PALEANS 



============ APPEARANCE ============

Paleans are pure humans with smooth, milky skin (sometimes tinted pink or brown), and very bright red, green, or blue eyes. They have no body hair except on the head, which is often worn long or braided. Paleans are usually strong and tough, with average good looks. Paleans rarely smile, with scowls, anger or suspicious looks being more common. Unknown to most, amongst themselves the Paleans smile and treat each other with great love and respect.

============ LOCATION ============ 


The Kingdoms of the Pale are a large and loose confederation located in the northern Wilderlands of Zaran, below the Sea of Fallen Stars. It is surrounded by the Maruk mountain range, and has borders with the Plains of Golarin (west), the Kharakhan Wastes (east), City-state of Maruk (south) and the Sea (north). The Hexpools are to the north, and occupy a large swampy area known as the Blood Marsh. Falknor - the great citadel of light and human purity - lies east of the Blood Marsh, defending the human territories to the south. The prestigious order of Paladins known as the Order of the Thistle makes its home here. The Sea of Fallen Stars lies at the southern border of Tamaranth, encompassing a large area of the Plains. 

============ GEOGRAPHY ============ 


The Pale is a fertile area, consisting mostly of thickly forested hills, deep temperate rainforest valleys and scattered pampas. The hills are not flat, but consist of very strange stone formations known as karsts. Karsts resemble tall but narrow pillar formations, with steep cliffs, occasional ledges along the sides, and overhanging vegetation. Karsts come in many sizes, the norm being 80-120 feet, and are made of marble, gneiss, granite and other materials. Thus they make excellent forts and defendable citadels. The core of these karst is formed from a strange rock called 'saprosin', which has the amazing property of acting like a sponge. Saprosin is porous and malleable, but incredibly tough, making it a magnificent building material. Furthermore, because of this magical rock, karsts actually grow over time, raising any buildings on them to new heights. Most of the karsts are small, and can be climbed, but some are huge (200+ ft) and have sheer sides which are unscalable. It is within these massive karsts that the Paleans dwell. 

============ CITIES ============ 

Paleans do not have any cities, towns or even villages as normal people know them. During the Savage Years, the People of the Pale built intricate castle-monasteries (abbeys, retreats, convents and citadels) known as 'Home-Havens' to defend themselves from monsters. These heavily-armed structures cling to the cliff-sides and tops of thin karsts, and often burrow into the pillar hill as well. Individual houses and small gardens tenaciously grip the steep karst, and luxurious vegetation drips from everything. Often a waterfall drops from the top of a swollen karst, providing a safe water supply to the inhabitants. Hundreds of these Home-havens dominate the Palean Hills, and are only loosely united in a defensive confederation, as each fort usually has to solve its own problems. Roads and ground villages are very rare, and so communication and travel is usually through magick (divine and wizard traditions) and giant bird-of-paradise Rocs. These magnificent and very colourful birds are the only non-human creatures Paleans will tolerate within their Havens, and serve as war-steeds during combat. The Havens always have landing pads (sometimes giant lily pads) for their giant birds, and many stairways connecting all the buildings. A single precarious road (more often than not collapsed) leads from the valley bottom to the gates of the citadel. Some Havens are totally isolated. Magickal wards and blessings have been woven into the very foundations of each Haven, protecting it from evil spirits, ritual magics, and more mundane disasters such as earthquakes. Towns consist of agglomerations of 2-5 (max) karsts connected together by brick bridges, rope paths and narrow marble walkways. The buildings in a Haven are usually white-grey with red clay roofs, although there are camouflaged Havens which blend perfectly into the karst. Security is incredibly tight, and few foreigners actually see the wondrous insides of a Home-Haven ; Aamanians and Cymrilians are usually welcome. There are also rumours of renegade Houses which fled underground during the Savage Years and set up Havens in gigantic stalactites. 

