
Acadia 
Patrons Shavan Kirin  

Languages Acadian Arcanian Parsellum 

Official Name The Empire of Acadia  Trade Common  

People Acadie Greeting Bonshans! Writing Shang   

Goods Acadian Parting Awrevwah Example Example Of Writing 

Crafts Acadian M Honorific Misyer Motto Be Prepared 

Derogatory Acadolts F Honorific Madam Symbolism 9, 27, 81, Purple, Green, Oval 

Dread Pallor N Honorific Madsyer Coinage Shape Name Value 

Notable Settlements CP Round Gin 1:1 

Cities Acadia Shangrila Acadine SP Bar Salvar 1:50 

Towns    EP Bar Elvar 1:50 

Villages    GP Bar Govar 1:50 

Hamlets    PP Bar Patvar 1:50 

Regional Map Notable Persons 

 

Person Reason 

Alanna Shang Empress of Acadia 

    

    

    

    

    

    

    

    

    

    

Introduction Social Class % Wealth % Pop 

Nestled in among the valleys of the Kunlun mountains lies the 

somewhat difficult to fully grasp mixture of place and time that is 

Acadia. Within the mountains lie several of the fabled Monasteries, 

and there is also the peculiar city of Shangrila itself, home to the 

Towers, where most Wizards learn their crafts and Arts. Separate yet 

a part of the whole they combine as autonomous regions within the 

realm of Acadia, where the mountains themselves are the walls, and 

there are none around the villages, hamlets, towns, and cities of the 

mile-high world to itself. 

The mighty House of Skye controls the airships from here, the 

principal way in and out of the main valley in which sits the Palm 

Lake, the only other route a torturous, winding, narrow set of switch 

backs that can take a week to traverse when in the best of shape and 

with light wagons. 

The Empress insists that all who come are welcome to her peaceful 

land, and that pleasure will be yours. 

 Enslaved 0% 5% 

 Serf 1% 40% 

 Low 3% 10% 

 Artisan 5% 10% 

 Guildsman 7% 8% 

 Craftsman 9% 9% 

 Tradesman 11% 9% 

 Merchant 11% 7% 

 Patron 13% 5% 

 Aristocrat 15% 3% 

 Nobility 17% 1% 

 Royalty 19% 1% 



Regional Information Race % Wealth % Pop  

113 years ago, Sibola was engulfed in a civil war following the death 

of the last Heir to House Sibola. Out of it came two groups who failed 

in their bids to rule and were driven out. One group settled in what 

became Aztlan, the other kept moving, having heard tales from the 

Wylder nomads of unique places where the monks came from. 

Expecting to make them servants, they stumbled onto the lands that 

would become Acadia and found a new home – one safer, if different, 

than life on the plains and seas. 

The Monasteries resisted rule effectively, and the mages that had 

come with the group built the first of the Towers, which would later 

become as self-governing. 

This three-part system of interrelated and interdependent groups lies 

at the heart of Acadia, which takes the idea of being prepared to a 

whole new level. Knowledge and skill are highly valued in Acadia, 

knowing how to do something better than anyone else while still 

passing on your skills is considered one of the greatest rewards. 

Acadia has no walled cities, towns, villages, or hamlets. Yeti rarely 

come down from the snowy heights, and there is much game in the 

wooded valleys that all tend to have small lakes and streams passing 

through verdant fields.  

The rigidity and structure of Acadia is perhaps its true strength and 

apparent weakness. Acadia is a land of laughing people, who delight 

in wordplay and games of skill and chance.  These diversions are a 

necessity – as it is the duty of a noble to look after those in their care 

and be willing to sacrifice their own well-being to ensure they achieve 

it. Letting someone in your charge be hungry is a crime in Acadia. 

Cambion 0.5% 0.5%  

Dwarf 17% 15%  

Elf 25% 20%  

Elohim 0.5% 0.5%  

Fay 5% 10%  

Gnome 10% 12%  

Gobkin 0.5% 0.5%  

Human 41% 41%  

Therian 0.5% 0.5%  

Econ Class % Wealth % Pop Income/Day 

Enslaved 0% 5%  

Wretched 1% 15% 1 cp 

Squalid 3% 15% 2 cp 

Poor 5% 16% 3 cp 

Modest 9% 17% 10 cp 

Comfortable 8% 15% 20 cp 

Wealthy 7% 14% 40 cp 

Aristocratic 28% 3% 80 cp 

Noble 39% 2% 200 cp 

Government Government  
Type 

Manoralist Monarchy 

The Empress, Matron of House Shang, and her extended family 

comprise the highest level of government, rarely bothered save for 

intrigues. The real governance is handled by the Regional Governors 

and a massive, rule bound bureaucracy that attends nearly everything 

else. 

