULTURE 
The Sahagin population is overwhelmingly male, with females accounting fur less 

than a tenth of their number. From this small pool of females, the most dominant and 
capable individual ascends to the throne of the Indigo Matriarch-a position from 
which she bequeaths clutches of eggs to those male champions proven worthy of her 
favor. A male Sahagin who has thus earned the mantle of clutchrather will construct 
a nursery in the coastline's shallows, raising his adopted offspring on land until the 
spawnlings become sufficiently developed to breathe through their gills. During this 
period, the clutchrather teaches his charges everything a young Sahagin needs to 
flourish: from efficient swimming and fishing methods to proper trident-thrusting 
technique. Within the same nursery, older siblings who hatched from earlier clutches 
often assist with such instruction, a practice which well explains the race's tendency 
towards strong familial bonds. 

In the rare cases that a female is born, she is sent to live in the matriarch's palace 
deep beneath the waves, where she is carefully groomed alongside her sister Sahagin 
as a candidate for future queen. 

NOMENCLATURE 
Sahagin names consist of short and unique combinations of 

letters-qualities that are believed to have arisen from the 
need to facilitate communication in underwater eovirons. 
Furthermore, neither family nor clan names exist, with 
individuals commonly referring to their clutchrathel'B when 
identifying their lineage. It is also said that while dutchrathers 
are responsible fur naming their adopted sons, the right to 
name daughters is the sole province of the Indigo Matriatth, 
with the queen deciding such appellations when young females 
are first brought to her court. 

PRIMARY I NDUSTRY 

I Fishing 
Sahagin are accomplished spearfishermen. The pr.tctice of 

coordinating efforts to herd and comer their agile ocean prey 
also serves to educate spawnlings in the basics of waterborne 
warfare. 

IPincy 
The Sahagin have long prowled the Indigo Deep fur 

trading ships, seeking to 
plunder the wealth of sea­
faring nations. The scaled 
beastmen are said to reel 
no remorse for such acts, 

considering piracy to be 
different from fishing 
only in the size of 
the prey. 

LEVIATHAN Lord of all waters, revered by the ocean-dwelling Sahagin. Lurking in the lightless 
depths, Leviathan devours all that crosses his path. In ages past, seararing fulk believed 
that tidal waves were a sign of the great serpent's wrath, and they sought to appease 
him with livihg sacrifices. 

The Sahagin called on the Lord of the Whorl when their ~wiling gtounds were 
~yed by the Calamity, praying fur Levjathan's floods to cleanse ,the lands of 
western La,~ oscea and create a new haven .fur their ollsprua 
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SYLPHS 
A diminutive people who dwell deep within the Black Shroud. By and large, these woodland fulk hold fuvorable 

relations with other races, and have become an almost common sight since a trade in crystals was established. 

The G arlean invasion of the Black Shroud, however, has quickly soured the sylphs' view of outsiders. 

PHYSICAL 
CHARACTERISTICS 

Resembling delicate 
dolls wnpped in vibrant 
leaves, sylphs raii:).y use 
their twig-like 1~ for 
locomotion, preferring 
,instead to Boat and flit from 
place to place. The method 
of flight is unique to the race : 
holding their bodies alofi: through 
arcane will, the feather-shaped leaves 
on their back provide propulsion in 
a manner similat to an airship's 
aether-coated wings. 

D IET 
Sylphs derive all their nourishment from the 

process of photdsynthesis, and do not require 
other sources of fuod. Water is the ·only substance 

they mgest directly, though certain of the race also &vor 
a beverage made by squeezing the sap from milkroot. Es­
sentially the equivalent of strong liquor, sylphs who imbibe 
the sap quickly show the eflects of inebriation. 

LITTLE SOLACE 
The inhabitants of Little Solace are those who fled the Sylph­

lands afi:er refusing to take part in the summoning of Rarnuh. 
These refugees negotiated with the nation of Gridania to settle 
the outskirts of Larkscall, and it is there that they built their 
current home. 

Although the morally ambiguous sylphs and their playful tricks 
occasionally lead to serious harm, they are generally free of true 
malicious intent. Indeed, the sylphs of Little Solace are wholly 
eager to cooperate with the Gridanians in their efforts to drive 
Garlean invaders from the Black Shroud. 

J SYMBOL 
The crest of the sylphs symbolizes a bolt of 

lightning crackling forth from R.amuh's staff. 
The bolt represents the judgment that awaits 
those who despoil the forest. 

L EADERSHIP 
The elder sylph fills the role of mediator, but wields no authority to enforce 

laws as might a king or chieftain. As a result, attempts at race-wide diplomacy 
are largely meaningless, with Gridanians reciting a frustrating history of 
needing to treat with fickle individuals when bringing grievances to bear. 
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FRIXIO 

"Something is not right in oHr home these days. 
L isten to the trees. 
Elemental ones warn <f danger-" 

Known as the "elder one" by his rellows, 
F rixio is considered the leader of the Little 
Solace sylphs. He is deeply disturbed by the 
disregard his &natical kin in the S ylphlands 
have shown for the consequences their actions 
might bring- not only in summoning R.amuh, 

but by threatening any who traverse the forest ~ J with the planting ofbanestools and the like. The 
elder is also concerned for the rate of the "Chosen 

One"-a sylph of enormous power said to be reborn 
once a millennium-and has vowed to safeguard this 

legendary child from the corrupting influence of the primal-touched. Frixio 
is hopeful that by working with the people of Gridania and their adventurer 
allies that together they will untangle the snarls on the path to peaceful 
coexistence. When not endeavoring to keep his flock from trouble, Frixio 
spends his hours passing down the ancient sylphic art of cloth dyeing. 



SOCIETY AND CULTURE 
During pollinating seasons, certain sylphs can produce 

bulb-like seeds &om the flowers that bloom atop their 
heads. Known as "podlings," these bulbs are immature 
sylphs who must be taken deep within the Black Shroud 
and incubated in the fruits of the Seedbed. The fleshy 
vegetation provides the podlings with all the warmth 
and nourishment they require, and when a bulb has suf­
ficiently ripened, a new sylph will sprout &om its casing. 

Young sylphs are raised by the race as a whole-the 
usual bond between parent and offipring almost entirely 
replaced by a deep sense of fiunily within the overall 
community. 

P RIMARY INDUSTRY 

I Crystal Trade 
Many sylphs are skilled in the languages 

of other races, their interactions with both 
men and beastmen driven by an irrepressible 
curiosity. It was these qualities that long 
ago led the woodland folk to join hands 
with ambitious merchants, and aid in the 
establishment of a thriving trade in crystals. 

I Textiles 
Sylphs are adept at weaving fibers &om a 

variety of sources, be it plant, ochu vine, or 
cocoon. They also excel at dyeing their cre­
ations, and are known for producing threads 
and fabrics of extraordinarily vivid hue. 

NOMENCLATURE 
With how little importance sylph culture attaches to child-parent relationships, it stands 

to reason that the concept of fiunily lineage so ingrained in other races is all but nonexistent. 
Accordingly, the woodland folk make no use of surnames, each individual identified 
exclusively by a single given name. 

Sylphic gender, or lack thereof, can also be confusing for outsiders to comprchond. 
Those sylphs who possess both stamen and pistil are capable of producing bulbs, and are 
classified as "everblooms." Generally considered "male " by other races, their names 
arc characterized by the "xio" suffix. Sylphs whose names end in "xia" are knowft as 
"lateblooms," a classification which stems from the trait of flowering at irregular times 
during the pollinating season. The "fi:males" of the race, the latoblooll)S' inability to 
produce podlings is balanced by an innate talent for the arcane arts, their undiluted reserves 
of aether gifting them the potential to become powerful spellcasters. 

RAMUH Lightning given sage form, venerated by the syl!'llt. Thougji,~icted in legend as a wise and benevolent 
elder who harbors ancienr secrets, Ram uh is a merciltil ~rt · t ~r ~f thOSf' who would defile the sacred depths 
of the forest, striking down interlopers with fulmina ' l#lt\, <l.i'# fury. 

Whilst Ramuh is revered as the creator of the race of ~pearance of his physical manifi:station 
suggests that he is also a god of man. Some scholars eye ·far as to claim that be 'l!ld RhalgT arc one 
and the same, pointing to the Destroyer's command o-~c,ia,itnWlR as evidence of their theory . 
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MOOGLES 
These elusive denizens of the Black Shroud are skilled in the manipulation of aether, their arcane arts allowing 

them to remain Ufldetected by all but the most determined or gifted of seekers. In the course of recent events, 
Eorzeans have also become aware of a second moogle clan dwelling in the Churning Mists of Dravania. 

P HYSICAL 
CHARACTERISTICS 

Moogles are entirely covered in sofi:, white fur, and their 
stubby limbs are almost comically short. From their backs 
sprout bat-like wings, but these are not flapped to catch 
the air_..rather, each beat 

releases a burst of aether 

that provides a means of 
controlled levitation. A 
spherical "pom" adorns 
the head of every moogle, 
and this distinctive fi:ature 
has been observed to change 
color depending on the 
flighty creatures' current 

moods. 

D IET 
Moogles are omnivorous, and display an appente 

for a wide mety of food. The Black Shroud 

moogles were first introduced to the culinary arts 

by the people of Gridania, and have since learned 
to prepare an astounding array of dishes. They do, 

~er, remain particularly fund of the simple kupo 
nut-a crunchy .delicacy that also serves the moogles as a 
form of currency. 

THE CHURNING M1sr s MooG1Es 
The mooglet of the Churning Mists dwell high above the clouds of 

Dravania. Due to the similarities between their traditions and those of the 

Black Shroud moogles, it is believed that both clans were once part of the 
same community. This theory is further reinfurced by tales of how a branch 
of the Churning Mists moogles relocated to the forests below following the 
advent of the First Umbral Calamity. 

The Churning Mists moogles have forged a treaty with the great wyrm 
Hraesvelgr, whereby in return fur his protection &om the "ill-mannered" 
dragons of N idhogg's brood, they have promised to preserve the palace of 

Zenith and the surrounding ruins. After their first encounter with man in 
a thousand years, however, the residents of Moghome have seen new and 
exciting opportunities open up before them. 

L EADERSHIP 
The Black Shroud and Churning Mists moogles 

are ostensibly ruled by their clan chieftains, but 
both societies are rifu with whimsical individual­

ism. There appear to be no overarching 
laws or organizations that could be said 
to resemble any furm of government. 

MoGLIN 

Race: Moogle Gender: Male 
Age: None of your beeswax, kupo 

Interests: Counting my srash of kupo nuts 

".As a direct d,scmdant ofChi,ftain 
MO!,f,le. I've always been qHiu import­
ant. J,14po. You could ask me how old 
I am, but honestly. I've lost count of 
my ag, over the years. I am. however, 
very good at counting kupo nuts. so keep 

yoNr wandering paws away from my 
stash, J,,.po ! 
" The others complain that l •m 'too 

bossy ' or 'too la,g ' bNt they wouldn't know 
a good chieftain if he sat 011 them. Why. when 

I was jll4t a wee mogling. I pulled off pranks so 
aNdacioll4, that they stilt ta/I, about them to thu da:J, kupo. I 'm also 
iMrtdibly strong and brave. Except when it comes to that .A:uire Dral:'on 
follow-that glare ofhil jiut gives me the meps, k,po. What kind of a 
dumb nam, ii 'Estinien, ' a"}W"]-1" 

- Moglin 



SOCIETY AND C ULTURE 
Despite the centuries of contact Gridanians have had with the Black Shroud 

moogles, extremely little is known about the enigmatic race's way oflife. Moogles 
have an unrivaled talent for vanishing at a moment's notice, and thus outsiders 
have been largely unsuccessful in observing the clan's day-to-day existence. 
Moogle reproduction in particular is a subject of enduring mystery, with any 
direct inquiries into the matter being casually deflected or simply ignored. 

When seeking to achieve specific goals, moogles will often band together 
to form small, purpose-driven groups. Examples of this can be found in the 
Mogglesguard and their efforts to summon Good King Moggie Mog XII ; the 
Pomguard, the valiant defenders of the Churning Mists; and the M ogmenders, 
who work to restore the palace of Zenith. Although scholars are fascinated that 
such distantly separated moogle clans would display similar societal behaviors, 
they are at a loss when it comes to explaining whence this tendency originated. 

N OMENCLATU RE 
Though similar in many respects, the moogles of the Black 

Shroud and the Churning Mists diverge significantly in the matter 
of individual names. 

Amongst the Black Shroud moogles. male names generally begin 
with a "k" (e.g. "Kuplo Kopp"), and female names with a "p" 
(e.g. "Pukni Pakk"). It is theorized that these letters serve to 
echo the consonants present in the word "kupo nut"-a precious 
treasure their ancestors are said to have carried with them when 
they descended from the heavens. 

On the contrary, the names of the ChurninitMist moogles make 
no obvious distinction between male and female. The names of 
both genders feature the "Mog" prefix, a tradition purported 
to have begun long ago with their first ruler, C hieftain Moggie. 

PRIMARY I NDUST RY 

I Postal Service 
The advent of the Seventh Umbra! Calamity 

disrupted the flow of aether, and the unstable 
energies rendered linkpearl communication 
highly unreliable for a time. During this 
period, a number of moogles answered the 
Elder Seedseer's call for messengers, and 
they began delivering letters across the realm 
by hand. Unaccustomed to leaving the forest, 
the moogle messengers were initially terrified 
by the vastness of the world beyond the Black 
Shroud. This rear of the unknown, however, 
was gradually replaced by fascination, and many 
of them chose to reed their new obsession for travel 
by becoming full-time delivery moogles. Years later, the 
sight of the tiny, cap-wearing creatures lugging about oversized 
satchels of correspondem;e is a common one to most Eorzeans, 

GOOD KING 
MOGGLE 
MOG XII 

Depicted in legends as the last king of mooglekind, the story of Good King Moggie Mog 
XII tells of how he helped his people flee to the world below, while he alone remained in 
the heavens. Long believed to be the invention of fuerie tales, his all-too-real manifestation 
in answer to the fervent prayers of the Mogglesguard sent ripples of ~ion through the 
halls of academia. In the fu.ce of such undeniable evideti.cc, however, Good King Moggie 
Mog Xll-may his royal appetite fur aether lead us not unto oblivion- became the first 
recorded case of a 11on-deific entity summoned in the manner of a primaL 
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GOBLINS 
The goblins are a scattered, nomadic tribe, claiming no land as their own. Said to embark on a great 

pilgrimage once every hundred years, the entire race appeared to have vanished from the fuce of Eorzea for 
quite some time, and it is only in the last five years that the realm has seen a return of their kind. 

PHYS ICAL 
CHARACTERISTICS 

Though their physical stature is similar to kobolds, 
goblins never a3opt the former's four-limbed 
gait, preferring to clatter quickly about on 
their two stubby legs. In addition to a 
bulbous snout, they have long, 
floppy cars which protrude from 
their ever-present fucc masks-an 
alrect:ation that the curious beastmen 
are never seen without. It is rumored 
that if one were to attempt to remove a 
goblin's mask by furoe, the act would 
trigger explosives rigged inside the 
headwear, resulting in a bloody, 
wttecognizable mess of both goblin 
and perpetrator. 

D IET 
Avid fishermen, goblins tend to consume a prodigious 

amount of seafood, but they will happily sate themselves 
on whatever fue is available. As is often the case for no­
madic peoples, the wandering beastmen have perfected 
the art of preserving fuod, being especially proficient 
in the creation of cheese and dried meats. They also 
enjoy a \lllique beverage known as "rot-tea "-the 
flavor of which has been described by adventurous 
gourmands as '®lething akin to swamp mud 

T HE I LLUMINATI 
This organizM:fon of goblin thinkers espouses the virtues of cold reasoning 

and intellect. Seeking to accumulate knowledge through methods both fair 
and foul (though mostly foul), the Illuminati assimilates the principles of fields 
such as magitek and aetherology, blending all manner ofleaming into its own 
unique fusion of technological brilliance. 

Elitist in the extreme, the members of the Illuminati strive fur nothing 
less than complete domination of the world's technologies, and do not share 
wisdom with those outside their privileged circle. Since the rise of ~ckthinx 
Allthoughts, this policy of secrecy has been ever more stringently enforced, 
prompting the likes of materia guru, Mutamix Bubblypots, and others to flee 
the yoke of his fanatical leadership. 

LEADERSHIP 
The race of goblins is fractured into 

small, nomadic groups, and there exists no 
central organization that could be considered 
representative of a goblin nation. Each 
faction follows its own rules and agendas, 
and where some groups are commanded by 

charismatic, hereditary leaders, others might 
be governed by an elected council 

~ICKTHINX A LLTHOUGHTS 

"Tremble before might of Il1Hmi11ati ! " 

The present leader of the Illuminati. 
Before rising to his current position, 
Quickthinx was an earnest yet 
unremarkable researcher who 
labored meekly on the fringes of the 
organization. When the explosion 
from a failed experiment took his 

limb;, however, his lire was irrevocably 
altered The injured goblin returned 

to work, his arms and legs replaced by 
mechanical prosthetics, but the most drastic 

change was to his personality. ~ckthinx began 
preaching his ideals with an irresistible passion, the formerly unas­
suming beastman swaying those around him with newfound charisma 
and confidence. His army of ardent followers continued to swell, until 
eventually an overwhelming number of nominations saw him take 
control of the Illuminati itsel£ 



SOCIETY AND CULTURE 
Goblins have an insatiable curiosity for technology in all its forms, and this enthusiasm 

drives them to master such diverse fields as firesand preparation and automata manufucture. 
Known from their long history of frequenting the settlements of man, goblins are seen 
traveling from city to city, absorbing the local wisdom as they hawk a plethora of wares 
drawn from their enormous "gobbiebags." Many scholars consider this migratory practice 
to have contributed significantly to the spread of knowledge between civilizations. 

Due to the transient nature of their visits, however, goblins often fitil to fully grasp a 
region's laws and customs. This ignorance can lead to misunderstandings with the populace-­
the more serious infringements occasionally resulting in imprisonment or even bloodshed 

PRIMARY INDUSTRY 

I Peddling 
During their nomadic wanderings, goblins will make brief stops at the settlements 

of other races to resupply, peddle their goods, and purchase stock to sell at their next 
destination. This mercantile experience stands the beastmen in good stead with mercenary 
companies, which look to hire goblins for their proficiency as quartermasters. 

NOMENCLATURE 
Although goblins use the common tongue to commu­

nicate with other races, listeners often find themselves 
groping for meaning amongst the unusual CO!Dpound 
words the beastmen substitute for everydl\y terms. This 
habit of mashing together nouns and adjectives extends 
to the goblins' names, resulting in some truly outlandish 
combinations. As a general rule, their given names will 
also end with either "ix" or "o:¥." these suffixes denotfng 
a "handsome male" and "beauteous fi:male" respectively. 

I Tinkering 
Goblins possess an affinity 

for all things mechanical, and 
their curious creations are 
frequently purchased by the 
fascinated and bored alike. 
In particular, goblin-made 
clocks are prized by the 
wealthy for the impres­
sive accuracy with which 
they keep time. 

ALEXANDER Rising without warning from the waters of the Thaliak River, this mechanical 
fortress is the result of the Illuminati fusing the ruins of a Sharlayan defense f.u;ili1:_1. 
with the essence of a primal. Aside from its main trunJr. the colossal construct rests on 
two massive "arms" of steel, giving it the appearance of a clockwork giaJ!t. 

Events suggest that Alexander is capable of manipulating the flow o{ tiiire; allO'l'j• 
its controllers. to"~", m~takes in ,histoi:y; '!,qt without &rther iflVe,s{ ~wn ~ 
is much about the priinal rl1o1;1 ~~ l:uned. 
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THE VANU VANU 
These avian beastmen dwell upon the floating islands of the Sea of Clouds, the tribe's existence unlmown 

to the world below unt11 the airships of Ishgard first rose to explore the sky's domain. Initial encounters 

with the races of man were peaceful, but in recent years the Vanu V anu have grown hostile towards those 

who would encroach upon their homeland. 

PHYSICAL 
CHARACTERISTICS 

Commonly descnbed as "plump birds," the V anu V anu have wide, 
beak-like snouts and thickset bodies. The ponderous appearance of these 
beastmen is de~iving-their stout, feathered figures belying surprising 
agility and swiftness of movement. Predominantly avian in nature, the V anu 
V anu are nevertheless incapable of flight, with the tribes crossing from 
island to island on the backs of the serpentine 
sanuwas. 

DIET 
In addition to 

wamouracampa and 
other vilekin larvae, 
V anu V anu rely on 
cloudfish to provide the 
bulk of their diet. Such 

staples are kneaded together 
with wildgrasses to make 
"cats foot chew," one of the 
race's signatW"e dishes. 1ne avian 
beastmcn are espeaally fund of the 
springy texture of a chew made with 
freshly foraged grubs. 

THE G UNDU 
The Gundu are a tnbe of V anu V anu who sought to repel V undu 

conquerors with the traditional sundrop dance. Undaunted by the display, 
the Bismarck-blessed Vundu brought arms against them, and ChicfUunu 
V anu of the Gundu was killed in the ensuing battle. The Gundu tribe 
was defeated, and furced to submit to the rule of the V undu. When 
the late chiePs son, Linu V anu, took a stand fur Gundu independence, 
however, his people were inspired to revolt. Although Linu V anu 
himself was imprisoned in a skycage for inciring rebellion, his sister, 
Linu V ali, succeeded in escaping the clutches of the V undu. With the aid 
of sympathetic adventurers, Linu V ali found refuge with the Zundu, and 
she now strives to rebuild the shattered remnants of her tribe. 

SYMBOL 
Each tribe of the Vanu Vanu 

bears its own symbol. The 
crest shown above belongs to 
the V undu, and represents a 
billowing cloud paired with 
a raging gale. 

L EADERSHIP 
The Vanu Vanu tnbes are defined by bloodlines, with those 

who share common ancestry gathering together under the rule 
of a single chieftain. Ordinarily, these communities govern 
themselves independently of their kin, but shifts in power can 
lead to one tribe subjugating the members of another. 