============ SOCIETY ============ 

Although the lush valleys between karsts provide good soil and plentiful game, the Paleans long ago discovered that the a great many vicious beasts living there make settlement nearly impossible. The Paleans are a hardy and stubborn lot however, and over uncounted centuries they have managed to exterminate most of the lethal predators (such as the fabled nine-horned exomorph and the plumed batranc) that threatened their existence. During these brutal and bloody centuries (known as the Savage Years), the Paleans developed a secrecy, mastery of blades and paranoia unmatched by any other sentients. They laboriously built small fortresses, castles, towers, monasteries, towns and outposts on the resilient karsts to defend themselves from their many enemies. None dared to settle the bottom valleys until very recently. During the Savage Years, the Paleans were massacred nearly to extinction by wild predators, Sauruds, Araq and Dragons. Ancient scrolls relate to each generation how the town of Bristol was overrun and its inhabitants eaten alive by Manrak, Sauruds and Exomorphs. The Paleans were forced to commit horrible atrocities - on others and themselves - just to survive. Eventually, over several centuries of bloody warfare, the tide turned, and the Paleans managed to wipe out their hated foes, destroying many other peaceful species (like an eyrie of Gryphs) in the process. To this day, the Paleans bear an unreasoning hatred towards all non-human creatures that might possibly threaten them, and share a paranoid fear of the future. However, their cruelty and hatred against non-humans is matched by their love, kindness and respect for each other and other humans. Paleans welcome all those who are human (Kasmir, Cymrilians, Batreans, etc) regardless of minor differences (skin or hair colour). Hopefully, Paleans have managed to escape and transcend the Savage Years, and have worked hard to create a peaceful and cultured civilization. They love beauty and art, and appreciate the fine things in life, especially cooking. Paleans are mostly carnivores, a throwback to the days when meat abounded and corpses were common. Palean cuisine consists of a million recipes for meat; anything from venison to grilled Manrak to scrambled Saurud eggs. "If it moves, a Palean can catch and cook and eat it" is an old [semi-humourous] saying, which alludes to the cannibalism rampant during the Savage Years. Fruits, berries and the occasional mushroom from hanging gardens supplement their diet. Paleans never drink alcohol or partake of any substance that might hinder their combat ability. The Palean Hills abound with wild game, now that most predators are extinct. During the Savage times, Paleans developed a monotheistic religion which is both intolerant and at the same time very loving. Worship of a loving God means that Paleans show great kindness, caring and friendship towards each other, especially in times of need. Conversely, they show astounding hatred and brutality towards all non-humans. Rare is the individual who can stop himself from killing a sub-human on sight. The great guiding principle of Palean Unitism is the maintenance of human purity, and cultural identity. This is natural, as Paleans nearly lost both. However, they are not racists, and welcome all those who look like humans. Religion plays an important role in Palean life, with frequent prayer and quests of absolution. Rituals dating back from the Forgotten Age include hymns and chants, arras weaving, devotion to the 30 Saints, cathedrals, the drinking of sacred Blood of the Ancestors, and the belief in a Messiah who will deliver them from the beasts. In reality, Paleans have already defeated their enemies, and live in peace with the few docile creatures that are left. 

============ POLITICS ============= 

Since each Haven is practically a fortified citadel of its own, no central authority or king rules the Pale. Each Haven is ruled by a Keeper, one of the female priestesses that guide their people through hard times. The Keeper is often referred to as 'Mother', with the Haven also being known as 'the womb'. These two words amply illustrate the insecurity Paleans feel when outside of their walled towns. The defence of each Home-Haven the responsibility of the Templars, an order of knights controlled by the priesthood. Although Palean life is disciplined and communal, this is not a militaristic society, and hence the Templars are also controlled by a civilian Council of the Sky (highest social standing goes to the people who have houses nearest the top of the karst). Paleans really stick together, and the members of a Haven are known by a House name, and are considered family by other Houses. Internally, House members help each other out often, but also make sure that each one has a firm defensible position in case of attack. Very little political discussion occurs, as Paleans are mostly of one mind concerning important issues. The details are administered by the wealthy and influential members of the Council. However, in times of war, the Keeper has total control of the Haven to ensure the survival of all. The rest of Talislanta knows the Paleans only as warlike, cold and bloody warriors, and few humans have even seen the magnificent karst Havens that they inhabit. The Pale is on friendly terms with Dracarta, as the Dracartans are searching for allies against their numerous enemies. If only they could get the Paleans to come out of their strongholds. The Aamanians are nominally allied with the Pale by ties of religion (different rituals, same God), but the Aamanians are suspicious and consider many Palean habits heretical. The Cymrilians are welcomed, although Sindarans, Aeriad, Gnomekin, and Muses are killed on sight, making for difficult diplomacy at best. The Paleans also trade goods and magickal items with L'Haan. 