Formally, the Shangs own every bit of land, and a good chunk of the 

buildings on that land. They delegate oversight to family and in favor 

aristocrats – but there is a price for that responsibility. All people are 

grouped by House, and the head of household is personally liable for 

all the actions, and responsible for the well-being of those in their 

charge – on pain of significant punishment. 

Bureaucracy 

Hierarchy Matriarchal 

Ruling Body House Shang & Designates 

Local Bodies 

City Governor High Warden Courtist 

Town Prelate Warden Tribunal 

Village Legate Constable Magistrate 

Hamlet Headman Officer Jurist 

Law & Rights Patrols By Wardens, mounted, team of 9 

Although the royal family owns the land and controls the laws, they 

have created laws that defend the rights of all citizens – 24 of them, 

which govern much of the way that life in Acadia is lived. They have 

also instituted a set of laws that govern behavior and tradition, deeply 

detailed down to dress, terms, and sounds usable. 

As corporal punishment is not practiced, the sentences are usually 

fines and stripping of social status, combined with public humiliation. 

Courts and such are overseen by the local Baron, who reports to a 

Count, who reports to an Earl, who reports to a Duke. They appoint 

officials to handle these duties.  

Police See above. Local, appointed. 

Presumed Innocent 

Defense Appointed for all people by Courts. 

Judge Title See above. 

Jury No juries used. 

Appeal Next one up the chain. Courtist is final. 

Sentences Fines, Humiliation, Status reduction 

Prisons None 

    



Military Units  

The military of Acadia is a standing body composed of four kinds of 

troops: Infantry, Cavalry, Mage, and Airship. The Infantry has a 

contingent of Monks present within it, and the Towers supply Mages. 

Airpower is a major factor, with Acadian airships usually faster, more 

maneuverable, and more advanced than any outside of Acadia. The 

Military is part of the Wardens, who all serve the local Baron. They 

make use of all those who are assigned to them, with a focus on 

getting the greatest mastery out of all of them. Patrols are led by 

Airships, supported by Cavalry, and backed by infantry, with mages 

scattered throughout the units. 

Within their mountains, the military might of Acadia is unrivalled – 

that they have been loaning it out to Lemuria on occasion is a great 

shock and potentially a disaster in the making down the road. 

Squad Size 9, divided into two groups of four 

Leader 2 Nominals, 1 Primal 

Platoon 9 Squads, led by assigned Baron 

Cohort 9 Platoons, led by Count 

Legion 9 Cohorts, led by Earl 

Regiment 9 Legions, led by Duke 

Division 9 Regiments, led by General 

Wings 9 Wings, of 9 airships each 

Flights 9 Flights of 9 Wings each 

Armadas 9 Armadas, of 9 Flights each 

Commerce Staple Foods   

Acadia is unusual in that they only have one coin, which is used in 

daily transactions and which everything is reckoned in. The Gin is a 

round coin with a square hole in the center, about an inch in diameter 

and weighing around nine grams, made of copper. Transactions are 

only allowed to be made in Gin – foreign coins are not welcome. The 

other coins are convertible to Bar form, each about a pound, and each 

worth fifty of the equivalent coin, and larger transactions are 

permissible in this form – Salvar for 500 Gin being the typical one. 

This matters to merchants who come to sell to Acadia, whose major 

highlights are Magic, Monks, and Medicine. The low valleys of Acadia 

are pastoral wonders, and the mountains provide additional resources 

– Tea is a major export, and highly prized. They also export a sap 

from a hardwood tree that is quite sweet and eaten on bread. 

Taxes are the biggest problem – The Shang House places a high tax on 

any goods that come in that are not traded with items of equal value, 

while they often have little of interest to many merchants but pay 

great prices for what they need. 

Maple Syrup Tea Wheat Barley 

Rice Oats Rye Grapes 

Pigs Goats Sheep Chickens 

    

    

    

Trade Goods   

Spikenard Monkshood Yams Rhubarb 

Bergenia Tea Pine Fir 

Maple Aspen Cotton Wool 

Wine    

    

    

Regional Norms Virtues  Sins  

The Empress assigns responsibility, and those who accept it know the 

burden of it. A Baron or other Lord is responsible for everyone living 

on the lands they are assigned and their well-being. Failure is not an 

option or one may find one’s self living at the command of others. A 

person’s social class is of critical import in Acadia – one does not 

acknowledge those whose social class is more than two levels below 

yours – you have an intermediary for that. 