LINU VALi 
" Like seedling which takes root in rich soil 

and grows strong, so too will new Gundu 
settlement flourish. " 

The daughter ofChiefUunu Vanu of 
the Gundu. After fleeing the oppression 
of the V undu, Linu V ali started life 
anew on an island gifted to her by the 
Z undu tribe, and it is there, in the settle­
ment of"Ok' Gundu Nakki," that she 
and her people work to rebuild what was 

taken from them. Considered slender and 
delicate by V anu V anu standards, she was 

at first plagued by youthful uncertainty. With 
the cooperation of a steadily expanding group 

of allies, however, she was able to free her brother, 
Linu V anu, from his skycage prison. And as the trials of restoring her 
tnbe molded and matured her, the naturally graceful Linu V anu would 
become the imposing sundrop dancer the Gundu people needed her to be. 

When recently asked her age, the outspoken Linu merely replied, "Like 
sun rising in eastern sky, my life has but only begun." 



SOCIETY AND CULTURE 
The V anu V anu have known scant contact with other civilizations, their 

lofty home sheltered from outside influence fur years untold The effects of 
such isolation can be seen in the beastmen's unchanging culture, and the com­
paratively primitive level of their society. With the ore of the floating islands 
largely unsuitable fur smelting, the V anu V anu have also remained ignorant of 
the art of metalworking. C onsequently, their weapons are constructed from 
easily scavenged materials-mainly animal teeth and bone. 

Despite their lack of "civilized" progress, however, the avian race is far 
from being dull-witted On the contrary, only a few years had passed since 
the arrival of the I shgardians before members of the tribes began speaking 
the common tongue with impressive proficiency. Efforts to avoid unnecessary 
bloodshed with the "sundrop dance "-a ritual exhibition perfurmed befure 
battle to frighten weaker opponents into submission-funher demonstrates 
the reasoning nature of their society. There are many other aspects of their 
culture, however, such as the arranged fights between the monkey-like paissa, 
which outsiders struggle to understand or accept. 

N OMENCLATURE 
V anu V anu names have gender-specific 

suffixes: the masculine "V anu" and the 
feminine "V ali." These words translate 
from the beastmen's tongue to mean 
"male tribe member" and "female 
tribe member," and are never used with 
animals or other species. Encounters 
between tribes might also occasion the 
mention of one's bloodline, e.g. "H onu 
V anu, chief of mighty V undu!" 

Traditionally, each tribe is associated 
with a specific adjective ( such as the 
aforementioned "mighty Vundu"), 
but this is rarely heard in practice. The 
beastmen are, however, quick to append 
unflattering descriptions to their rivals' 
ancestral group. 

I Tnbes of the V anu V anu 

Description 

The The most powerful of the V anu V anu tnbes. Since 
V undu summoning the Lord of the Expanse and gaining the 

might of Bismarck's blessings, the Vundu have turned 
to subjugating their weaker kin. 

The A lesser tribe known to welcome parley with other 
Zundu races. They maintain their independence by making 

regular offerings to the V undu. 

The A tribe that has fullen under Vundu rule. On friendly 
Gundu terms with the Zundu prior to its subjugation. 

The A lost tribe. The Bendu refused to submit to V undu 
Bendu aggression, and were subsequently slaughtered to the 

j last beastman. 

PRIMARY INDUSTRY 

I s kyfishing 
V anu V anu are skilled at trailing lines 

over the edges of their islands, and hooking 
the various species of cloudfish. As the 
tribe's primary means of procuring food, 
those beastmen who display a particular 
flair fur skyfishing are the subject of much 
admiration and respect amongst their kin. 

I Sanuwa Breeding 
Lacking the capability fur flight them­

selves, the avian beastmen breed a type 

of winged scalekin called a "sanuwa" to 
carry them to islands too distant fur bridg­
es. As well as serving as mounts, every part 
of a sanuwa-its scales, its meat, and even 
its bones-is valued fur a variety of uses. 

BISMARCK Long thought to be little more than myth, the Lord of the Mists was summoned furth and 
given form by the fervent prayers of the V anu V anu, who wol'$hip him as the god that led their 
ancestors to their island home. With a flood-blast of water from his great blowhole, the gre~at 
white whale purges the skies of those who would do his followers harm. 

Bismarck's primal incarnation, however, has been tainted by the cruel 11varice. of his V uadll 
summoners, the entity's uncontrolled 11\flpcci~ le~ him to devoar the verf islands he wu 
intended to protect. 
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THE GNAT H 
A tnbe of insect-like beastmen known to inhabit the southern reaches of the Dravanian furelands. Hunters 

first and furemost, they bum a sort of incense to defend their homeland from the dragon threat. At the 
center of Gnath society sits the king-like "Overmind," its presence allowing its subjects to communicate 
without need of word or gesture. 

PHYSICAL 
CHARACTERISTICS 

R eminiscent of upright antlings, the Gnath have 
wide, sloping heads, and their perpetually hunched 
backs are covered by rounded carapaces. Beneath 
the concealing mantles they drape over their 
segmented furms, their torsos and upper limbs 
are surprisingly gaunt. The Overmind, 
the nucleus of Gnath society, has a 
hyper-developed head housing a brain 
of C¥traOtdinary size. 

DIET 
The Onemind of the Gnath 

mix together meat obrained from 
hunting with various kinds of culti­
vated fungi, grinding all the ingredients into 
a highly nutritious-and alle~edly extremely 
unappetizing-paste to be consumed 
by every member of the hive. In 
contrast, the N onmind subsist 
on whichever dishes agree 
with their personal tastes, their 
tables set with everything from 
caelumtree fruit to the succulent 
flesh of juvenile nanka. 

LOTH AST VAT H 
The Nonmind are a gathering of Gnath whose con­

nection to the Overmind has been severed. Cast off at 
diffi:rent times, the Vath, as they are also known, have 
all developed varying degrees of individuality. Before the 
foundation of the hive at Loth ast Vath, members of the 
main Gnath colony considered deficient in some way were 
simply cut away from the hivemind and disposed of, as one 
might amputate an extremity tainted by infi:ction. The 
storyteller is a Vath who survived the separation, and his 
efforts to rescue other kin suffering similar circumstances 
led to the establishment of the N orunind hive. 

t 
SYMBOL 

The symbol of this beast 
tribe is a representation 

of the carapace upon a 
Gnath's back. The design is 

thought to encapsulate a 
desire for protection. 

L EADERSHIP 
An individual Gnath-the Over-

mind-sits at the center of a matrix 
of thoughts known as the Onemind, to 
which all other Gnath are connected. 
What one Gnath feels, all feel; what one 

Gnath knows, all know. Fundamentally 
speaking, there is no contention between the 

desires of individuals, and thus no need for a form 
of government. 

VATH DEFTARM 

"Oh, my mind, it is foll of qHestiom ! Heavy quutiom. 
lfoar many things • .But l foar losing myself the most," 

Afi:er the emergence of his sense of self, this young 
G nath was rescued by the storyteller, and invited to 
dwell in the Nonmind hive at Loth ast Vath. H e 
remained the "nameless one " for quite some time 
as he struggled to find a path that resonated with his 
newfound identity. Upon encountering an adventurer, 

however, he at last discovered his calling: he would 
establish an Adventurers' Guild with his fellow Vath, 

and for that he must become "the defi:arm." 
Following this epiphany, the defi:arm's journeys took 

him to distant locales, where he succeeded in gaining both 
new clients and new allies. Recently, the adventurous Vath 

appears to be wholly consumed with filling the pages of a sightseeing 
log-a gift from his acquaintance, Kester Ironheart. He has since seen but one 
summer since his break from the Onemind, and therefore when asked his age, will 
reply with that number. 



SOCIETY AND CULTURE 
Gnath society functions on the principle that "all are one; each one is the all"-the entire 

hive coordinating its actions as if it were a single entity. As such, each beastman within the hive 
is treated not as an individual, but as an appendage of the Gnath's collective body. And in the 
same way as a person employs her hands for difrerent tasks than her feet, the Gnath assign each 
"appendage" to the task to which it is most suited Certain Gnath might serve best as soldiers, 
while others naturally excel at foraging, but in no case does the will or desire of the creature in 
question play a part in deciding its role. 

Even when a Gnath dies, its memories live on with the surviving members of the colony. The 
existence of the Gnath can be thought of as the generational continuation of one complex mind, 
with new vessels being born to replace those lost in a constant process of regeneration. But just as 
the memories of youth fade over time, so too have the Gnath begun to forget the events of the most 
distant past. Recent attempts to recall the history of ancient times have ended in frustrated &ilure. 

P RIMARY I NDUSTRY 

I Hunting 
The survival of the Gnath colony relies on the 

success of its hunting effiirts, and the beastmen go 
to great lengths to secure their hunting grounds 
from other predators. The observance of such 
behavior has likely contributed to the Gnath's 
reputation for being violently territorial. 

I Alchemy 
The Gnath concoct incenses from a wide range 

of herbs to produce a variety of effi:cts, such as the 
vile-smelling "silver dew" used to ward olf roam­
ing dragons. The beastmen are also well practiced 
in the manufucture of firesand, and they commonly 
employ muskets in both hunting and warrare. 

NOMENCLATURE 
The conoept of individuality does not exist within 

the main Gnath society, and as such, they do not 
assign individual names. There is, however, a 
fringe colony of Gnath who have developed 
distinct personalities following the loss of their 
connection to the Overmind These "Nonmind," 
or "Vath," as they are known, seek to distinguish 
their identities by mimicking the naming practfees 
of other races. There appears to be no adherence 
to any particular rule or convention, with one 
Vath adopting the name of an Elezen hunter 
( C ibleroit), one named after his obsession with 
new cuisine: (the Hungerer), and yet another titled 
simply fur his chosen profcssiott (Vath historian). 

RAVANA Wrath of the Colony and the god and savior of the Gnath tribe. A proud warrior and conqueror, Lord 
Ravana exalts strength and abhors weakness in any funn. Believing the rite of combat to be sacred- he 
revels in battle with worthy opponents while wielding the Chandr,i(ias_-legendary blades of~ 
t~pbcy his every command. 
l.t it-said that the Gnath called forth this deir,ofwatl;o a 

ht;gin a new £llffipaign to expand the borders o£.their 
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THEQLQLRN 
These rat-featured beastmen are similar to the race of goblins in that they lack a true homeland and are 

known to gravitate towards the merchant profession. Where Qigim diffi:r from their nomadic counterparts, 

however, is also one of the race's defining traits: an ability to integrate themselves into fureign communities. 

PHYSICAt 
CHARACTERISTICS 

With an average lifespan of around 

twenty-five years, the comparatively 
brief existence of a Qigirn is balanced by 
a rapid development into maturity-the 
bewhiskered beastmen are considered full­
grown adults at the age of five. They are also 
known fur large litters, commonly birthing 
anywhere &om five to ten young at a rime. 

Qiqirn rarely exceed the height of most 
ten-year-old Hyur, but their nimble fu:igei,; 
see them excel as coin-counting merchants or street 
performers, and even the occasional pickpocket. 

SOCIETY AND CULTURE 

DIET 
Much like the rats to which they are compared, Qigirn are f.unous 

fur chewing on anything remotely edible-no matter how repulsive 
or bizarre. And despite what their size might suggest, the diminutive 

beastmen routinely consume extraordinary amounts of fuod. This 
seemingly insatiable appetite often leads to conflicts over provisions, 

as well as a wariness amongst market stall and tavern owners 
towards Qigirn who may devour meals fur which their purses 

cannot pay. 

LEADERSHIP 
In most instances, the Qigirn have no form 

of self-government, content to adhere to the 
prevailing laws of their adopted community. And 

while outlaw camps of Qigirn do exist in the wilds 
ofThanalan and Gyr Abania, they are governed much 
the same as any bandit group: by the simple rules of 

greed and self-interest. 

With their natural inclination to live among other races, the Qigirn are a fumiliar sight in cities and 
settlements across Eorzea. In Limsa Lominsa in particular, many of the beastmen have become a fixture 
of the native populace by taking up work as traders and sailors. Amongst sea.faring fulk, the Qigirn's 
inexplicable sense fur impending danger has proven so accurate that it has become a loosely rhyming saying: 

PRIMARY I NDUSTRY 

I Trade 
Naturally gifted at numbers, Qigirn 

seem able to calculate complex sums 
with little difficulty-a trait which 
often gains the beastmen employment 
as trade merchants and accountants. 
Some business owners, however, 
look unfavorably upon the relatively 
frequent turnover of employees, citing 
the Qigirn's short lifespan as a liability 
when it comes to the stability of an 
enterprise. 

"When the ratman scatters, yc'if best batten down the hatches!" And though recorded instances are rare 
and of dubious ~ty, there is a long-standing agreement that should the crew run aground and their 
stores of food be depleted. then the short-lived Qigirn will be the lii,;t to be sacrificed to the cooking pot. 
These examples may seem indicative of poor treatment, but they are also evidence of how long and how 
completely the beastmen have been accepted as a part oflocal culture and custom. 

The desert city of Ul'dah was also once a haven to a great number of Qigirn, but following an edict 
passed by the sultanate some twenty summers ago, they were banished &om the city alongside their fellow 
beastmen. Deprived of home and livelihood. these cast-out Qigirn eventually turned to banditry in the wilds 
ofThanalan. A community of Qigirn is also said to exist in the mountain ranges of Gyr Abania, but little 
is known about the manner of lire they lead under the yoke of imperial governance. 



THE MAMOOL JA 
Hailing from the New World to the fur west, the Mamool Ja are most commonly spotted selling their 

mercenary services on the isle of Vylbrand. They are but recently arrived on Eorzea's shores, and much 
about these scaly beastmen remains the subject of rumor and hearsay. 

PHYSICAL 
CHARACTERISTICS 

The nation of Mamool J a is comprised of a number 
of distantly related tribes, each of which exhibit distinct 
physical characreristics. The H oobigo are marked by 
light-brown scales and a longer comb than their kin, and their 
brute strength often places them in the ranks of melee infuntry. 
In contrast, the wge-eyed Boonewa are born with deep 
reservoirs of aether, and these natural spellcasters are 
soon identified by the blue-green tinge of their scales. 
Lastly, there are the mottled Doppro, whose blood­
line produces skilled beast handlers and cavalry riders. 

SOCIETY AND CULTURE 
Though not expressly furbidden, the diverse peoples of the Mamool 

J a seldom marry outside of their own tnbes. This unspoken rule is 
broken, however, when members of different tribes are wed during the 
ob6crvance of certain religious ceremonies. Such unions occasionally result 
in two-headed offspring, and these "blessed siblings" are groomed fur 
leadership from the moment they are born. 

Upon reaching maturity, two-headed Mamool Ja take command of 
a number of their single-headed kin and head out to furm their own 
warbands. These warbands endlessly seek to outdo one another on the 
field of battle, in a contest over who will next sit the throne of the 
Autarch. Rather than simply as a means to earn wealth, the MamoolJa 
practice of hiring themselves out as mercenaries also appears to play an 
important role in this display of military prowess. 

DIET 
As omnivores, Mamool Ja cat a rich and varied diet Finely 

ground cornmeal is a staple of their larder, and this is 
kneaded and baked befure being used to wrap all manner 
of seasoned fillings. 

LEADERSHIP 
Arising in the New World to 
the west ( a land also known as 

Mamook), Mamool Ja is the 
name given to both the nation 
and its people. Ketenramm 

the Blue, an intrepid adventurer 
and explorer, returned from the beastmen's 

city-state with tales of their two-h~ king-the 
Autarch- whose rule binds the disparate tnbes into 
a singular society. 

PRIMARY I NDUSTRY 

I Mercenary Contracts 
The warriors of the Mamool J a have built a reputation as blades-fur­

hire, and have several well-established mercenary bands. Drawn by the 
scent of conflicts that flared fullowing the Calamity, the beastmen crossed 
the sea to Eorzea to ply their opportunistic trade-a service of which the 
kobolds have taken full advantage. 
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GIGANTS 
The gigants once ruled the craggy reaches of Abalathia's Spine. Towering twice the height of a Roegadyn, 

their upper torsos are exceptionally broad and corded with thick muscle. Though capable of speech, giantkind 
are notoriously slow-witted, and it is unlikely their discourse would ever be described as intellectual. 

GIGAS 
As the "brightest" amongst the giganu, the gigas have long 

subjugated their less-gifted kin. They believe hair and beards to 
be a sign of wisdom, and customarily wear theirs long, binding the 
coarse strands with decorative rings of metal or leather. Gigas also 
favor jeweby and other bodily adornments, but lack the dexterity to 
craft such items themselves. F orccd to trade with goblin or Q.igirn 
merchants, they barter away trophies obtained through hunting 
and pillaging. 
The gigas were drawn to Mor Dhona fullowing the emer­

gence of the Crystal Tower, and appear to venerate the 
glittering spire as a holy place-a gateway to the heavens. The 
kin that served them as slaves rebelled at this migration, however, 
and the established order of giantkind was plunged into a lasting chaos. 

DIET 
Gigas are omnivorous, but will eat meat 

whenever possible. Charring haunches of 
beast-flesh over an open fire appears to be 
the extent of their "cooking," although 
there are accounts of them boiling some 
manner of soup in large pots purchased 
&om the goblins. 



GIANTS 
For much of their history, the giants lived as slaves of the gigas. When their masters grew 
distracted by preparations to migrate to Mor Dhona, however, the giants seized the opportunity' 

to revolt. Those who escaped the shackles of servitude fled to distant lands. with many finding 
refuge in the snowy fields of Coerthas. 

In contrast to the red-hued skin of the gigas, the coloring of giants tends towards 

blues and greens. Giants are also commonly hairless, a characteristic endlessly mocked 
by their dominating kin. As furmer slaves, they were given little in the Vl>ay 

of clothing, and have since hung their meager loincloths with shields and 
scraps of armor won from unfortunate adventurers. 

DIET 
With a prefi:rence fur meat matching that of their gigas 

cousins, giants will fi:ast on whatever flesh-bearing creature 

their formidable strength can overpower-including the 
occasional traveling merchant or unwary hero. They possess 

neither the wit nor the patience fur cooking, and generally 
consume their prey raw. 

HECATONCHEIRES 
S itnilar to the giants, the hecatoncheires were also once thralls of 
the gigas. Some three hundred years ago, however, history tells that 

these gigants were sold as slaves to the Thome Dynasty. Their 
monstrous strength controlled by means of ensorcelled 

helms, the hecatoncheires were furced to toil with pick 
and hammer in Copperbell Mines. 

But it seems the helms were somehow !lawed, 

their magicks fleeting, and the gigants suddenly 
turned on their Ul'dahn overseers. The slavemas-

ters retreated from the onslaught, tlicn deliberately 

collapsed the mines' ~upports to trap the rampaging 
hecatoncheires underground. 
Centuries passed, and the invention of new tech­

nologies enabled a scheme to clear the rubble-choked 

shafts of Copperbc!L When miners from Amajina 
& Sons Mineral Concern blew apart the bedrock, 

however, they fuund themselves fu:e-to-fu:e with the 

tool-wielding descendants of the gigant slaves-hec­
atoncheires possessed by a simmering rage that had 

festered from one generation to the next fur nigh on three 

hundred years. 

DIET 
During the centuries of their subterranean existence, the hecatoncheires 

learned to subsist on giant worms, living fussils, and other denizens of the 
underground. When such prey was scarce, they would also supplement their 

diet with various species of fungi. 

::67 
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DRAGONS 
The race of dragonkind is nigh immortal, with some creatures enduring through millennia of existence. These 

long-lived beings are often the majestic subjectS of romanticized myth and legend, but for the peoples of Ishgard, 

dragons are historically seen as marauding beasts that serve only to perpetuate the horror of the Dragonsong War. 

P HYSICAL CHARACTERISTICS 
Ahhough dragons will identify their gender as either male or female, be 

it fur the sake of convenience or individual prefurena:, every member of 

the species is capable of reproducing asexually. The offspring produced 

in this manner is considered the same "race " as the parent, but over 
the course of its prolonged existence, a dragon undergoes a series of 
metamorphic changes that may result in a creature of vastly different 

physiology.Newly hatched dragoncts are possessed of fuur legs, a pair of 
wings, and a long tail, but the furm into which they eventually develop 

will vary extensively from one hatchling to another. 
For example, individuals that display a mastery of wind-aspected aether 

and spend their days amongst the clouds might metamorphose into a 

Sl2ndard Development 

Dragonet Dragon 

.f 
.t 
1 
f 
> 
9 
i' r 

WJvern 

wyvem or cider wyvern. Other creatures might remain quadrupeds, with 

those exlubiting an affinity for earth-aspccted aether moving along an 

metamorphological branch towards the furm of a lesser dragon or "verge 
dragons." The "classic" dragon shape common to fulklore is assumed 
by those who have undergone a balanced transfurmation, their mastery 

over every element allowing them to expel arcane breaths of myriad 
properties. Cases of extreme specialization have also been confirmed by 

naturalists, such as the land-bound carapace dragon and its rocky shell, 
and the limbless, wingless f.tlak who relies solely upon its manipulation 

of wind-based aether to glide smoothly through the air. 
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SocrnTY AND CuL TURE 
While capable of procreating without the physical need fur a mate, dragons place great 

value on emotional and spiritual connections. There are instances of individuals bonding as 
a pair, though the significance of such a relationship is difficult to compare to the marriages 
that take place between mortals. 

Blood ancestry is also held in high regard by dragonkind, and the descendants of the seven 
great wyrms have been observed to venerate their god-like progenitors with an almost 
religious fervor. Each great wyrm, however, rules its brood in a diffi:rent manner, with 
some choosing to command their hordes with dictatorial authority, while others remain 

aloof, granting their spawn almost complete autonomy. 

M INIONS 
A great wyrm's "brood" typically refers to the being's own offipring, including the 

descendants of those children. When speaking of a wyrm's "minions," however, such as 
with N idhogg's Horde, the term encompasses all those dragons loyal to his cause, as well 

as the myriad weak-minded scalekin enslaved by the dragons' wills. 
Drake and dragonfly, archaeornis and tyrannosaur, all are subjugated through powerful 

magicks, and furced to serve as vanguard furces or frontline rodder. Those heretics who have 

partaken of dragon blood also furm a significant part ofN idhogg's armies. Aevis, syrictae, and 
giruveganauses were all once men whose bodies have undergone monstrous transfurmations. 

BAHAMUT 
One of the seven great wyrms, Bahamut was slain while 

fighting against the Allagan invasion of Meracydia. His 
brood-sister, Tiamat, led the surviving dragons in a sum­
moning ritual, and their prayers resurrected the dreadwyrm 

as an avenging primal A terrible incarnation of wrath and 
fury, Bahamut descended upon the heart of the conflict and 
incinerated the northern invaders with ruinous flames. He was 

eventually undone by the might of the anti-primal weapon, 
0 mega, and his undying rage was sealed within the core of 

Dalamud. For millennia, the shackled entity's ColIUJllllliJover 
flare and fire was employed to harness and store pie ~rgy 
of the sun. 

Then came the fateful e1;1d of the Siiwi Asltal ,Era. By 
enthralling the mind of the Gad&,n le~ Natt van 
Damus, Bahamut was able to, m:t rul· e the liirl:cd(ln of 
the Meteor proje~ and thus fi hirxiJelf iii die -.ies above 
Carteneau. Rclcated frollJ the re<i moou aAier fiye ~and 
years of i prisoruncnr, the ~ · of the ~wypn,. 
vengeance immolatccf the lands pf Eon.ea,· and usbercdin the 
aether-'""de~ of die Seventh Umbra! Calamity. 

THE FIRST BROOD 
Ia tiaao ~ ~ M. , Jwrmr came to Hyd:aelyn 

&alll ~-belilillftlm. bcaling the lefen ee,p (# ffle first brood. 
Fllld '118'¥ did commune with the atu"a Gllllliscicnt 

'i,11. .t ._ a bountee1111 ~ tw u offspring. A 
11114.PI'. l.ooed 91119flfi in6aile patience as 

aaoe~ mable ~ began io hatch. 
woul4 Ill'°'! to become beinr, of immense 

imrafler•tbe1eva1patwynns. 
9'1:Dtlally pated wa:,s, ftying to the 

fir ..... of the world wbere they spawned broods of their own. 
Tims tlCg*l the l'IICe of...._, 1111d the beauteous and bloodr 
...,. mat - .. i,Jlow. 

LANGUAGE 
Dragons speak their own unique tongue, but the words 

are merely a supplementary shell that serves to contain 
the telepathic projection of their thoughts and desires. 
The language itself omits a great deal of conventional 
grammar, featuring no distinction between past or 
present tenses, and would be highly ambiguous without a 

dragon's will to refine its meaning. Lacking a culture fur 
the written word, the race passes down hist<ll'ical recOtds 
through "song," the verses recited using its profoundly 
abbreviated lexicon. Such a custom is said to be the origin 

of the name fur the thousand-year conflict between the 
Dravanians and lshgard: the Dragonsong War. 

There exist dragons who speak the common tongue 

of man, learned from the Ishgardians in a previous age 
of harmony, and many bear names given to them in 
other eras by other races. The Father of Dragons is 
perhaps the most prominent example of this, the ancient 

wyrm known by mortals in countlees myths and legends 
as "Midgardsormr," but he also possesses another 
name-his true name-spoken in the language of dragons. 
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OTHER PRIMALS 

SHIVA 
This frost-rimed ~tity w.is called forth bx, Is}9lrdian heretics, with their leader, Lady' 

Iceileart1 £!0¥i~ the i;orporeal vessel into which the spirit of Saint Shiva was imbued. 
As the first confirmed imtance ot a p~ p<>Aessing a mortal host, the summoning was 
an act c.ifu-reachingfoliticalsignifiqnce that riskt>4wpplying the Garleans with further 
justifiettion fur their invasion of Eqrzea. • 

Shiva lived a thOIWlld years ago, an ordinary woman of extrao~ passiqp who nev­
ertheless lacked the divine nature with which she was later afut"biit¥"The;leity summoned 
by the heretics was not the saint herself, but the result' oAheir f.waticat wolhip of0 qer 
glorified "soul "-the object of their veneration given prltnal form. :i.i~' .in~t lshgar · 
Ysayle and her followers were raised on stories of H:*:>ne. the m~v~ of glacie!J' it 
is theorized that many aspects of the war goddess became entw~ith their ~i. of 
Shiva and her ice-lllpected majesty. 

~ yc,m of nurduing the deification of Ishgard's founding rather, Archbishop 
Thordan,VII .s11cceeded in ~ing his own form with the soul of King Thordan. 

The ritual.used to imbuethe archbishi>p's mortal vessel with the divine essence 
ofbia ancester)pllowed tlie -same i~le as that employed by Ysayle and 
herlllll)IIIOllUlg!illfiaint Shiva-<airite~9usly perkcted with the Heavens' 

Ward and their~ incarliations as the ~ary knights twelve. 
l)ra1fiag upon the pne&,kulable might' of one of N idh,;,~~ eyes and bolstered by a 
thollll!ld ,-rs ti~f.rith, tfie' IIWlifeata.tion of~ Tnordan fu exceeded 

tho pow• .tJi 11f111 - p~ Bnt l!tive!! l,y his •onumental ambltions, the 
ht to absorb the infume en4;fes of t'he Warring Triad and 

Jn'l~~lhlllhlrmlld to true divinity. As an eternal ~d-~iog, Thordan meant to 
dlovdrt all tt> his cause, be they man or clnigon, and "bless " the world 
· lhending age of har.!n9py. 
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"5rifu'a1"c.nr.iry -of.._ o~ Odin Wllll'lders the ~ha 
of the Black Shroud t1iJc 1us gl'eat stWi, Slcipnir. With the 
murder of Lady U rt)l ·the fi»remost amollfJf his long lilt of vile 
deeds, ancient scriptures p.liet the Dark Divinity as a ~monic 
villain that appe~ J4 the reign of the A11agan E~ The 
being who now ,talks Qri~:WrestS ha done littfe tu dispel 

PHOENIX 
There .ire many dlifui to have witneMed the les._ei\'qary Phoci,ix 

appearing in die sky following the Battle of Carwiea1' J.l:counts of that 
time arc fragmenrary and inconsistent owing to the forgs:1;fuUnizc afflicting 

survivors of the Cal'Mmty, but ~f the m)'tilL'M bird of rebirth coming 
to Eonea's ulvation is a persistent one nonetheless. 

While some might dismiss such memories as hallucinations or wishful thinking. 
others lliave pieced them together to form a credible theory: "Archon Louisoix's attempt 
to Sllmmon the Twelve and halt the full of Dalamud was interrupted in spectacular 

f.ishlon when the elder primal Bahamut burst forth from the red moon's core. Draw­
lllg upon the vast quantities of aether gathered to summon the Twelve, it was 

the collective subconscious of Eonea's people and the prayers for our dying 
star's survival that likely called the fiery Phoenix into being. While there 

is no solid evidence to support this idea, such an occurrence would be 
entirely in keeping with the metaphysical logic of primal summoning.'! 

that notiop. cleay:~ in 1 :un all that venture within reach of his 
sorcerous bl:liL TMIC are ripe, hoW011f, who claim that it is the 
search fur ~ t1 and DOI a tam fiir slaughter, which drives Odin in 
his endles5 llllllt. 
tr cartful ,t,Mfr IJ: T 0-App-P.i and others has revealed that, the 

sword 11i.el · the primal\ true vcsscl, and by cnthralliql 
wh~ a Ebe Dark pivinity reborn time and time ~ 
Prominent 90] .. mft ~ te the. that the blade was, in fiict. 
th, pnRillll,....... ; ~n imbued with godly =n~ thit 

it.~ _...olfdae c"' df Allagaltyranny. 

JJI 
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EIKONS OF THE WARRING TRIAD 
The Warring Triad refers to three legendary eikons that were summoned into existence on Meracydia 

during the latter days of the Allagan Empire. Each possessed of unimaginable power, these empyrean entities 
inflicted grievous losses upon the invading imperial forces. As the name implies, however, the Warring 
Triad also clashed against each other, their very natures embodying the conflicting ideals of the peoples 
who summoned them. Divided and divisive, the seemingly invincible eikons eventually fell to the Allagan's 
anti-primal weaponry, and were imprisoned within the empire's containment fucilities. 

SEPHIROT 
Sephirot was summoned by a race of treelike beings native to the 

continent of Meracydia. Believed to be the world's first tree ascended 
to divinity, he is said to command the wellspring of life. A Ilagan records 

substantiate this claim, attributing the eikon with the ability to induce 
spontaneous growth in living organisms through the manipulation of 
ambient aetheric energy. Sephirot often enlarged his own furm to 

colossal size to wreak devastation upon his enemies, earning him the 
title of the "Fiend" from the battered armies of Allag. 

SOPHIA 
Summoned by the diverse peoples of an ancient Meracydian 

nation, Sophia was revered simply as the "Goddess." An entity 
of enlightenment, legends tell that she brought together tribes of 
disparate furm by imbuing their souls with a tranScendent under­
standing of balance and harmony. Sophia is beloved fur her boundless 
compassion, yet also feared fur the merciless retribution visited upon 
those who would dare upset the perfect equilibrium of her scales. 

ZURVAN 
Called furth by a Meracydian race of centallti, this deity is believed to command 

the boundless expanse of eternity and thus stand above all other gods in existence. 
Charged with the punishment of wicked divinities. Zurvan is also the embodiment 
of victory over injustice. The eikon's nightmarish aspect rcflecrs the tetrible 
inevitability of his triumph, aod records describe the "Demon" striding into battle 
girded head to fuot in armor furmed of unshifting flame. 
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THE BESTIAR~-
R enowned Sixth Astral Era naturalist and theologian, Frandelont Rairndelle, once opined 

that fur man to know himself, he must first know of that which he hunts. To assist in that 

spiritual endeavor, the self-made scholar spent the better part of his fifty-seven summers 
traveling about Eorzea, cataloging each and every plant, mineral, and animal he encountered. 
With his seminal RAimdelle C°"4x, Frandelont sought not only to educate the peoples ofEonea, 
but remind them just how rich and diverse their realm truly is. 

CLASSIFICAT ION 
Sh:irlayan scholars of natural history have since taken Raimdelle's 

magnum opus and expanded upon its writings, categorizing its thousands 
of entries in an effort to better understand the physiology, behavior, 
relationships, and evolution of the myriad Bora and fauna found in Eol"l.Ca. 
The Sharlayans began by first classifying all creatures living or exlnbiting 
properties that resemble or mimic lifi: into three kingdoms ( also known as 
regnQ111)-the Bloodbom, or those living beings through which lifi:blood 
courses, the Bloodless, or those beings which are void of lifi:-bearing 

Blood.born 

Bcastkio 

Vilckin 

Wavckin 

Scalckin 

humours, but still function nonetheless, and the Transcendents, or beings 
which spiritually and physically toe the line between the corporeal and 
the aetherial realms. These three classifications can be further divided 
into twelve smaller groups known as classes, or kindred. Creatures may 
also be assigned a sub-class if they possess traits that extend beyond that 
exlnbited by their main class. For example, a winged scalekin puk would 
belong to the sub-class cloudkin. Classes are further divided into genera, 
and finally genera into species. 

----~------ i 
Bloodless , 

. - -------- - _J 

Forgckin 

Asbkin 

Soul.kin 

-- - ---- . - - -] 
T ranscendents 
-----~-·--

Voidsent 

Elementals (Fae) 

THE DISCOVERY OF C HIMERICAL CREATIONS 
F rom lions with the hooves of a goat, to serpents with the heads of 

hounds, there exist in Eol"l.Ca certain living ( and unliving) creatures that 
p0IICSI the physical and biological traits of multiple beings from multiple 
claues or even kingdoms. T hese creatures arc known by naturalists 
as "chimeras" and have long proven the source of debate as to how 
they should be classified. The recent rediscovery of the Boating Allagan 

research fucility Ju.ys Lla has added fuel to this debate by revealing that 
the chimeras are, in fact, beings created in laboratories using complex 
techniques now forgotten. Unable to reach a conclusion regarding the 
true nature of the man-made aberrations, chimeras have t.emporarily been 
deemed " unclassifiable" and placed outside the three existing kingdoms. 



I BEASTKIN 

Mole 
Moles tunnel beneath the earth, 

furming nests out of the passages 
they excavate. ~esting fur 
earthworms using their acute 

sense of smell, these creatures 
indiscriminately damage the roots 
of trees, thus incurring the in: of fishermen 
and botanists alike. Some species of mole are covered in 
spiky protrusions to protect them from predators. 

Sasquatch 
This muscular monstrosity is one ofEorzca's 

few bipedal simians, though it can only 
be fuund in the jungles that cover the 
countless tiny islands that dot the realm's 
southern seas. While the sasquatch is 
known fur its remarkable strength-an 
adult is rumored to possess the might 
of seven full-grown Roegadyn-the 
creatures are also believed to have 
highly developed minds, with 
some even dispbying the ability 
to use simple stone fuols co crack 
open crab or coconut shells. 

Paissa 
Very little is known about these odd creatures 

that make their homes on the floating islets of 
the Sea of Clouds. Their wide-eyed stares 
and erratic motions give the impression 
that they are in a constant state of 
:agitation. The Vanu Vanu, however, 
have devised a means of taming the 
feathered simians, and often fight the paissa 
fur amusement, betting on the results. 

Opo-opo 
Opo-opos are forest-dwelling creatures that furm colonies 

of several dozen animals headed by a single, dominant leader. 
With their long, prehensile tails and opposable thumbs, they 
are equally at home in the treetops as they are on the forest 
floor. In recent years, these quick and cunning 
creatures have acquin:d a taste fur beans and 
other crops, during which time many a funner 
has awoken to find his fieW plucked quite bare 
in the space of a single night. 

Oliphant 
Most oommonly choosing to make their habitat 

in the most severe of climes, oliphants are the 
means by which many tribes residing in the 
extreme northern reaches of Othard and 
11.,abard survive. A single ,pecimen 
can provide enough meat, hide, 
bone, and tusk to reed, clothe, and 
arm an entin: village fur multiple 
moons. There arc no records of 
oliphants in Eorzea until after the 
F ifth Umbra! Era, leading to the 
assumption that large herds of the 
beasts migrated down into Eorzea 
during the Age of Endless Ice. 

One of the largest and most diverse classes, beastkin are most 
commonly characterized by their warm bodies and blood, their thick 
hair-covered hides, and the unique method in which they givll. birth. 
Unlike fauna &om other classes which arc laid as eggs and then 
gestate outside the mother's body, beastkin grow within the mother's 
womb, and emerge fully functional Some of the more docile beastkin 
take well to domestication and can be raised fur labor or fuod. 

Yeti 
For thousands of years. these giant carnivorous beasts 

dwelled in dark caves high atop the peaks in northern 
Abalathia's Spine, fu removed from the tnbes of 

men located in the warmer southern dimes, When 
the Calamity, however, sent temperatm9 in 

the Coerthas western highlands plwnmetiilg, 
scores of lrost-breothing yeti ~ into 
the region in sean:h oi new homes...and 
new prey. Though hunters' talcs refer to 

these massive crcarurcs as •snowmen," 
yeti lack most of the fu:ulties one might 
associate with man, such as language, 
cognitive =saning, and the ability to 
construct and wieW tools. 

Rodent 
Instantly recognized by their over-developed incisors, membert 

of the rodent fumily-ranging from skulking rats to brush-wlcd 
squirreL,-can be fuund scr.abbling about in every comer of 

H ydaelyn. While cursed by fumers as despoilers of orchards 
and gnin stores, these prolific pests are believed to be the 
fur-bound servants of the Matron, N ophicl, and are thus 

affurded a grudging measure of tolerance by those of a 
less agricultural persuasion. 

Goobbue 
A goobbue is a lumbering beast that has a 

symbiotic relationship with the moss and lichen 
growing atop its head. Tlli< 'growth pnmdes 

the creature with a measure of camoulbge. 
and, in return, the goobbuc keeps the 
vegetation moist during the drier seasons 

with water scooped up in its liands. 
Though seeminf9r placid, the goobbue 
is a relentless predator, swching up 
anything that skitters or crawls and 
shoveling it into its cavernous mouth. 

Boar 
Inhabiting both mount>inous and furested regions, 
boars are creatures of indiscriminate appetiic that reed 
on anything &om tubers and mushrooms to crabs and 
carrion. A,, they mature, the skin on their beads 
takes on a ham-like hardness which serves to 

protect them during their ho~~ 
Few are the predators willing to risk such injury 

fur a meal of boar meat. 

Sheep 
Sheep were domesticated by the 

Highlanders during the Age of 
Endless Frost. Tbey spent countlaa 

years breeding the beastkin in an elli,rt 

to ~ animals that yield;,! a greaier 

quantity of wool. The result is a specio 
which now seems more fleece than flesh. Wild 
sheep can be seen grazing~ grauy tegiona of 
La Noscca and Coerthas. 



Hoar hound 
Following the rise of 

lshgard, hotrhounds all 
but disappemd from the 
Coen:has highlands.However, the shift 
in climate caused by the Colamiry has seen the legendary 
beasts descend &om their mount1lin dens once more. 

Dhalmel 
Scholars believe that after 

several millennia of seclusion on 
the Sea of C)ouds, the necks and 
IC!',' of the antelope-like dhalmel 
grew so that the creatures might 
better reach the foli2ge growing on 
neighboring islet>, or roots jutting from 
those which passed overhead. Dhalmel 
femurs :and ribs can grow so large, in fua, that 
many V anu V anu tn"hcs have taken to using 
them in the construction of their great halls. 

Hippogryph 
These ,leek, wiry creatures arc most often to be seen 

prowling die slopes of hills and mountains. Though 
their wings arc unable to bear them aloft, they 
ne>ettheless serve to assist in propelling 11,em 
across the grouad with a swiftness astonishing 
to their prey. Hipp<>gryph sinews boast 
surpassing~ cl elasticity, qualities 
which make them ideally suited fur use 
in the constmction of I variety of tools. 

Catoblepas 
For ccnturi:o, the catoblepas was believed to be a legend, 

the thought of a creatute with the head of a boar, the body 
of a bu1lilo, the scaloo of a peis~ and the eye of an ahriman 
too preposterous fur even the most open-minded 
naturalists to entertain. Until, that 
is. herds of beasn bearing the very 
same features began appearing in 
Eorz.e. after the Calamiry. It is 
believed that the catoblepas's single 
eye has the cap:,ciry to collect and fucus aether, which, 
when in danger, the creature will direct at a predator in 
order to stun ¢. 

Aldgoat 
Since ancient times, the people of Coerthas have 

raised aldgoat,i fur both their meat and milk. These 
atoeky, hoofed beasts possess a fattened 
collar of flesh which protects their 
Geeks against the piercing fangs 
of predators. They also spon 
a pair of curved horn.,, with 
those belonging to males 
being markedly 
Ja,ger and of con­
comitantly greater 
\Ollue. 

Tiger 
Native to southern llsabard and inner Othard, there was a time 

when, for the people of Eorzea, tigers were little more than the 
stuJf oflegeods-funtastical creatures to gru:c a sotted sailor's tale of 
high adventure in lands transmarine. Recently, however, organizations 

such as the Coliseum in Ul'dah and Limsa 
Lominsa's Maclsttom have paid trappers 

exorbitant sums of gil to have the 
exotic beasts ferried to Eonca that 
they may be called upon to teSt the 
mettle of their men. 

Coeurl 
Native to the regions of the Near Ease, these prcdatXlry 
quadrupeds ate unrivaled in their savagery. A coeurl 

subdues in prey by unleashing electrical shocb 
ftom the two whip-like appendages that 

fuune in fang-lined jaws. The feral 
specimens encountered in Eonea 
descend from escaped war beasn once 

trained on a -remote island at the mouth 
of the Rothlyt Sound known as the PcarL 

Bandersnatch 
The bandersnatch is a deadly hunter which, instead of relying on Stealth 

to subdue in prey, simply overwhelms it with speed and sheer 
,rrength. Trappers who work Abalathia's Spine have, on 

multiple occasions, claimed witnessing tense, bloody 
battles between bandersnatches and wyvems over 

something as simple as temporary domain over a 
watering hole-the furmer ofi: emerging the victor. 
For centuries, man has foolishly endeavored to 
tame the bandersnatch, with most attempn ending 

at best, in failure, and at WOJSt, in decapitation. 

Buffalo 
The buffitlo is a bulking beast with fuur 
sturdy legs, broad, muscular shoulders, 

and a stout pair of homs curving 
widely ftom its shaggy head. 

Formidable though they 
seem, the specimens found 

in Eorzea are all domesticated 
breeds, reared in the frontier settlements 

ofLaNosa:a and the Black Shroud as beasn 
of burden and a source of food. Since the 

recent inftux of leatherworkers to the realm, 
however, buflalo ate valued as highly fur their 

skins as they are fur their meat and labor. 

Manticore 
A mount1lin-dwelling beast of 

enormous size and unmatchable 
strength, manticorcs are_, by 
nature, violent creatures who 
will resott to killing their own 

kind if it means securing a 
meal The rare occasion 
that one descends ftom its 

highland domain and into 
regions inhabited by man 
is met with much chaos 

and bloodshed. 

-, 
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Unicorn 
These single-horned beastkin arc 

extremely guarded creatures who will 
rarely, if ever, reveal themselves to man. Atypical 
cases of unicorns being tamed almost always 
involve years of gaining the creatures' trust befure 
even first contact is made. House Fortcmps-one of 

Ishgard's four great houses-bears the unicorn on its 
sigil, believing the creature to represent the majesty 
and mysrery of their ancestry. 

Bear 
For the most part, these giant predators keep to 

themselves, oft fleeing at the sound of an intruder into 
their furest demesnes. When hungry or provoked, 
however, they become the deadliest of northern 
Eorzea's creatures. Legends abound of 

knights who, wishing to prove their 
mettle, would journey deep into 
bear country carrying naught but 
a spear and their pride-most of 
them ending in a sated bear and 
a weeping widow. 

Wolf 
Packs of wolves, each led by a pair of dominant 

alphas, stalk the furests and hills of 
Eorzea. While these cautious hunters 
ordinarily avoid the settlements of 
men, report> have begun to circulate 
of late concerning lost livestock 
and the occasional missing sentry-

Antelope 
These herbivorous creatures mainly inhabit grassy 

plains and savannahs, and arc extremely fleet of fuot. 
The male antelope sports distinctive stripes across 
his rump and a pair of prominent horns, while the 
female exhibits a demure, bluish 
coat. Accon:ling to the writings 
of the RAimJ,11, Cod,,:, antelopes 
communicate via the swaying of their 
tails. Sadly, however, the precise meanings of their various 
caudal gyrations remain a mystery. 

Yak 
Yaks have long been 

domesticated by Elezen 
tnbcs fur their hides, their 
milk, and their meat. Much 
like sheep, yak hair grows 
fairly quickly and must be 
sheared regularly to prevent 
the beast> from collapsing due to 
heat exhaustion during the summer 
moons. Rarely seen in the wild 
befure the Seventh Astral Era, the Calamity 
saw great herds of yab freed from their pens, and 
now the feral descendant> of these fugitives roam 
parts of Eorzea as they did thousands of years past. 

Behemoth 
The fint sightings of these heavily muscled beasts in the mountains of Cocrthas coincided 

with the advent of the Seventh Umbra! Era. Scholars believe them to be the spawn of the 

elder primal Bahamut, and have dubbed the creatures "behemoths." Aside from their obvious physical tniu, 
much about behemoth behavior and phy&iology remains shrouded in mystery. 

Megalotragtts 
While R...imdcUe originally classilid this 

beastkin as a cousin to the antelope, renowned 
naturalist (assimnt) Atellounc bas receQtly 

, refuted this claim, instead presenting the 
hypothesis that the mcgalotragUS is actually 
an ancient relative to the aldgoat, pointing not 

only to its oveni7.ed horns, but also its highly 
violent nature..and the f.u:t that mcgalomgus 

means "giant goat" in the Garlean tongue. 

Miacis 
Best (or perhapo wont) descnbed as a gw,t carniv""""5 
weasel, the mucis will walk on all fuun except when 

attacking its prey, choosing to stand on its hind legs 
so that it might add more furcc behind iu deadly 

strikes. The Sharlayans were so &ightened of these 
creatures that they would conduct periodic 

miacis cullingt in an attempt to keep 
their numbers down. These efrorts couW 
not outpace the beastkin's remarkable 
reproductive capabilities-a female miaci& 
is capable of giving birth to litters of tin 
kiu every mmoon. 

Jackal 
These canine scaveogers arc endemic to the island of 
Vylbrand. Their sense of smell is such thar a pack of 

jackals can detect a fresh animal carcass 
from a distance of several maims, and 
locate it with unerring accuracy. While 

jackals arc content to feed on carri<Jll, 

pangs of hunger will occasionally spur these 
ordinarily indolent hunters into bringing down live prey. 

The mainland is home to a hybrid spcacs of jackal that 
shares parentage with wild dogs. 

Mylodon 
Once only fuund on the coldest pcab 

of northern A~ $pine, the sudden 
drop in temperature experienced by' 
Coerthas fullowil!g the Calamity bas seen 
an influx of the behemoth-like creatures 
in the region. Mating riruals appear to 

involve the gathering of several males 
in front of a single female, fuUowed by 
a "presenting of horns" in which the 

female proceeds to choose the male with 
the longest, thickest, and 
shiniest of projcctiona. 



Funguar 
These ambulatory fungi an: most commonly encountered 

in the damp environs of dcme forests and limestone 
caverns. Possesicd of a unique texture and 
blSte, fimguar cal" are considered a delicacy 
among Eoncan gourmands. Oespire their 
extreme sensiti'.iry to arid .conditions, oflih.oots of 
the funguar Nlllily have been fuWld in regions 2Cl'OSS the 
world, prompting much scholarly debate over their method 
of dillusion. 

Bulb 
Due to their capaciry fur ambulation, bulbs 

have long been believed to be the unmatured 
forms of treantL This bJpotbeais, however, has 

"'<lCDtly been disprovcn by a team of dedicated 
naturalists who, after captuting seven! of the 
sccdkin and oliscmng them jj,r two ocore years 
int controlled environment, 
documented no further 
growth from their original 
state. The bulb's ability to walk 
appears ,imply to be a 
trait devclopcd to allow 
the sccdkin access 
to richer soils. 

Raffiesia 
Thought to be long 

extinct, the deadly 
carnivorous plallt began 
reappearing ill. Eorua 
~r dormant seeds buried beneath 
yalms of soil and l'llCk were 
UDCarthcd during the Calamity. 
Tbe.aicldy sweet aroma emitted 
by the rafilesia's Bowen not 
only scrvcs to luro bees and Bies to the flora, but is also 
believed to contain hypnotic .properties which place the 
vilekin under its control The ralllesia then use the vilelcio 
1IO subdue larger prey sud,. as small animals, or even man. 

To be classified as seedkin, Bora must exhibit the capaci~I 
controlled mobility with the purpose of hunting, defense, or repro­
duction. Said reproduction is most commonly carried out with seeds 
or spores, those seeds requiring a medium or host within which to 
grow until mobility (most commonly seen in a seedkin's developed 
root systems) is achieved 

Treant 
Treaots •re towering, ambulatory scedkin that are native to the 

Black Shroud These treelike creatures aggressively confront any 
whom they deem a threat to their home, and have thus earned a 
reputation as stalwart guardians of the forest. Treants are, however, 
possessed of less than towering intellect, and once they begin to 
flail their massive limbs, they often wreak more havoc then they 
originally sought to prevent. 

Ochu 
The ochu is a variety of carnivorous 

aeedkin that inhabits the forested regions 
of Aldeoard It lures insects and 

small animals within range of 
its powerful vines by emitting 
a sickly-sweet or rotten odor 
from its scarlet petals, then 
bludgeons them into • stupor. 

Thus subdued, prey are 
typically ingested over 
a period of seven! bells. 

Though too bitter to cat raw, 
when dried, ochu leaves can provide a 

flavorful accent to fish and meat dishes. 

Cactuar 
Found exclusively in arid regions, cactuars 

are known for their ability to 
survive ext,:nded periods under 
the scorching sun on naught but 
the moisture stored wirhin their 

bodies. Conditioned by the brutal 

a.ture of their surroundiof,i, cactuars 

are quid! to defuul themselves, launching a 

barrage of nccdleo at potential predators-and 
the occasional unwary traveler. 



Morbol 
The morbol is a temble 

beast that moves upon its slime-covered 
vines and roots. Highly aggressive, it kills 
both animals and plants with a combination 
of its noxious breath and ceaselessly flailing tendrils. 
Upon occasion, the beast will also emit a sweet-smelling 
gas which inducu a deep sleep. Rather than rending or 
chewing, the f.mg-shaped thorns which line the morbol's 
maw serve to hold prey immobile during digestion. 

Mandragora 
The enigtruuic mandragora were first observed in tho 

aftermath of the Seventh Umbra! Era. It is not known 
whence they came, or if they even existed prior to 
the Calamity. Preliminary studies appear to suggest 
that the diminutive seedkin are sentient and capable of 
an advanced furm of non-verbal communication, but 
further research is required to confirm these findings. 
The rest is mere speculation. 

Biloko 
Though manlike in appearance, these enigmatic seedkin 

are comprised solely of vines and roots, and appear to lack 
intelligence beyond the capacity of killing. Some scholars, 
especially those who concentrate their studies on the A1lagan 
Empire and its campaign into Meracydia, have 
attempted, unsuccessfully, to draw similarities 
between the b11oko and the southern conti­

nent's indigenous arboreal beings most 

famously known fur their worship of 
Sephirot, the Fiend. 

Korpokkur 
This small, single-leaful plant native 

to the F.r Eastern island ofHingashi 
is believed to have developed the 
f.u:u1ty fur ,mbulation for much the 
same reason as bulbs- to move to richer soil& 
after driining • loca.tion', nutrients. The 
korpoldrut requires copious amounts 
of water to thrive, and it ia believed 
that its leaf not only serves to funnel 
rainwater down to its mouth and roots, 
but also prevents its body from drying 
out in the sun. 

Flying Trap 
These insectivorous plants >re fuand 

in forests and grassland areas. As they 
m>rure, their leaves--c:oucd in a layer of 

sticky mucus-assume vivid hues which serve 
to attract prey. Any insect that comes into 
contact with the adhesive substance becomes 
hopelessly trapped, and is subsequently 
imp>led and drained by the seedkin's thir,ty 
roots. Despite their mucus coa.ting, the Ie.ves 

of a flying trap ,re surprisingly palatable 
wd nutritious. Thorough washilliJ is, 
however, advised. 

Narbrooi 
P>rticularly numerous in >reas featuring high concentrati­
of wind aether, these floa.ting seedkin b.ve .dapted their roots 

to trap small animals and insects which they strangle then 
drain of blood. The corpses of their prey ,re then allowed 

to rot, the lighter-than-air gases produced in the pro=s granting 
the narbrooi levintion. 

Cordyceps 
Cot<lycq,o is• r= type offungu,r which will inrect 

a beastkin host, such as • hc>r, taking control 

of its body and mind in the process. As long as 
the host is alive, the funguar can drain the 
creature's essence indefinitely, therefore 
giving the seedkin incentive to see wt the 
host continues to feed. In the event tb.t 
the host's lire ia terminated, cordyceps 
will produce &airing bodies that emerge 
&om the host's head., releasing countless 
spores into the air upon rupture. 

Belladonna 
A carnivorous plant native to the Om Wild, this 

voracious specimen of flora lures in potential victims 
by contmting its perals into the furm of various 

beasts. Research conducted •t S>int Mocianne's 
Arboretum concluded tha.t the murderous 

Belladonna is as likely to prey upon two-legged 
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!y1LEKIN 

Chigoe 
Th< chigoc is a bcmaooplugotU vilekin, and docu­

mented carrier of the disease known as the Creeping 
Death. After mating, the female flies close to the 
ground, in search of a large crcatUrc to which she 
might attlch bimci£ Having done so, she uses 
her pioboscis to dispense an acid wl#I, softens the 
victim'• ,kin ~tly to permit the creation of 
a caYity within which ro lay her eggs. Chigoes 
oa:asionolly li:cd on rare and powerful hosts, and 
thtU their engorged remains are highly prized 
by alchemists. 

Swarm 
A "swam" can rcter to any thick cloud of small, y 

wii,ged il1sccts. Some cxamp"'5 include the • 
,tinging midges, the carrion-seeking syrphids, ~ ----~ 
and the ccmmon holleybce. While these 

vilekin are not strictly mc,nbers of the '.J 
same &mily, they share the tendency ...,, ~ · 
to di.play aggressive behavior when di ,,.. .,, 
gathered in ~e numbers. Even goblin tlJ 
bugkeepers arc known to give angry 
swarms a wide berth. 

Taramula Hawk 
Along wi;h the wapc, the tar.UJtula hawk 

ia another oversized species of aggressive bee 
introduced to Eon.ca from the New World. Sharlayam 
an: documented as having employed the vilekin at Saint 
Mocianne's Arboretum to pcllenate the thousands of rare and 
exotic species once grown in the heility. Several tarantula 
hawks, ~r, arc believed to have escaped during the chaos 
of the Sharhyim exodus back to the Old World, and have since 
furtned several indcpc<ldcnt wild colonies in the Dravanian 
hinter lands. 

Wamoura 
The wamoura'• diatinct proboscis 

ends in• ring ofhook-lilce teeth which 
are used to latch onto and bore into the 
bloated bodies of l'C<'Cl1dy slain crcatUl'Cs, so 
that the vilekin might drain the corpses of the fuul 
liquids latering and fermenting within. Long have the 
people of Gridania despised the wamourae, viewing 
the giant creatures as pc~ts ofblig),t and diaastcr. 
In its wingbs larnl state, the wamoura is 
known as \ftmouracampa. 

As is suggested by the name, vilekin cons~t of all manner of worms 
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and pests, be they terrestrial or winged One unique characteristic of 
creatures fulling into this class is a multistage lifi:span that sees them j 
develop &om grub-like larvae into beings that belie their original , 
sh:lpe-a process known as metamorphosis. 

Kongamato 
This vilekin most commonly fuund in the Abalathian 

fuothills actually spends the first half of its lifu completely 
under water reeding on small fish and frogs, until growing 

to a length of almost a dozen 
hands. After a short pup,,l stage, 
the kongamato leaves its pupal 
exoskeleton to emerge as a fully 
winged creature which is often 
trapped and trained by the Gnath 

to be used as Oying mounts. 

Wespe 
Native to the New World, it is believed 

that wespes were introduced to Eorzca via 
trade ships whose dark hulls served as perfect 

locanons fur colonies ot the vtlekin to weather the 
long voyage across the Indigo Deep. Once released into 
the realm, it was not long befure the ~e, swift-breeding 
species soon began attacking indigenous bees, wiping out 
entire populations of the docile creatures while ruining the 

livelihood of countless hivckceps. 

Damselfly 
Unlike most Eorzcan 

vilekin which feature only one or rwo pairs of 
wings, damsc1flies possess six, though only the 

uppermost pair is thought ro be med by the 
insect in tlight. Some naturalists have theorized 

that the remaining five leaf-like pairs serve to lure 
smaller vilekin in search of a meal-vilekin which 
the By then consumes itsel£ DamselBies arc also 
known to be extremely territorial and will move 

•bout the same path fur almost their entire life, 
attacking any so foolish as to aoss into their domain. 

Achamoth 
Unlike the wamoura which dine on the humours of 

the dead, the achamoth prcfen its meals nab, and will 
disperse clouds of magicked scales to paralyze victims 
befurc attaching itself to their backs and draining them of 
their life energies until l12llght is left but withered husks. 



Beetle 
The CU1tpacc-covered insects collectively known as 

"beetles" are fuurul throughout Hyd:aelyn. One such 
species, the wi:evil, is despised as a pest thanks to 
its propensity to breed uncontrollably and swiftly 
decimate crops. In an attempt to prevent such 
incidents, another species of beetle called the 
ladybug was introduced in many regions to 
prey on the weevil's larvae. Sadly-if somewhat 
predictably-they too subsequently bred uncontrollably 
and are now considered pests in their own right The 
luminous 6refly is a rather less unwelcome member of 
the beetle funily. 

Mantis 
As manti, sightings in Eorzca coincide 

with the time period in which Lalalellin 
settlers &om the south amved in Vylbrand, 
it is has been concluded that the giant 
inscctivoroUJ vilclcin ( ilio fuund in 
abundance in the Lalalell's home­
bnds) were uninrentionally brought 
over by the Plainsfulk--eggsaa 
most likely attached to the reeds 
from which tbc clan wove its sea 
ships. 

Scarab 
While harrowing tales of the vilekin feeding on 

the flesh of recently interred corpses are not un­
common, most vmctics of scarab beetles actually 
prefer tbc sweet, sticky sap of hardwood trees 

to the cold rotting flesh of a dead man. 
!u is the case with many of Eorzca's 
vilclcin, beetles of the scarab vuicty 
are also highly territorial creatures, 
charging and ramming intruders with 
reckless abandonment, using their hard 
chitinous shells as both a means 
fur oflcnse and defense. 

Anding 
Andings are gigantic vilekin, ubiquitous in 

Eorzea's desert regions. Despite their 
lack of higher order intelligence, anding 
,ocicty is rigidly structured, with the 
queen ensconced at its heart. The 
population can be broadly divided 
into two categories: the worker 
caste, respons1ble fur expanding the 
nest, caring fur cw, and gathering 
sustenance; and the soldier caste, 
responsible fur defending the colony 
and capnuing slaves. 

Yarzon 
These carnivorous insects are cai!y recognized 

by their long, spindly legs and compact 
bodies. When hunting, a ysn.on fint seeks 
to immobilize its pn:y by spraying its joints 
with a stream of corrosive bile. Having done 
so, the vilckin then penetrates the victim's 
cranw cavity with its dagger-sharp feeding 
tube and sucks out the brain. Species of 
yarzon can be fuund thriving in the both 
humid marshes and arid badlands around 
Eonea-a testament to the creature's 
impressive adapAl,ility. 

Diremite 
Dircmites arc a funlly of vilekin with a distinct 

social hierarchy. Their colonics arc led by the 
females-the egg-laying "bancmireo"-ofwbich 
there are rarely more than three or four. A small 
group of adult males, or "dircmia,o,., ocrve as 

ooldicrs, wbik innumerable larval mites, or 
"miteling1," attend to tasb or simple labor. 
Dircmite colonies are nomadic, and will strip 

an area bare of prey befun: moving on to a new 
location. 

Crawler 
Unlike most catcrpillan, which ev~y 

metamorphosize into a winged moth or buttenly, 
crawlers spend the cntin:ty of their lives 

in a larval state. While tlow, crawlcn 
possess a slew of defensive mechanisms 
which protect them &om hungry 

predators as well as help them subdue 
their own pn:y. These include ievcr:al 
sharp black horns, a 1tickf silken 
thread emitted from a gland witbt 

thcit mouths, and an odorless, yet dcadl.r 
poison occreted from theit skin. 

Spider 
Spiders arc some of the most COIJlJl\Ol1 vilekinon H ydaclyn, 
with thousands of diflcn:nt species documented living 

in all climes, from the equator to the arctic. While 
most species occk their prey in the furm of smaller 
vilckin or cloudlcin, 10 strong an: the silks of 

some la:gcr spiders that even the occasiooal 
Lalafcll has been known to 6nd himself 

trapped in a web with no means of 
escape. N atunlists have recently 
discovcn:d families of spiders which 
appear to 6U their abdomens with 

lightcr•than-air gases which allow the 
vilckin a crude furm of flwlt 

Worm 
Worms arc massive, segmented creatures of vol3Cious 

appetite. By rhythmically nbrating their long 
bodies hundreds of times in thc space of 

an instant, they arc able to produce 
wav,es in the sand beneath them, 

enc:oumcring prey9 a worm 

leaves naught to chance, 

engulfing both its victim 
and a sizeable volume of 
the surrounding sand in 
its great maw. 

,,,, 
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WAVEKIN 

Pugil 
All varieties of pugils possess an ancillary 

bladder which stores wind-aspected gas 
believed to be generated by the wavekin it>el£ 
Ai such, this organ granu the pugil limited 
"tligbt" capabilities, though seveta! ilnu ap­
pean to be the maximum alrirudc attainable. 
Pugils have voracious appetites and will 
devour almost anything that moves, making 
them well~pised amongst fishers who oft 
find them,el..,. competing with the wavekin fur the best fishing 
grounds. Pugils themselves arc worthkss on the market, their 
flavor and texrure both comparable to somethin& berween a 

sweaty mocasin and a sun-<lried clutch of salamander eggs. 

Orobon 
Orobon were once the stuff of fishermen's tales, having 

only ever been spied on those rare occasions when one 
became enangled in a docpwater 
net. In recent yean, however, 
these deep-water creatures have 
been seen in the shallows of freshwater 
lakes and underground pools. Due to the 
scardry of prey in their native environment, 
orobon have evolved disproponionately large, 
,cooping mouths. 

Ogrebon 
A close relative to the oroboi,, ogrebons spend the 

majoriry of their lives buried beneath the sediment gathered 
on the beds of rivers and lakes, leaving only their illicia-a 
pair of Beshy, antenna-like organs- unhidden. The illicia 
end in lwnmcscent sacs which are co111monly mistaken 
fur eyes, but in fu:t serve as bait 
to lure smaller wavckifl to 
the ogr,,bon who, only 
then, will emetge from 
reclusion to swallow 
its prey whole. 

Kraken 
Feared by sailors across H ydaelyn, dark tales of these cyclopean 

cepbalopods ripping apart twin-hulled gall,:y, with their powerful 
tentacles have been told since man first took to the seas. Contrary 

to what any s2ilor in his cups might have you 
believe, acrual sightings arc quite rare, 

though rumors that the legendary 
pirate Mistbeard kept a krakcn 

as a pet have mysteriously 

The defining characteristic of a member of the wavelcin is i::l 
canny ability to breathe while under water, be it fur limited du::~;; I 
such as is the case with amphibious toads and efis, or fur the entirety I 
of its lifespan, such as is the case with most fish and cephalopods. 
While most wavelcin are extremely timid creatures, the following is 
a selection of those which exhibit little fear towards man, and will 
oft turn the aggressor should they feel threatened. 

Gigantoad 
G igantoads are possessed of great, bloated bodies 

supported by fuur srumpy limbs. They prey upon beetles 
and other large vilekin. These wavekin are irksome 

opponents-slippery secretions from their parorid 
glands can make it diflicult fur adversaries to 

land solid blows, and their malicious glares 
have been known to unnerve even the most 
stcadfust of warriors. 

Poroggo 
Poroggo are essentially common toads which 

have, though arcane nugicks, been granted fu:ulcies 
normally associated with spoken creatures, such as 
speech, bipedal ambulation, and the propensity fur 

high-level cognicion. Oft employed as f.uniliars, the 
cognitive level of a poroggo is relative to the spell­
crafting capabilities of the mage responsible fur the 
creature's quickening. Once the spell has been broken, 
the poroggo will revert to its original state, retaining 
none of the knowledge it attained while sentient 

Salamander 
Riverbeds arc the narural habitat fur the fiunily 
of large wave kin known as salamanders. W airing 

motionless atop the silt and stones for the 
perfect moment to strike, these patient hunters 
stun their prey with a jolt of electricity &om a 
specializc:d organ located within the mouth, befure 
proceeding to swallow their victims whole. 

Salamanders mainly feed underwater on fish and 
frogs, but will also on rare occasions strike out at 

creatures that wander too close to the riverbank. 

Ymir 
Ymir are believed to 

draw ambient ice- and 
lightning-aspectcd aether 

into their a.ethcroconducrive 
shells where the energies are 

stored until required to li,nd off 
predators. The highly territorial sea 

snails have also been documented collecring 
and burying the empty shells of dead Ymir 

so that they might draw upon the remaining 
energies to deli,nd their homes. 

Uragnite 
For ccnturiea, the discn:pancy in size between the largest 

(up to ten hands in length) and smallest (less than half an 
ilm) uragni=s perpleud Lominsan naturaliats, fur there 

was no evidence of rwo dillcrent species. That all 
changed, bawevtl\ with the discovery of records &om 
the Fifth Astral Era showing that Nymian scholara 
discovered a way tQ magically manipulate the size of 

the wavekin, which were fumed fur their Besh and 
dried fur long-term preservation. 



Sea Serpent 
Once only found in the 

far reaches of the Merlthor 
Sea and the Indigo Deep, 
numerous sighting. of this 
gimt aquatic snake have 
been recently made as 
far inland as Mor Dhona. 
How a saltwater wavekin 
can survive in the fresh waters of 
Silvertear Lake and the 
Maiden is a question that 
both ballles and frightens 
scholars, fur if a sea serpent 

can so easily change its nature, 
what other temble crearures might 
have that capacity as well! 

Elbst 
Fearuring a razor-toothed maw 

capable of engulfing a grown 
Lalalell whole, the elbst is a 

formidable sea creature that 
is believed in some scholarly 
circles to have evolved &om the 
peiste. The Sahagin have recently 
taken to breeding and training the wavekin 
for use in their skirmishes wit.h Limsa 
Lominsa, and will cut the webbing on the 
elbsts' feet to improve their speed on land. 

Leech 
While leeches primarily live in water, they will 

oft take to dry land to hunt, using their leaf-like 
appendages to lure herbivores which they will then 
latch onto with their suction-like mouths and drain 
of blood until they are full to bursting-a process 
which, depending on the size of the animal, can result 
in death. While it has long been believed that leeches 
are blind, due to a distinct lack of eyes, closer inspection 
will reveal that the amphibious wavekin arc equipped 
with countless riny eyespots which, while not 
allowing fur sight in the normal sense, grant 
the creatures the ability to detect light. 

Jellyfish 
A jellyfish's ability to Boat can be attnbutcd to 

the gas it holds within its dome-like body. By 
expelling this gas in controlled bunts, the creature 

achieves a limited form of flight. The trailing 
tendrils of this wavekin conceal stinging cells that 
are used to paralyz.e prey. The anemone, another 
member of the jellyfish funily, has developed an 

organ that delivers a powerful elccttical shock in 
place of the usual paralytic poison. 

Slug 
Slugs are a funily of gi2llt, 

terrestrial, shell-less snails. 
Given sufficient time, 
their acidic secretions a.re 

so corrosive as to pose a threat 
to even the stoutest city walls, and 
most towns have •tanding orders to 
eradicate these troublesome wavekin 
on sight. Like their distant cousim, pirates, 
slug. appear unable to resist the amell of ale, 
and so the popular brew is commonly used as 
bait in slug traps. 

Ninki Nanka 
Instead of laying their eggs in a pond or river 

where they might be devoured by pred:iwn, 
female ninki nankas doposit their off-

spring upon the bock of the f.ithcn, 
who then carry and ptoa:ct the 
brood until the young nankas 
are ready to f.ta: the world on 
their own. While not poisonouo, 
nanh Besh is tough and exlubits 

a strong ammoniacal Savor, 
rendering it unsuitable fur 

consumption in all but the 
most despefflC of cases. The Gnath, 

however, do not seem to mind the unique tang, and 
have made the wavekin a staple in their diet 

Crab 
While abundant in number throi,ghout Eon.ea, the 

meat of the snipper aab rarely m""5 it to market­
the simple reason being that, unlike smallcr aabo, 
it oft requires the strength of a marauder (<>r the 
stubbornness of a Qigirn) to bring even a single one 

of these adamantine creatures to submission. 

Sallet Crab 
A distant relative to the hermit =b, the sallet aab also is 

cursed with a soft shell that renders it vulnerable ro many 
of the sea's preclaton. To defend itself against the hungry 
legions, the crustacean has taken to the "borrowing" of 

helms that titter the sea beds-reminders of the thousands 
of years of war waged on the waves above. 

Megalocrab 
Megaloctahs dwell on riverbanks and in coastal areas. These 

wavelcin are possessed of incredibly hard shells, ,did 
can form a nigh on impenetrablc defense 

simply by drawing their lei?,' in close 
to their bodies. Many an eager 
predator has broken a fang-or 
indeed blades-on a mcgalocnb's 
unyielding carap,a: in an attempt 
to reach the succulent 8esh 
protected within. 

Diplocaulus 
Naturalists are divided on what they believe to be the 

true function of the diplocaulus's Poll" of signature 
arrow-like protrusions on its head. While some claim 

they serve as quasi-fins allowing the creature to 

make swift directional adjuotmcnts while swimming, 
others still claim that they are used in mating, 
similar to a peacock'& plumage. 

Karlabos 
Though similar in shape to a 
scorpion'& tail, Karlabos uses 
its rear appendage not to inject 
its victims with poison. but to 
dismember thctp, elli:ctively 
rendering the prey unable to 

flee or fight bock. Sailors will 
•pin talcs of Karlabos rearing 
open the hulls of ship$ passing 

through shallow watcn...but 
then again, sailon will spin 

tales of anything. 



CLOUDKIN 

Dodo 
These large, llightlcss doudkin origin=! from the 

isbnd of Mazliya, and were brought to the 
mainbnd by Qigim who bred them mr 
their eggs. The &cc races of Eorz.c:a 
have reared the ronu,d crcarurcs ever 
since, thougll ;they arc now vab,ed 
primarily fur their meat. Would-be 
poulrry hrmers be warned: when 
seeking to dclcnd itself, a dodo will spit 
furth a tlccp-inducing secretion. 

Apkallu 
An apkallu is an aquatic bird tll2t inhabits 

the coastline of the island of V ylbrand. 
While Wl2ble to :dlcct Sight, the apkallu's 
wings serve as powerful Bippen tll2t propel it 
tbrough the warcr with am=ing speed and 
grace. In order to bring the 6sh it swallows 
back to i1I hungry chic:h, an apkallu is capable 
of volunt:lrily suppressing the production of its 
own digestive acids. When threatened, however, 
the nornally placid creature can reverse this 
eflcct, allowing it to vomit furth its belly's cwstic 
contents at a moment's notice. 

Chocobo 
The domcttication 

of chocobos in Eon.ca 
appears to daze back to 

~. with ancient 
painting, ~ly disoovcred 
near lsbgard showing ttibcsfulk 
using the llightless yellow cloudlan 
to till the earth, transport grain. 
and carry warriors into battle, 
While the overwbelining majority 
of chocobos seen in Eon.ca today arc of 
Coerthan •tock, it is rumored tll2t wild 

breeds of the 1pocieo-including those 
whicli have retained the atpaciry fur 
Sight-still thrive througbout forests 
nestled in the VIStly unaplorcd valleys 
of Abalathia', Spine. 

Lanner 
Discontent with the chains that 

bind him to the ground, man h2s 

ever longed to conquer the skies. It 
i, this obseasion that ,purred ancient 
civilizations to selectively breed only 
the wppt of filcom over spans of scveral 
hwidrcd yean until the birds were b..rge 
enough to bear even the stootest ofRoqy,dyn. 
la addition to transport, some beast tribes 
~e to use these noble cloudkin as 
olfcrinp to their pritnalo in tb,,ir swrunoning 
cercmaaia, believing them to be symbols of 
otreagthandfreccloin. 

The one feature shared by all cloudkin is the capacity fur lligli-:-1 
it wing-, aether-, or gas-assisted There do exist several rare s~ I 
that, fur one reason or other in their long line of evolution, have I 
fursaken the skies and instead taken to lives upon land or even in the 
sea. The apkallu is one such example. 

H arpeia 
This eerily man-like 

cloudkin not only h2s the 
appcarancc of a spoken, but 
also display. the intelligence 
of some of nature's more clever 

crca.rurcs, such as the opo-opo. 
Harpeia roam the Sea of Clouds in large 8ocla, 

feeding on thermal-tiding auraliae by surrounding the 
creatures then herding them to nearby islets where they 
can tear them apart without !car of their injured prey 
filling back to H ydaclyn. 

Bird of Paradise 
The £,,,hiridi,n states that the brilliantly colored 

cloudkin known as the Bird of Patadise is the gatekeeper 
to Halone's heavenly realm. In actuality, it is a 

ruthlcas lcillt:r with an insatiate appetite fur flesh 
of any kind, from paissa to man. To make marters 
worse, the Bird of Patadise also possesses the 
uncanny ability to generate impenetrable mists 
using ambient water/4Spected aether-an ability 
it utilizes to take its victims unawares. 

Vulture 
V ulturcs arc ill-omened cloudkin that C311 be 
found in every corner of Eorr.ea. Their taste 
fur carrion often secs them cast as symbols 
of impurity in myth and legend. Although 
the vulture's sharp beak and cruel talons are 
well suited to hunting, these natural weapons 
arc more often brougllt to bear upon other 

scavengers when contesting the choicest scraps 
of a rotting carcass. 

Hornbill 
N atncd after the horn-like 
combo fuund on the heads 
of both males and fi:males, 
the hornbill are extremely 
protective of their young 
and will use their similarly 
batd beak, to pummel any 
predator that might seek 
to raid their nests, such as 
Inli f.uconen who steal 

fledgling hornbills and train 

them to hunt 

Bat 
These leathery-winged cloudkin make their homes in the dwlowy 

rcccsses of caves and tree hollows. H :u,ging dormant within their lair 

during the day, bats mainly venture furth in the hours of twilight 
Bats possess incredibly acute hearing, and requite nothing more 

than the echo of their own high-pitched cries to locate 
and catch insects in Sight Some species arc known to 

feed on fruit, while others derive their sustenance 
from blood. 



Skatene 
Skatencs arc mind-quickened owls, granted 

sentience via powerful magicks much in the same 
way toads arc ttansfurmed into po"'l,gos. Sharb.yan 
bibliophiles used these cloudkin to mind their tomes 
until the great exodus back to their 
motherland, in their haste 

leaving the skatenes to 
fend fur themselves in the 
abandoned Dravanian 
hinterlands. 

Deathgaze 
Every few decades, these winged monstrosities 

return to terrorize Eorzea. They remain for 
the span of several moons, moving on once the 
availability of suitable prey has diminished. The 
creature's primal appearance suggests a species of 
ancient origin-an assumption borne out by the cloudkin's 
regular role in fulklorc. Sadly, scholars have yet to sift 
reliable fuct from the confused fictions contained therein. 

Einhander 
This highly aggressive horned 

cloudkin possesses a pair of conjoined 
legs which it utilizes as a third arm to 
latch onto and rend its victims asunder. 
The crew of an lshgardian airship has even 
claimed that one of their vessel's masts was 
tom from the deck by an einhander and used by the 
unholy creature to open several holes in her hull 

Griffin 
These majestic winged creatures inhabit the untamed 

wilds of Abalathia's Spine. Possessed of unmatched 
sharpness of vision, a griffin swooping 
down from the heights to seize its prey 
in its mighty talons is truly a sight 
to behold. A symbol of courage and 
ferocity, the griffin adorns the crest of 
the fillen nation of 
Ab. Mhigo. 

Zu 
While native to the scon:hing 

desert& of the Near Eut, the ,u 
will migate to a cooler Eorz.ea after 

hatching its fledgling, in the spring. Since 
the Calamity, however, there have been an 

increuing number of cases where the giant 
cloudkin remain in Eoriea year-round, and are 

most commonly •ightcd in northern V ylbn,.od 
and the Sea of Clouds. 

Colibri 
Native to tropical and sul:Kropical ~ the beak of the 

cohliri is believed to he curved to allow it better access to the 
nectar hidden deep within rain catcher Bowers. For reasons 
still a mystery, many cohliri are drawn to irems that sparkle 
when struck by light-such as pearlesccnt shells, ag:u,,s, and 
fillen gil-and will swallow the items whole. Calibri also 

have developed the uncanny skill of mimicry, in which tliey 
will imitate sounds recently heard as a furm of defi:nse agaiat 
predators. 

Hybodus 
Though it is surmised that both the hybodus and the 

tornado shark emerged &om the same wavekin species, 
the furmer achievca flight via an aether-manipulating 
organ tucked away beneath the creature'I liver, whereas 
the latter utilizes strong thermals common in the Sea of 

Clouds. The hybodus'• myriad 6n&--far 
more numerous than an ocean-bound 
shark's-appear to serve as wnw­

They arc not, how­
ever, used fur lift, 
but ratlu:& minute 
dirccti*1~ 

Cetus 
N car the top of the Sea of Clouds' unique fuod chain 

sits the Cetus-another serpent-like carnivore which 
more than likely evolved aeons ago &om similar creatures 

which swim the futbomlcos depths of the Im: seas. The 
Cetus's billowillg fins arc comparable to an airship's 

acther-<:barged wings, capable of manipulating ambient 
wind aether and transfunning its cncrgico into ... isted 
flight. While a deadly pre¢,tor in ia own right, the 

cloudkin prefers to instead fullow in the wake of 
hybodus schools, feeding off the f.J!en 
scraps of freshly sbughtcred prey. 



6 

I scALEKIN 

Adamantoise 
Nuive to the isle ofThavnair, tbcsc immense tortoises 

were mistllkenly brought to Eo= amidst a ,hipmcnt 
of dodo egg,. The scalekin hatched ohortly after 
arriving in Gridann and found their way 
into the TWl!lvcswood, where they 
have lived ever Jina:. Naturalists argue 
eodlt:ssly over wbcthu or not the crea­
tures and their oftipring should be 
considered a part of the furcst 

Dragonfly 
While ncttherdngons, c<>t !hes, d,agomlia nonetheless 

have clooe tics with both-blindly serving the former as 
ocouts, outllyen, and forward tniops in the Dravani:.n 
Horde, while consuming large quantities of the latrcr, 
vilekin being a mple in the dragonfly diet 

Sanuwa 
A noble ~nt-likc scalekin 1111tivc to the Sea of Cloud.s, 

sanuwas have Jong been used by V anu V anu as battle mounts. 
As the sanuwas age, they become more adept at manipulating 
ambient wind 2t:thet,aomc even capable of calling tormdos from 
otherwise calm skies-.. ,kill most useful when hunting food. 

Sarcosuchus 
Able to adapt to the brackish waters swiftly, the 

sarcosuchus is believed to have been one of the first creatures 
to return to Y afum following the vicious floods that swallowed 
the region at the end of the Fifth Astral Era. Similar to the 
crocodile, this scaleldn is also 
chancteriud by its large 
tapering maw which, 
when fully gaping. can 

easily fit around a 
grown LalaJeU. 

An-""' " ... , ....... _ ..,, """ .,,,, ~~ • ,rm~ I 
to protect their bodies from the claws and jaws of hungry predators. 

That said, most all scalekin are, in fuct, better defined by their j 
subclasses, the most popular being cloudkin and wavekin. Scalekin 
are also speculated to have distant relations with dragons as can be 

attested by the ease at which the spoken can manipulate their lesser 
cousins' minds, driving them to servitude. 

T yrannosaur 
Known by many as "king of the carnivores," the 
tyrannosaur is reared by man and beast alike, its 

violent natll11: and insatiable appetite making it 
one of the deadliest predators in the realm. It's 
tiny, almost comical arms are all but ignored 
by the tyrannosaur while hunting. opting in-

stead to employ the sheer speed granted it by its 
muscular rear leg,, and the rows of knife-like teeth 

that line its massive maw to subdue and slaughter its prey. 

T riceratops 
Its name meaning "three-horned fu:c," the ancient 
scalekin uses its head's horns and bony frill to prorect 

its soft neck from the sharp fungs of hungry 
predators. A tendency oft displayed 
in similarly homed creatures, the 
triceratops will charge anyone or any-

thing it pcra,ivcs as a threat (especially 
to its brood), not stopping 
until it has gored the target, 
or sprinted beyond it 

Pteranodon 
Similar to dragonflies and archaeornis, 

pteranodons-dcspite having the appearance 
of a dragon-also possess little in the way of 

measurable intelligence beyond that required to 
survive. Veteran and accomplished cloudfishen find 

sport in the capturing of these razor-beaked scalekin 
using n,ught but a single rod. 

Brachiosaur 
The discovi:ry of this colossal creatll11: 

on the isolated isles of the Dwlcm has 
perplexed naruralists, who had thought 
the ancient species long extinct. 
Possessed of an innate arcane might 
proportiomte to it> size, the brachiosaur 
defends itself with a meteoric rain of 
conjured boulder,. 



Cobra 
The cobra is a gigantic scalekin, large 

enough to swallow a man whole. 
Once believed native to the 
eastern continent of Othard, 
as a number of specimens were 
brought to Eon.ca during a boom 
in trade relations, their abundance 
near recently uncovered Alliigan ruins 
suggests a tie with the 

lost empire. Rare and 
deadly, serpents arc 
prized participants in 
C oliseum matches that pit 
man against beas~ 

Raptor 
Though not related to birds, rapton 

are so named fur the speed with which 
they &ll upon their prey. These 
forest-dwelling scalekin hunt in 
tandem, with one raptor waiting 
in patient ambush as the other herds 
their hapless victim into the trap. Once a 
rare occurrence, raptor attacks on man are 
on the rise. 

Puk 
This small, stout member of the 

scalekin f.unily can oft be seen Bitting 
between trees on the hunt fur its insect 
prey. The puk is highly territorial and 
more than a little temperamental, and 
will launch itself at intruders many times 
its own size without hesitation. Though 
also known as "wind dr.igons," these fierce 
little creatures have no proven cpnnection to any 
true dragon species. 

Basilisk 
The basilisk is a large scalekin common to most 

regions of Aldenard. As is the case with many others 
in the scalekin family, basilisks are swift to respond 
to any pcr<:eived intrusion of their territory with 
unrestrained ferocity. Doubtless owing to their size 
and savagery, these creatures arc oft depicted in 
religious allegory as the incarnation of evil, most 
noeably in the funous tale, "Saint Daniflen and 
the Basilisk." 

Crocodile 
Despite being covered in long, thick hair that works 

to insulate the creature &om the harsh wintry climes 
common to Abalathia's Spine, the crocodile is most 

often categorized as a scaleltin, due to the 
numerous similarities in physiology and 
behavior it shares with the decidedly 
scaleltin sarcosuchus. Crocodiles hunt by 
submerging themselves in lakes and rivers, 
W2iting fur prey to &pproach the water 
to drink. The creatures 

will then clamp down 
upon their meal u.ing 
ja.ws more powerful. than • 

ironsmith's vice. 

Wivre 
Whereas most attempts by Eoncan beast-aunezs to 

domesticate these ill-mannered scalekin &om the 
western continent have ended in fiilurc, the 

Mamool Ja have long kept' these crea-
tures as compamon.s, training them as 

both beasts of burden and weapons 
of war. The singl.c-hornod wivrc's 
natural tendency to wantoll_ly 
charge when provoked has pro1'en 

a most effective trait when 
attempting to break sieges. 

Drake 
Drakes arc vicious and 

unrelenting hunrcn, often 
tracking prey over several 

maims before routing their 
exhausted quarry with a t<>l"rid 

breath. The Amalj'aa arc known to 
domesticate drakes fur use as mounts and 

hunting companions, amongst other thinp. U n1i1a, 

most drake species, the bwt is notable fur •pitting 
lightning instead of flame. 

Ziz 
With iu muscular legs, and the 

purchase afforded by its sharp talons, 
the :r.iz is capable of impn:s.sivc bursts 
of apced. Although leathers sprout from 

various parts of its body, this carnivorous 
creature is thought to be closely related to 

the raptor, and is classified as scalekin. The ziz 
is inf.unous fur supplementing its physical attacks 

with a deadly array of poisonous breaths. 

Vinegaroon 
The vincgaroon has many 

dillcrcnt weapons at its dispooal 
while on the hunt-from a hook-like 

chin that allows the scalekin to latch onto its prey, to 
• long powerful tail that can be wielded in all manner 
of unique ways. The razor-sharp scisson at the tail's 

tip are sometimes used to lili rocks which can then be 
thrown with exact precision. Those selfsame scissors can 
also be used to grab a creature and then thrash it about 

until it loses conscioumcss, making it easier to consume. 

Archaeornis 
Commonly mistaken fur a cloudkin 

due to the colorful li,athen whith 
cover ito winl',1 and body, the archaeomis is 
actually a scalekin thought to be distantly 
related to the ziz. In fitct, some naturalim 
have even been so bold as to suggost that all 

scalekin once posscucd leathers-their scales 
the vestiges of that plumage. Their rclativelt 
low intelligence makes them easy wgets fur 
manipulation by dngons, and they arc often 
used by the Dn.vanian H ordc as oudlye,s. 
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Cyclops 
The CycloJ'C' dwell in the western 

p:uu of Abalathia's Spine, and arc 
immediately recognizable by 
the sil!gle eye that dominates 
their broad fu:c,. Though 
tbickly muscled and possessed 
of prodigious strength, these 
dim-witted creatUrcs an: often 
enslaved and used u shock 
troops by the more CWUling 
beast tnbcs. 

Diresaur 
Of the three document­

ed forms attained by ooc 
who drinks of a dragon's 
lifeblood, the diresaur i!, by 
fu, the most lmromng. Inc1pable of flight, this 
senti<:nt monster will ins~ nsc its powerful arms and 
granite fisto to pummel walls where othcn of the Horde 
might &y over chem. Of all the troito1'0lll.l c!,agon men, 
these an: despised most by lsl,gard's loyal dragoons, aod 
much picafltte is taken by the knights in their slaying. 

Opken 
Believed to be even more lacking in cognitive capacity than 

the gigu, opkcns cam their pl= amongst the spoken thanks 
in part to their Ability to craft somewhat complex tools, as 
well as communicate aIDO!lf,'t themselves using a distinct 
laogwge of grunts, croaks, and gurgks. Records of early 
missionaries l>C;aching opkcns the Eonean common 
tongue show all said cndeavon ending in failure, namely 
due to the aearurcs' lade of vocal orgaos developed 
enough to produce the correct sounds. 

Drowned 
A queer by-product 

of J;..eviathan's tempering, 
the drowned arc not only 
omuptcd of mind, but of 
body as well-their limbs 
taking on properties most 
associated with wavekin 
and other denizens of the 
seas. While the drowned an: believed to 

retain a portion of their li,rmer knowledge 
immediately after receiving the Lord of 
the Whorl's "bbsii,g," the advancement 
of the ~n appears to result in an 
acx:eleratcd loss of the "self," culminating 
in the c<>111pletc devolution into a 
mindless thrall. 

The sole requirements fur being classified as a spoken are t=-1

1 
intelligent creature not only possesses an independent language, but 

that the language be capable of interpretation by another apoken of I 
a difleriog genus. Some example:$ of spoken not listed below include 
the five races of Eon.ea, the Au Ra, and the realm's myriad beastmen. 

Tonberry 
Tonberries are the descendants of the citizens ofNym, 

an ill-fucd people who fell victim to an uoexplained 
rransfurmative illness that swept thtough the city during 

the Fifth Astral Era. As each new generation was 
born, the characteristics of the modem-day 

tonberry-lack of a prominent nose or 
ears, and short, stubby limbs-became 

increasingly dominant, until the entire 
population eventually shared the same 
disturbing appearance. 

Aevis 
During their thousand-year war with the dragons, 

lshgardians stumbled upon a dark secret-it seemed that 
some men, upon partaking in a dragon's blood, would be 
granted tbc ability to rransfurm into a hideous chimerical 
hybrid. In time, these aberration., wouW come to be called 
acvises, a word taken from the Enchiridion meaning 
"devil who Bies." Recent revelations have shown that 
this transformation is not a matter of chance, but is most 

likely to occur in those who claim line:ige with those 
great Ishgardian heroes who consumed 

the eye of 
Ratatoskr, 

ever tainting 
their bloodline. 

Syricta 
S yrictae are also born from men 

who would dan: sip the blood of a 
dragon, but have, fur some unknown 

reason, developed into somethil!g 
physically quite different from 

an aevis. The Holy Sec claims 
this diflcrence to be in direct 
correlation with the amount 
of mortal sin bearded by 
the soul of the transformed; 
bowever9 naroralista stress 
that it has more likely to 

do with the concentration of 
Ratatoskr's essence present in 

the tranSfurmed's blood. 

Siren 
Once leared across the five seas, today sirens are 
but the stuff of legend, due in part to a thorough 
culling of the creatures some ycan past by the 

renowned pirac:c Mistbeard. R=:nt sightings of 
the seductive she-devils, however, once again 

have sea- and landsmen alike exchanging 
tales of sirens entrmeing entire ship crews 
with tt,eir a,xuned SOD&', then feeding OD 

their captives' souls until all that remain 
an: lifeless husb. 



I fORGEKIN 

Magitek Vangob G-ill 
A creation of the infamous Illuminati, 

the magitck vangob', design is a blatant 

bastardization of that used by the Garlean 

lmperill Army in crafting vanguard-class 
warmachina, rcpurposed to meet 
the-albeit questionable-aesthetic 

standards of the mad goblin 

engineers. The two-legged vangob 
can either be ridden like a mount, 

or controlled from afu using a remote 

aethcrill manipulation device. 

Gobmachine G-VI 
The design of the gobmachioc replaoes legs with 

set, of continuous traclcs which serve to better dis­
tribute the vehicle's weight evenly. This, in rum, 
allows fur increued mobility in even the wont 

conditiom, be them wet, muddy, rocky, or oth­

erwise. The gobmachines forward cannons are 

highly adaptable, and are capable of firing 
bombs and shells of almost any weight or 

diameter without having to replace them 
with ones of diJ!ctent cahber. The Illuminati 

have also cre.u:d a slightly modified venion of 

the selfsame furgckin known as the king gobtan.k. 

Magitek Gobwalker G-Vll 
Originally constructed to transport sensitive cargo 

not to be trusted to the whims of a borely 
wned pack raptor, the gobwalker wao-oot 

of 11e=sity or simply madness, we shall 

never know- redesigned to serve as a hcav .. 

ily a.rmorcd battle drone. Attempts by 
Illuminati ei,ginecrs to one-better their 
oompatriou have repom,dly rcsuhed 

in the research and deployment of 
a walker capable of Bight, though 

there is no word on whether or not 
this creation is being called a "gobllyer." 

By adding additional legs to their traditional 

gobwalken, the Illuminati have succeeded in 

increasing the machines' stability and 
payload, allowing fur almost double 

the ordinance cquippable to the chassis. 

To handle this extra weight, however, 

the gobwidow requires two separate 

oeruleum engin... making it exttemely 
expensive to power and maintain. The weight 

abo preventS it from any furm of sustained Bight 

Living Liquid 
One of SC\'Cral inorganic being> seemingly to 

have been creawl within the body of Alexander 

not at the hands of the Illuminati, but by the 

primal iue1£ I tS body ia composed entirely of a 
metallic liquid similar to quicluilver, but capable of 
IlllUlltaining complex forms-forms it can change at will 
to adapt to the ebb and Bow of battle. Deep within the 

amorpbic admixture is conained a servomechanism­

the hydrate cote-which ia thought to connect the 

furgekin with ita boot, allowing Alexander to relay 

itdiiectorden. 

When the field of modem archaeology was still in its youth, many of 
the self-propelled mechanical creations of the ancients were thought 
to be animated using powerful magicks similar to those which breathe 
lire into stone golems. It is not until recendy with advancements in 
automaton construction that scholars have come to realize that the 
lirefurce within man-made ( or beast-made) forgekin is born of a 
complex array of smoke-belching engines and metallic gears. 

Panzer Doll 
Another mechanical creation forged deep within 

Alexander', interior aosemblf plami, panzer 

dolls arc neurally linad to a "Manieularo(," 
receiving orders while constantly sending 

infunruition on perfum,ance and possible weak-

nesses back to the walking furttas'1 IIWll core 

fur analysi&. Gathered information is then wed to 

impro,c future versions of tis ~ II 

what has been seen with the recent appearance 
of the "Neo Faust" but mere moons after a 

party of advenrurcro teported striking down an older, less 
sophisticated Faust model 

Oppressor 
A scaled venion of Aleunder, the 

primal-forged oppressor is tasked with 

defense of the walking furtrc:u'1 

most sensitive areas, and equipped 
with a bevy of advanced weap­
onry with which to do so-from 
repulsive cannons, to lasen, to 

automated ttebuchets heavy with 
wget-<talking projeQila. 

Manipulator 
Consttuctcd deep within 

Alexandcr'I assembly plant,, 

the Manipulffl,r'I main 
purpose ia to relay orden 

of openrion to tbe Jq,;ions of 
panzer dollo which pot,<>! the 

ptimal's halls. The successful 

destruction of one of these 

control unitS by the W artior of 

Light is believed to have led to 

the Illuminati', work on the 

live-headed metal monstroSity 

known as "Brute Justice." 

Brute Justice 
Charged with the pro!,:(:tion of Abaader, BrumJuotice 

is a temarkable cnalgam<tion ol 6ve sepante gmnli2Ds. 
With Onslaughter as ics core, V orte=, Swindler, 

Blaster, and Brawler complete the union. Brute 

J ustice't lack of autonomy is balanced by 

itS incorruptibft loyalty 
to ~ckthins All­

thoughls. 
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Refurbisher 
The refurbisher did wha.t 

iu ll2DlC , uggests~collcctcd 
the remnants of damaged ar 

offline m:u:bioa and repiired 
-0r repurposed the constructs. It 
tirelessly toiled wttil,, 1CS1Sing its own decommission in the 
immediate futon, begin gathering materials it would use to 
refurbish itself-materials which were in abundant supply 
due to recent furaY5 into Alexander's inner warJcio&, by the 
Warrior of Light and his destructive i:ompanioos. 

E.D.D. 
The Cruise Chaser's ability to change its 

wpc is both a blessing and a curse, gra,1tiog 
adaptability in battle at the expense of 
~ufa.cturiogoost The EDD. does not have 
this problem, however, as traDSfurmatioo 
capabilities have been omitted from its 
design, .n.wiog fur a more streamliocd body 
and increased et6cieocy in overall fuoclioos, 
while reducing the amount of materials 
and manpower required in its creation. 

Oockwork Soldier 
As Aliaga,) civilization g,cw more advanced, their technologist> 

de~ped sturdy machines which could b:uidle the mundane tasks 
of everyda.y life, allowing the people time to indulge in more 
nurely purouin. Incapable of doing anything beyond what they 
were programmed fur, these metallic automatons proved sale, 
loy.1 allies in battle...even lir after the demise of their master>. 

Clockwork Knight 
Unlike clockwork soldiers, many of 

wmch were little more than manservants 
reprogrammed to wield weapons, 
clockwork knights were initially designed 
with warf.u-o in mind-evident from their 
refined ~ . improved armor pl2tu)g, 
and ~neutralizing jamming devices. 

Clockwork Predator 
It was not long bcfurc the enemies of the Albgan Empire-most 

often rcsistanae cells &om within-learned ways of tampering 
clockwork soldien ' origiml progr:,mming, eff<ctively tuming the 
machioa on their master>. To prevent this, imperml technologist> 
worked with aetherochemillS to create a mare manlike soldier 
which would prove nigh impossible to corrupt. The result was the 
clockwork predator which, in addition to having an impeoetnblc 
IOCllriry prowcol, was also a~, more efficient killer. 

Clockwork Hunter 
Despite the improvements made to the 

predator-das.! soldien, ene,nies of the Albgan 
Empire eVClllW'lly devised a means of over­
riding their OOlltrols. Imperml technologists, 
however, had the resources of dircc entire 
continents at their disposal, and it was 
but a matter 1>f moons befure the ocxt 
evolution in clockwork &aldiery was con­
ceived and ready fur masa-production. The 
clockwork hunter was futer, arrooger, and 
more secure than any automaton to ever fight 
in the impcri:al army, and was - only deplo)"'d 
to silence the --, but also stationed to 
guard the ,e,ea,ch facilities on Azya Lia to 
prevent further booachea of impe.rial. sccmity. 

,...._ ____ -------- -------

Actuator 
The flight-ready actuator works 
in tandem with the Manipulator, 

serving as a means for infurmation 
collected in battle to be quickly 
analyzed and relayed to all 
proper defense systems. The 
:u:tuator is also a highly effi­
cient assault weapon, capable 
of incapacitating a target 
almost immediately upon its 
discovery. 

Cruise Chaser 
This expcnly crafted furgekin can transfurm 
at will into one of two funns-a winged vessel 

capable of short- and long-range flight, 
and a bipedal "gunner" better suited 

fur close-quarters combat. Though its 
primary function appears to be the 

defense of the primal Alexander, 
its flight capabilities present the 

Illuminati with the option to 

conduct preemptive strikes on 
distant targer>. 

Clockwork Bug 
Y arzon-like clockwork bugs were most 

often assigned the duty of patrolling the 

Allogan•' R agnarok-ew , UlLCJ&Lell,i 
tnnsport vessels, tending to minor repairs 
as well as eradicating any nuisances such 

as the occasional escaped chimera. While 
individually lacking in strength, when a threat is 
detected, the bugs will emit a communications pulse 
which will summon all nearby m:u:hioa to its aid. 

Clockwork Spider 
A later variation of the clockwork bug, the clockwork 

spider is more aptly equipped to deal with intruden thanks 
to upgraded weapons arrays and defense protocols. The 
spiders also appear to passas a more adva=d furm of 
artificial iorelligeocc, making them quicker to adapt to 
various situatiom in battle. 

Clockwork Dreadnaught 
Once origin:ally deployed to the liootlioes of battle, the clockwork dreadoaughts 

fell into disuse with the rapid development of more agile aoldiery. That does 
not mean, however, that they were all decommissioned,. and records remain 

of the m:u:hioa being employed by battlefield 
eogineen in the construction of bastions 
and siege m:u:hioes, as well as the transport 
of heavy cargo. 



Defense Node 

civilization when the empire's leaders and 
technologists lwl become abnorm.Jly par­
anoid of enemies stealing their knowledge, 
defense nodes were 1I12Ss-produccd and 
deployed in ridiculous numbers in Azys 
Lia, Syrcus Tower, and other important 
oenters of rule. It is thought that due to 
the similarities in design, that the ruia:lle 
used to contain Bahamut is a large-scale 
rendition of a defense node. 

Spinner-rook 
Another of the Allagan Empire's fully automated clock­

work defense mechanisms, the spinner-rook is believed to 
be a predecessor to the more heavily armored globular nodes 
which lined imperial halls in the final years of the Third Astral 
Era. Until the invention of the rook, there is no evidence that 
the empire lwl solved the mystety of aetherochemical-assisted 
levitation, making the rook a sign of scientific breakthrough. 

The Avatar 
After losing one too many talented aethcrochemists to the maws of 

nigb-untamable chimeras, technologists were called upon to develop an 
automaton that could soothe the savage beasts without further loss of 
precious imperial lilc. The Avatar came fully equipped with retractable 

Phantom Ray 
Developed by the same 

technologists who oversaw 
the construction of the 
Allagan anny's clockwork 
predators and hunters, phantom 
rays were programmed with a 

separate set of ptotocols that saw 
them take control of the highly 
dangerous and unpredictable chimera 
regiments. 

tentacles, a grappling hook, and 
other tortuous devices designed 

encourage submission 
through vatying levels 

of organically 
induced pain. 

The Curator (FX197;) 
For years, Allagan aetherochemists and technolo­

gists worked tirekssly to overcome a problem faced 
in the construction of any :wtomaton- the machines' 
inefficiency with !IWllpulating aether at a level that 
would cqw1 that of the empire'• abal of m;,gcs. The 
FX197f was the closest that they ever came, yet the 
cost of the lorgckin's construction and upkeep was so 
high that pbm to mass-produce the machina were canceled 
by the emperor himself. The Curator was relegated to 
a position guarding the archives stored in the Fractal 
Continuum in At.ys Lia-the position ftom where he 
earned his current name. 

Iron Giant 
The next step of evolution fur the A,llagan 
Empire'• clockwork army went boyood 
merely creating ID2Cbina that rook on the 

appearance of chimeraa (such as the hydrac), 
but actually incorponted living tissue into 

the automatons, granting them enhanced 
dexterity and 8uidity of movClllCflt. However 

the overall difficulty fuced in perfurming such 

grafting procedures, rombloc,j with the inability 
of aetherochcmists to devise a means to prevCDt 
the inrorporated 8esh's desiccacioll would resuh 

in the abandoning of any further lltlldy in this field. 

Iron Claws 
All-purpose iron claws were put to use in many 

aspects of Allagan society, from logstics to construction 
to military detail. The imperial mny would deploy 
the unmanned vehicles into the Ian<!& of hostile 
mbcs known to have summoned eikom. T here, 

the claws would capture tempered ml>e members 
and bring them back to Azys Lia where the capciyes 

would be goaded into summoning their gods so dJ! 
the Allagans might capture them. 

Enforcement Droid 
Whereas nearly the eatiretJ of Allagan­
developed macbina was designed to, in one 
form or another, serve the imperial army, 

eofurecment droids were one of only a few 
models that were created with civil scrvu:e in 

mind However, records have been uncovered 
revealing that, on the day of the droid's unveiling to 
the populace, irs builders lost control of the !D2China, 

resuhing in a tragedy that claimed the lilc of 
two-hundred and nine civili:ms. 

Kaliya 
The Kaliya is an early artcmpt to combine the strength and ferocity of a 

chimera with the durability and case of control ollc~ a fully~ 
machine. The cn:atures were first used in the Meracydian campaign, then 

deployed into Dawoud. The hydra,likc design ""' most likely chosen 
so as to provoke their dragoa 

cnomics, one of many such 
tactics used in Alhg's war 
agtiastthew,rms. 

Sphinx 
Employing a design based on ancient Mencydian 

myth for the purpose of instilling fi:ar in the hearts of 
the superstitious mbcs of the southern continent, the 
sphinx is another of the Allagan Empire's countless 
self-automated weapons developed by ~logists for 
the efficient slauglm,r and su~ugation of.enemy nations. 

:&QJ 
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Wraith 
F10m afu-, a wraith will appear 

no dillcrent tto111 a humble man 
of clergy draped in his habit. Up 
dose, however, one is quick to 
notice the laclc of corporeal 
1ubotance to the glowing 
entity that lurks within the 

vestments. Churches believe 
that wraiths represent a 
concentrated form of 
wrath rcaulring &om 
uncxacted n:veng,o. 

Wight 
Harboring a mindle,s hatn:d for the living, wights are the 

animated skeletons of dc:ceased Hyun. Tavern chlttcrers paint 
these undead cn:atures as the unholy instruments of dark 
soro,rics, while mon: excitable souls declare them to be 
the adv.u>ce army of the king of the seven hells. R.e­
gudlcss of the truth behind the wights' creation, 
the Holy Sec of Ishgard has declared all such 

abomimtions l,c subjcaod to puri&ation. 

Ghost 
These driliing apparitions are said to be the souls of those 

who perished before their lili:'s work was done, the memory 
of dleir thwarted purpose tethering them to the mortal 
world, unable to 11CCCpt their eternal n:ward. To 
see them Boat ovmhead, whispering dread 
curses, one might think r),osts devoid of 
earthly ,~, yet they are, auibusly 
enough. possessed of a perli,ctly tangible skin. 

Mummy 
The practic,e of ritual mummification has existed in 

many cultures throughout Eorzca•, biitory, and 
bodies relatively untouched by the hands of time are 
unrovered so often by archaeologists, tomb raiders, 
and even minen that their diso>very is rarely cause 
for note. There do exist, however, some mummies 
that have been ensora:lled with lm,g-la.<ting magicks 
that gr.mt temporary lifi: to the long-dead cadavers 
so that they might protect their ~ &om 
molcscu::ion. 

Gravekeeper 
Poweiful ftOCrOOlancy is required to animate 

dead ftesh. Even more fJO""rful speU. are 
required to give that 8esh any furm of 
strength. It gnes without saying then 
that whatever magicb drive the 
gravekecper are quite possibly 
some of the most powerful 
known to man. The key to 

solving the mymry of who 
mq be behind this furbiddcn 
IUllllllOGing of the deceased 
may be lt.md in tho countless 
.,.,,. ai nmod mUliin which 
give die undeod =arure shape. 

Asblcin represent beings whi~h, at one time, were full to bursting 

1
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with vigor, but, for some reason (most commonly death), have that 
life energy drained of them leaving naught but a shell-a shell that j 
is then reanimated by some outside means, denying the creature's 
thoroughgoing return, be it either physical or spiritual, to the 
Lifustream. 

Slime 
While much about these highly toxic amorphous beings 

remains veiled in mystery, naturalists have determined that 

slimes are most likely formed when humours, n:cently 
voided &om a corpse, are left to fester on soil where they 

draw upon ambient earth aether. This gathered 
energy claims the congealing humors as a 

vessel, and accesses minute traces of aether 
left by the deceased to serve as a means 
of basic control over that vessel This 
lack of inherent intelligence makes the 

ashkin exceedingly suscepable to control 
via arcane charming magicks. 

Will-o'-the-wisp 
Will-o'-the-wisps have been spotted by both travelers 

on land and sailors at sea. Thinking the drifting 
.. sphere of ftame to be a guiding light, the 

lost blindly follow these corpselights into 
the realm of the deacLor so the fearful tales 
claim. Theories concerning the origins of 

the wisps abound: are they the burning souls 
of soldiers slain in battle? Or clouds of fuul 

gas that ignited upon escaping &om a bloated 
corpse! None can say fur sure. 

The Damned 
These undead soldiers are created through dark rites of 

forbidden spellcnft. Though slow and shambling, zombies 
are relentless and terrifying foes who know neither pa.in 
nor fear. The incredible feats achieved by the Immortal 

Flames of old gave rise to the rumor that the Grand 
Company's ranks harbored the living dead-a claim which 
the Ui'dahn royal palace declared unworthy of comment. 

Bhoot 
A more malevolent form of ghost, bhoots possess a pair 
of unholy hands which they use to strangle the very lire 

&om their victims. If claims by priests belonging to 
the Order ofNald'thal are to be trusted, this act 

of throttling is an attempt by tlie soulless spirit 
to obtain a new soul that they may live-and 
earn-once again. 

Rotting Goobbue 
Rotting goobbues are believed to be infected 

with spon:s of• deadly fimguar which root 

themselves in the creatures' brains 
and proceed to consume the grey 

nutter until there is naught left 
but an empty skull full of mon: 

spores. A goobbue will die 
almost immediately after 

infection, but the fimguar 
will keep the body 

alive, guiding it bock 
to its .territory so it 

might die &ll)(ltl{!;St 

its kin..into which 
new spores will be 
~ 
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Golem 
Golems are magical constrUctS of clay or stone that have 

been imbued with temporary We. Ancient tomes 
claim that the creation of these beings is only 
possible when the laws of nature 
arc weakened by the chaotic 
influence of an Umbra! Calamity. 
Legend states that the twelve 
Archons commanded such 
"warriors of stone" during 
the Sixth Umbra! Era. 

Coblyn 
The coblyn is a creature of startling appearance that 

skitters around on its tentacle-like appendages in search 
of ore. Gtidanian scholars claim that a coblyn is an animal 
that fuses minerals to its body to create a defensive 
shell Ul'dahn scholars dispute this theory, stating 
that these soulkin arc, in fuct, sentient clumps of 
geological matter that have adopted biological 
organs in order to fucilitate propagation. 

Spriggan 
Spriggans are neither sprites nor faeries, but share 

similarities with both. They are known to inhabit roc.ky 
rcgious and the deep recesses of mines. These black-furred 
soulkin are f.unous for catrying a gem or chunk of ore 
about with them at all times-a custom which may 
explain the popularly held belief within the mining 
fraternity that they are bringers of good fortune. 
Theit classification as soulkin is based on a theory 
expounded in the C,d,x ef SIWl4, which asserts that 
the creatures are naught but vessels for the will of the earth. 

Construct 8 
At a glance this metal warrior has the appearance of a 

clockwork automaton, similar in build to the mechanical 
creatious of the Garlean and Allag:,n Empires. Upon 
closer inspection, however, it becomes apparent that 
Construct 8 is naught more than an animated stone 
golem fully clad in lrobold-wrought armor. 

Living Rock 
An extra pair of legs renders living rocks much more stable than typical 

golems, ultimately making them easier to controL As such, many fledgling 
mages learning the intricacies of lithovivimancy will begin their studies 
animating these lion-like creatures before moving onto more difficult 
vessels. That said, the relative strength of 
living rocks should not be underestimated, 
and any attempts to engage one 
in battle should be made with 
the utmost caution. 

S oulkin are inorganic beings that have been granted temporary 
lire via outside magicks or a magicked medium. This ensorcellment 
allows fur the pooling of aether within the creature-aether which 
enables ambulation, simple cognitive reasoning, and in extreme cases, 
limited linguistic capacity. Modern naturalists argue that many of the 
creatures historically classified as soulkin only earned that classifica­
tion as the result of outdated folklore and long-standing superstition. 

Marolith 
Some naturalists believe that these pm­

like creatures arc merely the result of a 

cave-in or landslide's extended exposure 
to concentrated earth aether-th,; energies 
granting the rubble a temporary form of 

primal sentience. Othen lulve sur­
mised that the creatures were imbued 
with We-giving magicb thousands of 

years ago to aid in the tilling of fieldl, 
and point to recently discovered cave 
paintings dated to the Second Astral 
Era as proo£ 

Urolith 
The perfect angles and complex carvings 

found on the bodies of uroliths suggest that 
they were carved by man specifically for the 

purpose of animation. Evidence suppottingthe 
opposite, however, has been brought to light 
as of late, and naturalists now lean towards 

the theory that the stone creatures arc actually 
naturally ocwrting beings not unlike sprites. 

Dullahan 
Considered a type of golem, a dullahan is a hulking 

suit of animated full-plate armor. As with so many 
arcane creations, its precise origin is a matter of 
some debate. One theory posits that mages of ages 
past breathed We into these constructs to create 
implacable servants of steel, while another suggests 
that they once clad men, and that a part of their 
original wearer's soul tinge~ on after dcarh, 

infusing their substance with aetherial energy. 

Magic Pot 
Though much study bat yet to be done, some researchers 

suggest, based on appearance alone, that these "magic 
pot" beings may be close kin to imps, Favoring 
cramped, dark spaces. these fantastical crearures can 
be found lurking within the pots, urns, and other 
miscellaneous containers of civilizations past 

Demon Wall 
These frightful guardians arc the creations of ancient spellcraft, given We 

when a chosen wall was inscribed with an arcane pattern <>f blood Though 
their masters have long 

, _ ; , since perished, these 
:, sentinels of demonic 

visage .continue to 
protect the crumbling 
ruins to which they 
are bound-to the 
surprise and horror of 
many an unsuspectiilg 
advent1111>r. 
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Winged Lion 
One ofmaay 

Fifth Aatnl 

Era Amd;ipori 

!'guardians,,., 
these soulkin 
were carved from solid stone 
and animated using powerful white 

magicb fur the purpose of defending 

the ancient city from would-be 

•1taeken-namely the Mhachi. 
A winged lion was chosen fur the 

design so as to engender confusion 

amongst their eacmies. 

Kuribu 
Created by the magi of 

Am.kpor using an advtnccd 

form of golem c!>nstrucrion, 

this statue is animated by the gems 

embedded in its chest and hands. Kuribu 

Mana Pot 
Even with thousands of skilled masons 

carving stone day and night, Amdapor 
was unable to create guardians enough to 

protect tbcir llty from the relentless omlaught 

of Mhachi voidsent As a snpplement to the 

stone creature&, the Amdapori ailed upon 
their nation's potters to create CIIJJIOD-like 
vessels of 6n,J clay, which were then 
animated using the selfsame enchantments 

cast upon the gu,ardians. 

Vicegerent to the 
Warden 

The vicegerent to the Warden was 

inadvertently roused by careless excavations 
in the SunJ.-en Temple of Q...am. Wielding 
an executioner's blade in each hand, this 
servant of Azeyma sentences to death all 

looters wbo would prof.me Her sacn:d halls. 

Vanu Totem 
The V anu V anu tnoes of the Sea of Clouds have 

long used totems as sacred syn,bol& of ancestral worship. 

Attempts by V undu tribe mesmerizers to 

enchant totems that their powers might 
be drawn upon in times of 
war has drawn the ire of 
the region's other m1,os, 

their leaders claiming it 

blasphemy. 

Headst~ 
Headstones were an attempt by I 

the bll!Ck magcs of Mhacb to create 

their own form of soulkin-an 2t· 

rempt made possible when Mhachi 

furccs successfully seized one 

of Amdapor's prized guardians, 

allowing them to study the 

magicks that had been wrought 

upon it. While the resulting 

creations were never deployed in 
the War of the Magi, several of 

the animated tablets were placed 

within the Mhachi capital's 
great pyramid to guard the 

Nullstone-a last resort against 

voidsent betrayal 

Qarn Facer 
Fearing that their mummified corpses would be 

exhumed by looters and ground into powder fur sale on 

the black market as potent cure-alls-a none-too-rare 
occurrence in the early Sixth Astral Era-Belah'dian 

royalty would lay their tombs thick with traps, one 

popular variety being "face rs." These 

massive stone masks were animated 

with latent magicks that would 

temporarily bring the creations to 

lifu should intruders draw near. 

Each fu:er supposedly has a word 

that, when uttered, will silence it 
Unfurtunarely, those who knew 

the words have long since left this 

world. 

~rn Guardian 
Created by Belah'dian mages, these stone guardians 

bear a striking resemblanc.e to the guardians carved 

by the Amdapori in the Fifth Astnl Era. This is 
particularly intriguing as the Belah'dians were known to have 

claimed ancestry with the black mages of Mhach. 

Mana Idol 
Another variety of clay guardians crafted by 

Amdapori potters and given life by the 

white mages, mana idols do not 
exhibit the same intricate design 

fuund in stone guardians. 

H owcvcr, by the time mana 
idols were conceived, the 
people of Amdapor put 

little weight on outward 

appearance, thinkitig only 

to mass-produce as many of 

the vessels as possible to offset 
the seemingly endless army of 

Mhach's voidsent thralls. 

Enchanted Fan 
Evidenoe suggests that long befure the Amdapori of 

the Fifth Astral Era began experimenting with magicks 
to vivify 1.iJi,iess matter, other civilizations also made 

their attempts to breathe J.iJi, into the inanimate. While 
histoi."y has shown that most of these attempts ended 

ill r.ilure, there are scattered records of strange 

creatures that demonstrate how close some of 
those civilizations were to achieving the fi:at- the 

enchanted fan being one such e,wnple. Modem 

scholars surtnis~ that the propeller-like blades 

which adorn the statue's back were added fur the 

purpose of enabling the object with flight. 
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Records &om the early Sixth Astral Era reveal that these 
books were magicked by Sharlayan bibliomancers. Charged with 
the upkeep of the Great Guba! Library, several low-ranking 
bibliomancers devised a ludicrous plan to animate the establish­
ment's tomes that they might fly back to their places on the 
shelves, saving the young men and women the trouble of 
doing the task themselves. The result was slightly diJrerent 

.• I I • ·. - , ~-, 
than planned, the animated tomes choosing insread to wander 
the hbrary's aisles creating all manner of mayhem and mischief. 

Inkhorn 
Sharlayan scriptomancers were the first to discover that the very 

wells and horns they used to store enchanted ink were being 
slowly altered by the receptacles' contents. The ink, applied 
to items to increase their actherial conductivity, was increasing 
the horns' receptivity to magicks, and when one was aa:idcntally 
bombarded with stray aether released from the sel&ame spell which 
created Skatene, the: first enchanted inkhom was born. 

Bibliotaph 
Fallowing the disappearance of several 

furbidden tomes on the subject of voidsent 
summoning_.. well as the disappearance 
of those curators who were tasked 
with the books' preservation, the 
Great Guba! Library•, mages 
concluded that the safest, most 
efficient manner to safeguard 
works bound to the void is to 

employ energies of the void itscl£ Bibliotaphs were 

created to serve as vessels fur voidscnt of midclling 
rank who, in return fur being allowed ingress to the 
realm of man, would serve the hbrary as guardians 
of their most dangerous collection. 

Centaur 
These suits of hollow armor designed after the 

mythical half-man, half-horse warriors 
of legend most often served their 
Sharlayan creators as sentries in 
places of government. The enchanted 
creatures would sit motionless, 
appearing as naught more than 
a lavish decoration, until an 
intruder was detected in 
their presence, at which 
time the centaurs would 
come to lire and impale 
their quarry &om behind 
with their impressive halberds. 

Calcabrina 
This doll-like construct was created 

by the Sharlayans to protect the sanctity 
of the Antitower. Steeped in the energies 
of generation, of magcs, the powerful 
magicks instilled in this guardian have 
worked eerie transmutations 
upon its furm. 

Automaton 
Outspoken purveyors of harmolly, the 

Sharlayan shunned nearly all endeavors &11d 
advancements COll0Cl1Wlg the propagation of war. 

The city~tatc did, however, rccognizo the need fur 
protection &om those who did not share their love of 

peace, and thus begrudgingly allowed for the dcYCl­
opment of magicked automatons which would serve as 

ersatt soldiers designed to fight in the Sharlayans' stead. 

Mammet 
"B•llard saith fiv,.sem s•mmers pAst th,,., lit1,J • 

gocd/y c,IJsmitb •nJ hi, <ll'W"f WAS 10 ...... , ht i,nJ.rtJ 
with hi, smithi11ft}ns .nJ foll .1,h,mfrs. b,,.,,,.,,J., .,.,_. 
11nd 11Ut11/, Thi, aMtomaton nelt not <f t6ing, A mA11 nclttth~ 
6Mt the sooth ii ht some"al 1pelUU1' AJ II man "4th P"'PIA" 
- Frandelont Raimdellc 

Hallowed Statue 
One of the Holy Sec of Jshgatd's first 

furays into vivimancy, church tbeomancers 
imbued grotesque stone statues with simple 

magicks that animated the gargoyle-like crea-
tures so that they might be used u guardwts 

of important religious sites and constructs. It is 
believed the theomancers based the statues' design 

off of harrowing voidsent so as to instill fear into all 
who would lay eyes upon them. 

Automated Knight 
Soon after lcaming of the Goldsmiths' Guild's 

advancements in automaton creation, the Holy Sec 
discreetly obtained sc,eral o~ machina and bid 

the city..i:atc', finest minds unlock the secrct5 of 
the metal men. While Cllgincers employed by 
Skystccl Manufu:tutCI'$ had limited success in 

replicating the automaton's frame and inner wol'lcit,gs,. 
they were unable ro power the =ations, at which point 
church themancers were called upon to apply the magicks 
of vivification. 

Armored Automaton 
Having witnessed the might of ancient 

dullahans in battle, the Holy See commanded 
the creation of similar suits of moor 

that could be animated with 
the magicb of its talented 

tbeomancers. Many of the 
resulting creations arc 

stationed withi.o the 
Vault, ready to come 

to lire should the palaa: 
be breached. 
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y o1DSENT 
"Th• ,nature ii mt bom ofthil land, but cometh otherwhen&e,7et frp whethen it came, 

men wot not, and 'lloidsent ii it thu, 7cleped." 

- Frandclont Raimdelle 

Prior to its discovery as an actual existing realm parallel to ours, the void was 
simply an unagined place that ignorant peoples used as a convenient answer to 
questions they were unable to answer. Whither comes the unknown beast? The 
void. What causes the moons to wane? The void. However, it has been since 
proven to be a realm not dissimilar to ours, albeit one devoid of light, a trait that 
has given rise to terrible creatures-creatures who will stop at nothing to invade 
our realm and sup on our lifi:-giving aether. 

THE PROPERTIES OF THE VOID AND V OIDSENT 
If recent treatises penned by the Scions of the Seventh Dawn are to be believed, H ydaelyn may be more than 

a realm created and ruled by a pantheon of Twelve, but also the embodiment of two sentient beings-the 
eponymous "Mother" of our world and Her antithesis, Zodiark, and that it is a conflict between these two 
that resulted in the void's aeatiOIL H ydaelyn-will of Light-sensing treachery at the hands ofZodiark-will 
of Darkness-banished Her twin, sealing Him deep within the moon. This excision of Light from Darkness, 
hQwever, left a wound in the aether, splitting the corporeal plane 
from the "Source" into ten and three mirrored "reflections" 
which. while identical upon their formation, saw separate and 
unique evolutions. 
A sucefflful foray into the void by members of an expeditionary parry 

known as the "fellowship of NOAH" revealed the realm to be a dark vacuum 
lacking any and all traceS of aether, but possessing traits that suggest that it may once 
have been teeming with lifi:. The Scions expand on these observations, explaining that 
the void ia acrually one of H ydaelyn's reflections from which all light was struck following a "Flood 
of Darkness." Stripped of balance between Light and Darkness, ambient aether could no longer exist, 
leaving a realm "void" of lifi: energy. Without the aether required for survival, the realm's denizens grew 
twisted of mind and body, eventually devolving into what we now know as voidsent 

SUMMONING VOIDSENT 
Though one could walk a thousand malms and never reach the other, the void and the 

Source lie but a hair's breadth apart, separated by an unseen veil serving to prevent travel 
between the two worlds. This veil, however, is not absolute, and with the right amount of 
aetherial force can be torn to create temporary gateways-gateways to which aether-starved 
voidscnt are drawn, sensing the lifi: energies of our realm. Naturally occurring rents are typically 
minor, allowing only the smallest and weakest of voidsent through before the wound heals. However 
in the years leading up to and following the Calamity, the barrier between the two planes has grown 
weak, resulting in larger and more frequent tears and thusly stronger intruders. 

Recognizing the power that lies in this dark realm, mankind has developed methods of creating artificial 
rents and therefrom summoning voidsent, binding the beings into service with precarious bloodpacts. In the 
Third Astral Era, the emperor Xande sought to enter a covenant with the Cloud of Darkness that he might 
utilize her power in the conquering of the world. Taking cue from the Allagans, mages of Fifth Astral Era 
Mhach summoned voidsent into Eon.ea not only to fight their wars, but to power theit creatioOS-an endeavor 
that ultimately met with disastrous results. Since then, void summoning has fullen out of fashion, being deemed both 
dangero111 and harmful to the world's aetherial balance. N atheless, this has not prevented cultists from dabbling in 
the deadly art-their achievements finding immortality in forbidden tomes such as the N,crotogo,. 

V oidscot summoning is most oft conducted using one of two methods. The first entails the opening of a voidgate-a 
rent in the veil large enough for most of the realm's denizens to pass through. However, casting a spell capable not 
only of opening a hole of sufficient size, but sUSlllining it fur any duration is costly, requiring massive amounts of 
zther. The second is fur more aether-efficient, requiring but a small hole through which the soul or essence of a 
voidscnt passes. The soul will then possess a "vessel" provided by the summoner-the drawback of this method 
being that, the stronger the voidsent summoned, the more powerful the vessel requited to contain the soul 

THE VOIDAL HIERARCHY 
Using knowledge gathered from folklore, encounters, and actual 

summonings, scholars of the void have taken to categorizing the 
creatures into one of twelve rungs representing relative strength and 
iacelUgcnce- tbc lower the number, the more formidable the voidsent 

._ ___________ -----------

in relation to others. These ranks by no means have bearing on a 
creature's actual standing within the void, and merely serve to help 
Eorzcans better understand these mysterious and violent visitors. 



Imp 
These voidsent beings, slender and small, Bit 

through the air on bat-like wing,. Imps, the most 
common species, occupy the twelfth rung of the voidsent 
hierarchy, while the magically adept devilet has climbed 
one step higher, to the clcvcnth. Despite being fiendishly 
clever and cunning, itnps appear to delight in a cbildlike 
malevolence. 

Bomb 
This barely contained sphere of 

volatile gas and Bame occupies 
the eleventh rung of the voidsent's 
hierarchy of twelve. Bombs must 
replenish their internal reserves of fuel 
in order to survive, and are drawn to 
consume any source of oil or fu that they 
encounter, be it plant, animal,. or man. Grenades, an even 
more explosive species of bomb, arc a place higher in the 
hierarchy, standing upon the tenth rung. 

Arch Demon 
Most oltcn taking as vessels the Ryblown remains 

of overworked beasts of burden, arch demons of the 
fuurth rung are skilled in the arts of weaponry, 
capable of generating multiple blades from aether 
they have claitned from the world around them. 
Thcit guttural grunts and heaves are, in truth, 
attempts at communication in the tongues of man, 
made difficult by the voidsent's rotting throats. 

Feridad 
Summoned in ages past by the sorcerers of Mhacb to join 

the assault on Amdapor, this scythe-wielding voidscnt was 
defeated by the city's defender.; and consigned 
to languish behind potent 
seals. As a lesser 
noble, F erdiad 
occupies the 
third rung of 
the hierarchy 
of twelve. 

Flan 
These gelatinous creatures spawn in the agglomerations 

of residual matter that sometimes form in the void. 
Though able to mimic ruditncntary sounds of speech 
in order to draw furth their prey, they arc not thought 
to be especially intelligent beings. As a relatively 
low-ranked voidsent, flans occupy the tenth rung of 
the bicrarchy. 

Ogre 
Ogres might upon first glance 

pass fur a rypc ofbeastman, but 
they arc in f.ict creatures of 
the void. Though phenome­
mlly strong, their dull wits 
relegate the species to the 
lower end of the voidscnt 
hierarchy: the ninth rung 
of twelve. It is this lack of 
intellect that oltcn secs the 
creatures working as slaves 
fur the higher-ranked voidscnt, 
and occaaiomlly even bound into 

scrvi<:c by practitioncis of forbidden ri"'8. 

Gaelicat 
A curious, charmin,g creature with a feline body 
and the wing, of a bat. Some scholars posit that 

it is a rypc ofbcastkin, while othcd insist that 
it is a lesser voidscnt belonging to the eleventh 
rung of the hicr.uchy of twelve. OM thing that 
cannot be denied is that it clearly possesses a 
keen, mischievous intclligencc. 

Gnat 
Though it may easily be miJtaken fw a spccico of 
vilekin, the gnat is actually a creature of the void, as 

evidenced by its usc of magic. Aside from this one 
distinction, however, there is little to separate it 

from the cbigocs and beetles of this world. Up<11 the 
hierarchical ladder of the voidscnt, scholars place the gnat 
rwclfth-the lowest rung. 

Vodoriga: 
Another example of a 

voidscnt which exhibits 
the capacity to possess 300 

manipulate an inorganic 
vessel, these memben of the 

ninth rung make up fur what they 
lack in wit with nigh-unmatched agility. Their natural 

tendency to travel and hnnt in bevies also hell" to oflsct 
theit individual weaknesses. 

Mimic 
Unlike those voidsent which require a vessel that 

was once living tissue, mimics arc able to possess 
inanimate treasure co~n. While this allows fur 
increased opportnnities fur the creatures to enter 

our realm, it limits their abiliry to hunt, furcing 
the voidscnt to wait fur their prey to come to them. 

Fortunately, morrals of the corporcil realm arc full to 

bunting with greed, and arc drawn to locked boxes like 
moths to the Bame. 

Persona 
These occupants of the nighth rung of twelve will usc 

mask1 as vessels fur transfer inm this realm, giving them a 

hauntingly man-like appcuancc. Penonae arc believed to 

have appeared long throughout history, as is evidenced by 
their appearance in the traditional Gridanian play 77,, M•• 
Wlrho.r • F1<&e-a tragedy that rclls of a loaely creature 
which consumes but half a man', soul so that it might use 
that life energy to change the , tatic aprcssion of its mask. 

Soulflayer 
Soulflayers occupy the sixth rung of the 

voidscnt hierarchy. While physically 
unitnprcs,ivc, thcy are highly imelligem 

and possessed of furmidable mag­
ical power. Their humanoid 
furm is attnouted to a need 
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Taurus 
Th,:ir OCCUl""Cf of • rcb,tivcly high rung­

seventh of tweift--,nvithsranding. l2Urii have 
long been the subject cl" voidal summO!llllf,', 
even befure people knew they were calling 
a creature &om the void. Due IXI th,: crea­
tures' prefi,rence of 11augbtcred livestock 
as vcssch fur eotry into this realm, ritual 
sacrifices would often result in the 
appearance of the voidacnt, whether 
that was the original intention of the 
rite or not.. 

Byblos 
A lorcbodlng presence that watches over 

the door to the furbidden halls of the 
Great Guba! Library, Byblos stands 
some fuur ya!ms high, making it 
one of the largest voidsent to 
roam the lands of Dravania 
proper. Presumed to be 
a voidscnt , ummoned 
&om the dark realm 

by Sharlayan magi, 
it dutifully guards its 
post as if bound there 
by some dark covenant 

Deepeye 
Though these queer creatUrcs full into the lowest rung 

of the voidsent's hierarchy of twelve, their strength is 
varied-so much so as to put fear into even the most 

seasoned of lighten. Scholan believe that these 
discrcpanric, in strength can be attributed to the eye 
that serves as the voidsent's vessel It has been fuund 
that the more powerful the original owner of the eye 
was, the stronger the decpeye will become after its initial 
s~ of develapment. 

Page 64 
Ao oa:up:ant of tho ninth rung of the voidscnt's hierarchy of twelve, 

this horned daemon swims beneath pages of parchment as a man 
swim, beneath thc Water, Its rather IUlCOllventiooal name 
was ooincd tir· a Sbarlayao scholar who first discovered 
a voidscnt ex this rype on page siny-tbur « a tome 
sbe was n,ading on the medicinal propertico of 
eye aust. 

Void 
Monk 

There are rumors that this voidscnt 
earned its name when a disciple of the Fist of 
Rhalgr, training to open a particularly vexing 
chakn, threw a punch with such dcnsrating power 
that not only did it open her mind, but it opened a 
rent between this realm and the void, allowing fur 
the admittance of a terrifying oetopus,like creature. 
Others claim that it is simply becawe of the void 
IPODk>s resemblance to the sea monk-:t common 
eepi,alopod fuund in the Indigo Deep. 

._ ___ ----------

Anchag 
Forbidden tomes on voidsent summoning 

claim that a sure w•y of luring this headless 
knight of the fifth rung into a bloodpact is to promise 
the sacrifice of a warhorse to serve as the vessel fur 

Anch2g's nightmare steed. 

Bitoso 
Only a single instance of Bitoso's 

summoning has ever been 

recorded, .nd that was during 
the Fifth Astral Era's War of 
the Magi. The voidmagcs of 

Mhacb, weary of their 
promctcd campaign 
to overthrow the 
Vylbrand city-state 

ofNym, called furth 
a powerful voidsent 

(now classified as sixth-rung) that would introduce a deadly 
plague into the population. Hidden by a cloak of invuibiliry, 
Bitoso weaved its way through N ym, inflicting her people with 
an incurable sickness; however, more than the disease itself, the 
panic that ensued scaled the city .. tate's fue. 

Boogyman 
The boogym.n-named after ( or perhaps the inspir>tion fur) 

a popular bedtime ti:arbabc-is another sixth-rung voidsent 
capable of manipulating the aether about it so as to create a 

veil effectively rendering it invisible. Seeking to utilize this 
trait, thc Mhachi wouW oft task hoogymcn with kidnappings, 
assassinations, and other manner of subterfuge. It is believed 
that to combat this unseen threat, the white mages of 

Amdapor first developed c.nts of dispelling. 

Gremlin 
Similar to puddings, gremlins also possess 

the innate ability to mimic ,peecb and use 
this to lull its victims into a false state of 
security. Tbcsc low-ranking voidsent seem 

to be drawn to machina-most like to the 
aether traces left by ceruleum engines­
and will proceed to ravish anyone they 
might lay their tiny clawed hands upon. 

Arioch 
An oa:upant of the fifth ntog of the voidsent's hieran:hy of twelve, 

Arioch was summoned by the Mhachi to serve in the War of the Magi 
as a transport which would fly high over Amdapor's outer delemcs to 
carry .nd drop lesser voidscnt soldiers behind enemy lines. While not 
possessing the vocal opacity to mimic the utterances of man, Arioch 
appean to be capable of communication with other voidscnt va a 
combination of indiscernible sub- and 



Demon 
From the great scythes these blackened 

creatures carry have demons become known 
to the realm as "reapen of souls," and have 
been depicted as such in countless myth, and 
folktales throughout history. Scholars claim 
demons may have once been normal denizens 
of the void who were corrupted by the taint 
of darkness and transformed into mindless 
soldiers to serve the realm's cruel leaders. 

Ahriman 
Ahrimam are a funily of voi<lsent that 

manifest in the physical plane by investing 
their essences in the eyes of animals. They 
are possessed of great arcane ability, 
and fly by clawing their way along 
airborne currents of aether. According 
to studies of voidsent hierarchy, the 
ahriman funily is of high to middling class, 
its various forms occupying the fourth and fifth 
rungs. 

Succubus 
Succubi manifest on the physical plane by 

forcing their souls into the bodies of deceased 
women. Once the tramition is CQmplete, the 
resultant creature is said to be both fair and fey 
to look upon. Still more disconcerting, researchers 
claim that these voi<lsent occasionally exhibit the 
personality traits of their deceased hosts. Succubi occupy 
the third and fourth rungs of the voidsent hierarchy. 

Dahaka 
The dahaka crosses into the mortal realm by possessing the 

remains of a f.llen drake. While seemingly bereft of the powers 
of speech, this terrifying cre•ture has nonetheless shown itself 
to harbor an evil intelligence coupled with near limitless 
reserves of stamina and magical might. Deemed powerful 
even among the voidsent, dahaka are assigned to the fourth 
rung- a relatively high position in the thirteen-rung hierarchy 
put forth by scholars in the field. 

Atomos 
Summoning a host of voidsent wherever it materialiud, this 

monstrous, floating maw was first sighted around the advent 
of the Seventh Umbra! Era. At that time, a theory was set 
forth which presented Atomos as a link between the void and 
the physical realm, citing as evidence the fact that it would 
manifest in areas where the boundary between planes had 
been compromised. Despite generating significant interest within 
scholarly circles, all but the most elementary questions concerning 
this enigmatic creature remain unamwered. 

Troubadour 
It is said that the master technologist Amon-engineer of 

Allagan emperor Xande the F int's resurrection some thousand 
years .fter his dearh-"pt several of these fifth-rung voidsent as 
personal assistants to his research, too fur comumed with paranoia to 
trust anyone from this realm. These troubadoutS not only appear have 
understood Amon's commands, but were able to communicate their own 
thoughts using the Allagan tongue. Though, Amon's own reports claim 
that he was troubled by the voidsents' penchant for 6bbery. 

Cerbe=l 
Cerberus is most commonly depicted in 

1 myth as the three-headed hound who guards the 
entrance to the seven hells ensuring the living 
cannot enter before their time-and the dead 
cannot leave. It has since been suggested 

that, due to sightings of the beast in locu:iom 
far from what might be comi<lered the underworld, 
Cerberus is, in fact, a voidsent, and furthermore, one 
of middling rank. Manmade fetters wnpped about the 
hound have scholars believing that it was summoned by 
the Mhach to serve in its assault on Amdaipor. 

Gargoyle 
A middling rank of voidsent, gargoyks pass into 

the mortal realm by merging their essence with 
a suitable rod: or stone. In tertllll of the hicran:hy, 

the various species of gargoyles occupy the aixth and 
seventh rungs. Sometimes when a gargoyle's soul elects 
to return to the void, the rock it inhabited retains the 

creature's shape, thus giving rise to the mistaken theory 
that gargoyles are man-made statues given life. 

Hecteyes 
Hecreyes bear much in common with 

voidal flans, and as such also occupy the 
tenth rung of the voidsent'a hierarchy of 

twelve. Eyes on the creature's body 
are oft wandering or awash with 
rheum, and individually are not 
believed to provide much in the 

way of i.ight. This, however, is made 
up fur by the sheer number of eyes the voidsent 

possesses. Hecteyes appear to be one of few voidsent 
capable of reproduction on this plane, as new fortnatiom 
have been documented growing from discarded eyes. 

Cloud of Darkness 
One of the undisputed rulers of the void and an entity 

of immeasunble strength, the Cloud q([)arkness oa:upia 
the highest nmg of the hie=chy of Mdoc. This tcnifying 
voidsent entered into a dark. covenant with Emperor 
Xande of Allag in • bid to invade the physical 
realm. 



Blackguard 
The equivalent of a veteran knigbr, bbckguan!s 

of the fourth rung of twelve arc not ooly highly 
inmlligcnt, but also strictly honor-bound to any and all 
blood contract>. Fot this reason, they were chosen by the 
Mbachi army to acrve as commanden of the voidsent legions. 

Sawtooth 
Sawtecth were summoned 

by Mbachi voidmages fur 
the purpose of poisoning 
the earth in enemy rer­
ritoriet-an endeavor 
that sought to ruin 

crops and force the 
peoples of Amdapor into starvation. Each 
.awtooth was connected to the greater 
voidsent •rminsul, the lire energy of each 

victim it devoured siphoned directly into 
the unhallowed arbor. 

Cuchulainn 
One theoty places the void's formation in the hands 

of champions such as Cuchulainn who wielded a 
stone known as "auracitc" to conquer their plane's 
primals. The weapon, however, possessed a fual 
imperfection: a propensity to bleed primal energies. 
With each '"""''Y• tLc he1uc. ,iwtg,d, tr.wsfunniug 
at bst iato fiends of endless appetite. Insatiable in 
their hunger for aether, they ultimately went to war 
over the star's ever-dwindling lire force. It 
was during this war that the Flood of 
Darkness was llllleashed. 

Hellhound 
Scholars of the void have elected to rank 

the hellhound low in the voidsent hierarchy­
placing the beast in the ninth rung out of nvclve. 
This is mainly due to a '1lpposed bck of intelligence 
evidenced by the hellhound's willingness to unquestionably serve 
a bigbcr-ranked voidsent. The ,trcngth of the wolllike crearure, 
however, is not to be taken lightly, as many a would-be 
voidm,ge have lost their lives to an ill-advised summoning. 

Diabolos 
H igh Voidmage Ce, .. ir 

conducred the summoning 
of this powerful voidsent 
believing that merely the 
threat of such a weapon 
would fiighten the Am­
dapori into submission, 
e«i:ctively ending th<: War 
of the Magi without further 
bloodshed. The Coven-Mhach's 
ruling body of magi-disagreed, and commanded that 
Diaboloo be sent to destroy th<: ancient city-a feat the 
crearure would have accomplished were it not for the 
collective c:lforts of Amdapor's white mages. 

Parthenope 
Similar to the demons of the ninth rung, 

these occupants of the eighth rung of the 
voidsent's hierarchy of twelve are also 
believed by ,cholars to be the twisted 
remains of oncc-nonnal residents of the 
void corrupted beyond repair. Many of 

the voidsent thralls summoned by the 
mages of Fifth Astral Era Mhach 

were of this type, and were 
fitted with magicked chains of 
binding to prevent disobedience. 

Forgall 
F orgall was valued by the voidmages of Mhach for his 

proficiency in the arts of necromancy. Once in our realm, 
this highborn voidsent of the third rung could open new 
gates into the void from which to pluck lesser souls-placing 

those souls in the hollowed vessels of enemies fullen in battle. 

Arachne 
Another lesser noble of the third rung, 

Arachne distinguished herself in battle by 
weaving tight webs of impoosibly durable 
silk that she uacd to both protect herself 

from assault and impede the progress 
of her enemies. Ancient Allagans 

used the black blood of this 
voidsent to create armies of 

chimera that would never see 

the battlefield, but would 
rather sit in imperial 
magnanerics weaving 

endless spools of thread 

to be used in the construction of 
light, yet impenetrable armor. 

Echidna 
Echidna is the name of an alluring void.sent bound within 

the enigmatic Void Ark. The voidmages of Mhach, a city 
that thrived during the Fifth Astral Era, were said to have 
employed the fiendish entity as a strategic weapon in their 

endless confticts. Scholars conjecrure 
that as a member of voidsent 

nobility, Echidna should likely 
occupy one of the higher 

rungs of the hierarchy. 



I £LEMENTALS 

Plasmoid 
T hese mysterious spheres of light have been 

encountered in both the Bluk Shroud and 
the foothills of the Coerthas mountains. As 
sightings were only recorded following the 
Garlean Empire's invasion of Eorzea, it has 
been suggested that plasmoids may actually 
be waste energy released by machina. Traveler 
beware: those who carelessly come into contact 
with plasmoids are invariably rewarded with a 
numbing jolt of electricity. 

Phurble 
The body mass of these rclarively harmless 

creatures consists mostly of flully fur--aa those 
who have observed a sodden specimen will 
readily attest. Phurbles were once hunted 
nigh to extinction due to a groundless 
rumor which claimed that massaging their 
blood into one', scalp promoted hair 
growth. Sadly, their numben; have 
yet to recover. 

Elemental 
Guardians of the Twelveswood and creaton 

0 

of the Hedge-a protective barrier which 
wards the forest from evil-the people of 
Gridania see these beings of pure aether as 
spiritwtl fragments of N ophica, the Matron 
Herself. It is ,aid that the elementals can 
communicate with man but have chosen to only 
do so through the Padjal-intcrmediaries chosen by 
the wood to serve as its voice. The elementals will 
sullcr man's presence in the Twelveswood unless 
they are angered, at which time they will resort to 
violence to see the perpetrator cast out. 

Carbuncle 
Using geometric 1ymbols to 

lend lhlpc to living aether, cenain 
magcs can unlock the latent power 
with.in certUD gemstones-a power 
which can be directed to the "summoning" 
of actherial beings known as Carbuncles. The 
inherent tnits displayed by these familian differ 
depending on the stone used in their crcar:iot>­
emerald and topaz being the most common, 
with ruby and diamond also proving popular. 

• 

Elementals are naturally occurring beings almost solely comp~ 
of pure aether. Though not present in all creatures belonging to this 
class, many elementals also possess the means fur intelligent commu­
nication-a trait only exhibited in the spoken and select voidsent. As 
they display many of the same properties as proper element.Ii beings, 
man-made egis and Carbuncles arc also placed in this grouping. 

Sprite 
The unearthly creatures known 

as spritcl come into being given 
specific actheric condiriom. Whcd>er 

or not they comtirute a true furm of 
life is a subject of much debate among schobn. 

Sprites were once thought to be kin to the elementals 
worshipped in the Black Shroud, but it has since been 

prov~ that they are, in fact, unrehted and wholly 
devoid of sentience. 

Ghrah 
Though similar to sprites, Ghrah are much greedier 

creatures, hoarding pools of aether, then using those 
clemcnt:tl energies to split and reproduce, crcaMl! cndlesJ 
identical copies of themselves. Ghtah have also been 
observed taking on the approxima,c shapes of 8ora they 

have drained. Thaic who hap upon one of these queer elementals 
be forewarned, for the Ghrah are highly "l',Kl'CS$ive and will 
attack foes seemingly much more powerful than themselves 
without regard for their own safety. 

Faerie 
The scholars of N ym created the 

first f.icries to serve as heralds, delivering 
messages to ship., fiir out to sea. It 
was not long, however, before the 
N ymians arrived at the oonclusion 
that the actherial beings were capable 
of much, much more, and took them on 

as f.unilian to assist in the realiz2tion of 
their strat:igcms. To this date, two distinct varieties 
of fueries have been identified- Ea,, friend to the 
sun and healer of hum, and Selene, mend to the 

moon and lifter of spirits. 

Egi 
Egi are, for~ practical purposes, aethcrial 
beings created by harnesaia& the C11Crgy of 

a primal at the moment of its ddi:ar and 
reshaping it into a biddable avatar-a 
process perfected in the Third Astral 

En by Allagan Empi,e maga known 
as "summoner,," The word "egi" is thought to 
represent the ooncept, of"'purity" or "eaence" 
in the Ali2gan tongue. 

.;0 1 
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CHIMERAS 
Simply stated, chimeras are creatures created by cQnjoining the flesh 

from two or more difrerent beings. The process is highly complex, and 
was only perfected in the waning years of the Allagan Empire-the 
culmination of nearly an entire era's biological research. Despite 
recent findings which have shed more light on the process, replication 
of chimera-manufucturing techniques remains an impossibility within 
the scope of modem science. 

THE SIN OF THE A LLAGANS 
The wonder of ~erochemistry allowed the Allagan civilization to reach 

theretofore unmatched heights, granting them a nearly limitless power with 
which they could manipulate the very building blocks ofHydaelyn's myriad 
creation. TIiey could forge life anew, and by doing so take the final forbidden 
step toward godhood. 
Yet the gods would not allow their halls to be corrupted by the taint of 

man, and so they cast the Allagans down from their pedestal in a great 
calamity of earth. Their creations, however, survived long afi:er the fall 
of the empire, the truth behind their origins lost to rime. The scholars 
Qf following eras assumed the beings to be natural, albeit twisted, and 
categorized them as they saw fit using distinct characteristics as guides. 
N aga were reptilian, so they must be scalekin. Chimeras bore the 
head of a lion and a ram, so they must be beastkin. It was not until the 
discovery of information locked inside receptacles of knowledge known 
as tomestones that the true nature of the blasphemous creatures and their 
wicked evolution was brought to light. 

THE FIRST GENERATION 
The first chimera., were crude acations-forbidden marriages of two seemingly 

dissimilar acaturcs, one acrving as a "medium" to serve as host, the other as a "catalyst" 
to incite a transference of characteristics. What traits from the catalyst would manirest in the host could 
not hr. prr.~im-n with any arn,r:,ry, !raving much of the proccH to chance. The result was coundeu 
expensive "f.iil.urcs" that lleqUircd suffering while awaiting the emergence of an acceptable subject. 
What is worse, the resulting chimeras were all inli:rtile, meaning that the only means fur mass 
production of the crearurcs was via cloning techniques that, at this time, had yet to be perfu:ted. 
Pu a result, very few of these first-generation chimeras still exist today. 

T HE SECOND GENERATION 
A,; aetherochemists continued their first-generation trials, the process of splicing biological infurmation 

from one acature into another grew more refined. Scientists could now isolate certain rraits from the 
catalyst and transfer those to the medium with a high rate of success. This brc:ikthrough succeeded in 
both significantlyi;ducing the probability fur test failure while also solving the problem of infertility. 
Second-generation chimeras could reproduce on their own, removing the need fur costly and 
time-consuming cloning and opening the door fur military mass production. 

T HE THIRD G ENERATION 
Chimera dcvclupmcnt Look its next step furward following the discovery of 

methods allowing rraits of multiple catalysts to be spliced into a single medium. 
Y ct, while the incorporation of additional characteristics led to more complex 
and diverse acaturcs, maximizing strength, agility, and intelligence, the rcsuhing 
abominations proved unsound of mind. Many and more would simply refuse to take 
orders, attacking their siblings, or even their acators. The scientists were forced 
to watch as the sanity of their creations collapsed in on itself, rendering the beasts 
useless masses of quivering Resh. 

THE FOURT H G ENERATION 
!u tb,e Third A,;tral Era neared its end, Allagan aetherochcmists finally succeeded 

in stabilizing the psychological deficiencies present in many of the third-generation 
dwncras, the result being what was ultimately hailed the perfect construct. Nor only 
did the fuurth-gcncntion creations exhibit strength and intelligence rivaling that of 
even a spoken, but they were no longer prone to the erratic behavior that plagued 
the past gcnc,l'ations. To achieve this, however, the Allagans would test their very 
ll!Ol'al limits, "lecting to pcrfurm their research on beastmen and even members of the 
live races. !u a result, near-Bawleu creations such as the shabti and the ilcsalion were 
achie'lc<Lbut at what price? - --------------~---



Mirror knight 
A second-generation 

construct boasting the 
st=gth of a bear and the 
acute vision of an owl As 

with many early efforts at biologicil 
synthesis, lack of intelligence and 

a proclivity fur violence limited its 
practiciluse. 

Pegasus 
These second-generation chimeras 

were developed out of pure hubris 
in an attempt to rccrcatc beings 
which, until that time, had existed 
merely in fulklore-the mythicil 
constructs of the divine. Much to the 
chagrin of their creators, several of the 
pegasi escaped their pens soon after their 
unholy breeding, and took to the skies of 
the Sea of Clouds to once again become the 
stuff of legend. 

Chimera 
A nightmarish combination of 

lion, goat, and dr,gon, the fell 
chimera has three heads, a 
pair of mighty wings, and 
a cruelly barbed tail I ts 
origins have been furiously 
debated, with some insisting 
the creature a aucl jest of the 
gods, while others believe it the 

twisted creation of forbidden 
sorcery. Recent decipherings of 
Third Astral Era texts have 
given increased weight to 
the latter. 

Lamia 
The people of this serpentine race appear as H yur 

women &om the waist up, and sinuous snakes from 
the waist down. It is now known that th~ aea .. 

tures were bom not of the gods, but of an unholy 
union between witches and beasts in ages past-on 
unholy union guided by the hands of mad Allagan 
scientists. Lamiae are capable of harboring massive 
quantities of aether within their bodies allowing 
fur accelerated healing and potent spellweaving. 

Naga 
The naga is a sizable scilckin-like creature, large enough 

to ,wallow whole an entire phurble. Originally thought to 
be native to the eastern continent of Otha.rd, naturalists 
now know that the aberrations are actually chimeras pieced 
together in a Third Astral Era laboratotium from the limbs 
of voidsent summoned to this reabn by godless Allagan 
aetherochcmists. Reconls claim that they created the naga 
fur no other reason than to discern whether such grafting 
and splicing of voidal 8esh was, in fact, possible. 

Empuse 
Uaing lcnowlcdgc g,ained in the creation of the naga, 

Allagan aetberochemists ultimately succeeded in 
cloning flesh that, fur all intents and purposes, was 
identicil to that &om creatures of the void despite 
being grown C11tirely on this plane. This flesh 
was subsequently provided to the imperial army 
whose weapons division scientists fused it with 
anding tissue, creating what they believed to 

be the periioct infu>try soldier. 

Minotaur 
Minotaurs were thinl-gencnrion 
chimeras assigned specifically 

to security detail fur the Albgan 
Empire's complex and sprawling 
governmental and military research 

f.icilities. Tales of the terrible beasts 
roaming the labytin\binc halls of these 

forbidden superstrucnucs remained 
long after the full of Allag, tlowly 
transforming int<> the lcg1'11d of the 
bull-like warden of the maze that 
lives on to this day. 

Reptoid 
The rcptoid is a gruesome asscmbbgc of 8esh and 

blood taken &om multiple scilekin specimens 
and spliced together to form an all but 
invinoble killing machine. A tiny metal box 

apable of cmittii,g lightning-aspected sbocb 
is inserted into the brainase of each and every 

rcptoid so as to deliver commands to the creature 

that they may be controlled &om afu-a lcarurc 
implemented speci&ally fur the Allagan Empire'• 

Mcracydisn ampaign. 

Shabti 
A fuurth-generatios, construct, and one of the first to 

etlcctively employ ,wtainable cloning technology, 
the highly intelligent shabti was hailed as a major 
breakthrough in chimera creation. To serve as a 

detcrrcot fur tempering by Meracydia's primals, 
each shabti had within their bodies implantccl a 

pawemtl explosive device which would trigger 
whCII bombarded with high concenttations of 

manipulative aethen, effi:ctively destroying 
the subject while delivering extreme damage 

to any C11emy targets in its viciniiy. 

lksalion 
The birdlike ikulions prOt'ed re1mrkably illtelligent constructs 

and were thus employed by Allagan en~ to perfurui 
maintenance tasks requiring a capacity fur advanced 

problc,n solving. though notable flaw, included 
a weakness against tho elements and certain 

genetic instwilities. The offspring of these 
crcarurcs would eventually evolve over 
the next fuur milli:nnia to become the 
I:ul-a fact of which none of their tnbc 

remains aware. 

Hydra 
Developed by the Imperw Allagan Army fur dcp)oymc,u: in the Mcracydian 

campaign, the hydra is very much draconian in appearance. This appears to be 
by dcsigli, the blood of dr,gons not only providing the 

chimera with a nigh-impenetrable 
hide and a wide array of breath­
based weaponry, but serving 
to mock their ,:ncmies while 
flaunting the god-like abilities 
of the hydra's creators. 
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