============ MILITARY ============ 

Paleans have an obsessive love of blades dating back to the Savage Years, and will accept no other weapons for combat. Their extreme specialization, discipline and early martial training have earned them a well-deserved reputation as expert Bladesmen. Paleans also make grudging use of longbows to attack long-range targets far below them, but consider it only as a last resort. Most Paleans are honourable and merciful in combat against humans, but they dive into a killing phase when fighting non-humans, cruelly and brutally slaying all opponents, whether Saurud hatchlings or Sindaran females. Fortunately, Paleans are not good formation-fighters, and have no large organized army. They prefer to defend against attacks from a high and fortified position of strength. To date, the Paleans have conquered only those karst areas where they feel secure and defend themselves from a perch, and have hardly showed their heads outside of their own paranoid country. 

============ BEHAVIOUR ============ 

Due to the necessity of preserving their few numbers during the Savage Years, the Paleans have developed several strange customs which might surprise a foreigner. Combat between humans is always non-fatal, and one Haven has never gone to war against another. Life is greatly cherished, and women are encouraged to have 3-8 children in a lifetime. All House members are trained early in blade combat, but many nevertheless choose to 'retire' into other professions, such as smithing, baking, painting, and even writing. Paleans cherish and encourage the arts and religion, mainly because they have so little of it left from the harsh centuries. Women can be warriors, but most stay as housewives, tending children, cleaning and cooking. Inbreeding in a Haven is a problem, and thus a ceremonial exchange of children between Havens takes place every year on the 14th of Ardan. Palean laws are harsh and swift to those who abuse or threaten the Haven - banishment 'down below' is a common punishment. A religious support system maintains basic necessities for those Paleans down on their luck - often the richer members take in some poorer ones. Palean society could be described as 'the most fair distribution of mediocre wealth in Talislanta'. Few people are poor, most are scraping along, and only the Councillors are somewhat wealthy [mediocre by normal standards]. Most items are shared, with communal washing, communal meals, and communal exercise, but private homes. Palean Havens are self-sufficient in almost everything, but do occasionally send expeditions for supplies. As has been already mentioned, Paleans have a slight obsession with blades of all kinds, especially stilettos, flamberge and claymore swords, throwing knives, pantangs, and even elaborate apple peelers. Many of their ceremonies employ blades, including the sacrifice of lambs, and the ritual bleeding of an animal for drinking during mass. 

============ PALEANBLADE ============ 

QUOTES
"Tell me that's not a tail growing from your back, or I'll be *very* upset!"
"If the heart is pure, the flesh will withstand all monsters."
"I've looked into the mirror of the Abyss, and it's told me what to do."

ATTRIBUTES
Strength +2; Dexterity +2; Constitution +1; Speed +0; Willpower +0; Perception -1; Intelligence +0; Charisma +1

SKILLS
Primary Combat (blades) +2, Riding (rocs), Mountaineering, Theology (Unitism), Customs (urban), Animal Lore.

EQUIPMENT
Heavy Chain Mail coat, long-sword, short-sword, riller, dagger, boot knife, scalpel, razor, hairpin, white robes with circle patterns, ritual vestments, prayer beads, satchel, 1 week iron rations, fresh steak and sausages, rappelling gear, rope, tinderbox, silver Haven symbol, lamp + oil, d4 x 2 gold pieces. 

ROLEPLAYING
You are the fortress of the soul, and the perfect human vessel which you inhabit is God's vehicle of purification. The demons and beasts of the devil howl and bang on the gates of your soul, but you won't let them in. Protect your human kin from harm, and ruthlessly cleanse Talislanta of the savage beasts and Sub-Men which infest it. When in doubt, return to the Womb, and meditate, and your fellows will aid you in your quest. You have come to control your burning desire to slay all non-humans, and you now realize that it is in the best interests of humanity to be more tolerant for now, to accept these 'humanoids' when you are in their lands, and bide your time till the day of purification. Respect worthy opponents, value human life above all things, and help those in need. Share your belongings, and expect help and co-operation from others. Avoid open spaces, always rest in a safe and secure area, and remember to pray and clean your blades regularly. Never show your emotions to foreigners, and distrust even those that look human - you know the cunning of the evil beasts. Stay alert for danger constantly, and never be seduced by those who are blind to the threat of monsters. 

Palean characters will most likely be :
Explorers: discovering new lands and reporting back to the Haven.
Slayers: hunting and killing all non-humans until death.
Outcasts: banished for their liberal attitudes towards non-humans.

Drohem (11-03/2010): This article was posted to the archived Talislanta Central website.