Visitors to Acadia must declare their House and head of House – and 

no one may travel alone, so often groups select a leader – but that 

leader is held liable for the actions of the team. 

Obedience is required – both by tradition and norm, but also by law. 

The rules are exacting, as complex as the study of magic itself. This 

applies within a household, and is an absolute for anyone within a 

household. 

Women are frequently the heads of Houses, but not exclusively. As 

the system encourages excellence, a minor serf may become a manor 

lord simply be being better at taking care of others than those above 

them. 

Honor  Immodesty 

Duty  Disobedience 

Sacrifice  Humorlessness 

Fidelity  Insincerity 

Integrity  Parsimony 

Courtesy  Greed 

Propriety  Dishonesty 

Knowledge  Cruelty 

Mastery  Capriciousness 

   

   

   

   



 

Kinship & Courtship Hierarchy Matriarchal  

Acadian families have a leader – sometimes one that is designated by 

their local Lord. That person is the absolute power in the family. That 

person may or may not be head of the House, which is always 

designated. Baron Matin is not the head of his family – the Baroness 

Larana is, though he is subordinate to him in the House of Matin. 

The head of a family with a son seeking to marry a woman must 

approach the head of the family with the daughter to propose a 

marriage – usually with the son’s urging. Love is love, tradition is 

tradition. 

They may or may not be released from their House. This is a separate 

arrangement between the Houses. The head of house is responsible 

for ensuring the well-being of every member – abuse is a high danger, 

as Lords are expected to have records on the state of everyone that are 

within two weeks of accuracy. 

Loci Matrilocal   

Lineage Matrilineal   

Inheritance Eldest feminine member of the family 

Marriage Arranged   

Debts By agreement, multi-factor. 

Surname matrilineal   

Quirks The son moves in with the woman’s  

family after marriage, and they are given a new name  

when they do, their old one discarded and never used. 

 

Factions Major Factions   

Because of the rigid systems, there are no real factions of any sort 

within Acadia. The House of Shang controls pretty much everything 

that the Monasteries and the Towers do not, and they only have 

oversight over their immediate environs. 

Grand Tower    

    

    

    

Highlights Features 

Earl Dominic Malfoy once allowed a serf who worked his personal 

estate to not see a healer for three days. The wound became infected, 

and the serf died. His wife and children went without food for half a 

week. Duke Leodegrance learned of this and Malfoy’s punishment 

was to become the new Serf and head of household for that family.  

This is the nature of Acadia in one tale, a realm of reversal yet still so 

like other Bright Cities. Laws govern how one grieves, how one 

celebrates, how one dresses, and yet they seem only vaguely annoying 

given the freedoms that one has here. One can openly complain about 

the Empress never being seen in public, and not be executed.  

There is some friction between the Monasteries and their supporting 

villages on one part, and from Shangrila and its supporting villages 

on the other, but the general rule of thumb is still that the laws are 

observed in all these places, as the Towers and the Monasteries had a 

significant impact on the agreement that defines much of it – the 

rights of people being the biggest one. 

Minor differences are settled by jurisdiction – Shangrila is more a 

magiocracy, while the Monasteries are more egalitarian, and authority 

based. Where something happens matters as to who gets call over it, 

with that which happens outside the control of those two defaulting 

to the Acadian Magistrates. 

Acadians keep records on everything. The Library of Shangrila is one 

of the largest, most valuable repositories of knowledge – it has works 

that date back to the Age of Dreams. The only places that can compete 

with Acadia in this area are Liones and Sibola. 

Complexion    

Hair    

Eye    

Ability Score +1 to Hon, +1 to any ability, max 20 

Lang Slots 1   

Accent Acadians have a New England accent. 

Classes Allowed Races  Allowed 

Barbarian -- Cambion X 

Bard X Dwarf X 

Cleric X Elf X 

Druid X Elohim X 

Mekanik -- Fay X 

Monk X Gnome X 

Paladin X Gobkin X 

Ranger X Human X 

Rogue X Therian X 

Sorcerer X   

Warlock X   

Warrior X   

Wizard X   

        


