
Eldorado 
Patrons Cybele Antelle  

Languages Doric Dorada  

Official Name The Sovereign Realm of El’Dorado  Trade Common  

People Doradan Greeting Howdy Writing Dorthic   

Goods Doradan Parting Hasta Example Example of Writing 

Crafts Doradic M Honorific Sai Motto Live Free or Die 

Derogatory Wildlings F Honorific Mam Symbolism Pale Blue, Diamond, 2, 4, 10 

Dread Trundle N Honorific Nom Coinage Shape Name Value 

Notable Settlements CP Bar Penny 1:1 

Cities Sedona Huston  SP Bar Buck 1:1 

Towns Laramie Dodj  EP Bar Sawbuck 1:1 

Villages Kansas   GP Bar Eagle 1:1 

Hamlets Bighorn Derry  PP Bar Aerie 1:1 

Regional Map Notable Persons 

 

Person Reason 

Himrik Stoengard Mayor of  Kansas 

Pwil Danfast Lord of  Eldorado 

  Duke of Derry 

Wi’at Dilon Marshal of  Prisons 

Mat Earp Sheriff of Kansas 

    

    

    

    

    

    

Introduction Social Class % Wealth % Pop 

Eldorado is a strange but potent realm in the north of the Bright 

Lands. Nestled against the shores of Lake Parime, against the desert, 

but surrounded by irrigation canals that turned the transition zone 

into as rich a field as the chaparral that leads away from it into the 

gentle lands around the seaport of Huston on the Sea of Tranquility. 

Eldorado is famous for the Posse of Eld, who are the protectors of the 

Locomotive for the Posse of Rails. The 15 years of its being built were 

bloody, brutal, and, now, profitable to a degree few can argue with. 

Eldorado is watched closely by the other realms and is known as a 

place where they can all meet should they need to – formally neutral. 

It has one unique thing going for it that attracts even respectable 

nobility to uplift – it is something called a democracy, where each 

household has a vote in the wider realm. This causes many to shake 

their heads in disbelief, but it has led to a prosperous, successful 

realm that may one day change the shape of the world. 

 Enslaved 0% 0% 

 Serf 0% 0% 

 Low 16% 5% 

 Artisan 13% 8% 

 Guildsman 20% 30% 

 Craftsman 20% 30% 

 Tradesman 15% 11% 

 Merchant 12% 8% 

 Patron 3% 5% 

 Aristocrat 1% 3% 

 Nobility 0% 0% 



  Royalty 0% 0% 

Regional Information Race % Wealth % Pop  

The heart and soul of Eldorado is the Ranch (Ranc). It is the basis 

around which all else arises, and anyone is welcome to start one. All it 

takes is three months of living in a building on land that the resident 

walled and registered with the local Kinhouse, which costs nothing. 

A Ranch is usually a cluster of buildings – House, Barn, Stable, 

bunkhouse, wellhouse, outhouse. The House is usually single story, 

rectangular, with a division between public and private space and 

kitchen in the middle. 

A Ranch is also a settlement of its own. The registered Head of the 

Ranch is the only member of it that can vote in elections or have a 

voice on the Kining. They are elected within the Ranch itself, by those 

on it – ranch hands, family members over 4, other residents – and it 

can and does change as time goes on, because an election is held 

yearly. 

Ranches are not merely agricultural – they are not designation of what 

they do, but rather simply a way of saying home and family. A ranch 

may be dedicated to dyes, or to ceramics. 

After the Ranches come the businesses that are collectives – much like 

our corporations. They are the Posses, and many people will work for 

a Posse – such as the Posse of the Rails. 

Eldorado can be a bit wild at times – the Order of Eld is a very visible 

presence, and those humorless bastards are used for security and 

patrols. The Prisons are dwarfin-make, guarded by Wait Dilon, an Elf 

known for a fanatical adherence to the law. 

Cambion 2% 1%  

Dwarf 5% 12%  

Elf 4% 5%  

Elohim 2% 2%  

Fay 3% 3%  

Gnome 3% 6%  

Gobkin 1% 1%  

Human 77% 65%  

Therian 3% 5%  

Econ Class % Wealth % Pop Income/Day 

Enslaved 0% 0% 0 

Wretched 6% 1% 3 cp 

Squalid 10% 3% 8 cp 

Poor 35% 21% 12 cp 

Modest 30% 40% 25 cp 

Comfortable 15% 30% 40 cp 

Wealthy 3% 3% 50 cp 

Aristocratic 1% 2% 100 cp 

Noble 0% 0% 0 

Government Government  

Type 

Democracy 

Ranchheads meet monthly at the Kinhouse to pass laws, hear appeals, 

and deal with the function of the government. Each Kining (hamlet 

up) selects three members to represent them at the next Kining up. 

This culminates in the High Kining, representing all the hamlets, 

villages, towns, and cities, at the Councilhouse in Eldorado. 

The Kinings also choose the Mayor, Judge, and Sheriff – often the 

same 3 they chose to represent them. The Mayor is the local 

government representative, the Judge the courts, and the Sheriff the 

enforcement. 

Cities have Mayor’s Councils and collective courts that seat multiple 

people based on the areas in the city. 

Familial 

Hierarchy Egalitarian 

Ruling Body High Kining 

Local Bodies (Kinings) 

City Council Courts Sheriffs 

Town Mayor Judge Sheriff 

Village Mayor  Judge Sheriff 

Hamlet Mayor Judge Sheriff 

Law & Rights Patrols By Sheriffs, Orders 

Law is made by the Kinings, who are also the appeals options – local 

first, with the High Kining the final arbiter. The Kinings select and 

appoint a Mayor, Judge, and Sheriff for their areas. The Sheriff is 

charged with enforcing the law, the judge with applying it. 

One can hire a lawyer if one chooses or defend one’s self. In capital 

cases, a Jury of 7 is chosen by the judge from those who are not 

Ranchheads. High value theft, murder, rape, or crimes against 

children are all capital cases. 

Sentences are prison, hanging, or, if the guilty chooses, an ordeal 

(usually water, fire, air, or earth). Few choose ordeals. 

Police Sheriff, Deputies 

Presumed Innocent   

Defense Lawyer Self  

Judge Title Judge   

Jury Capital cases only 

Appeal Kinings   

Sentences Confined Hanging Ordeal 

Prisons Tucson Yuma Antonio 



Military Units    

Eldorado has no standing military, navy, or airship group. Each 

Ranch is itself a defensible area, even within the walls of a settlement, 

and each usually has a few able-bodied people able and willing to 

defend it. 

There are, however, the Orders. The most famous of these is the Order 

of Eld, where those who swear the Oath of Eld come from, but there 

are four other Orders, as well: Eagle, Bear, Cougar, and Coyote. 

Unlike the paladins of Eld, the Orders are fighting orders who were 

commissioned by the High Council. They all follow a set chain of 

command. 

General Miraj overseas the Order of the Bear. They are an infantry 

group. General Talise overseas the Order of the Eagle. They are an 

Airship group. General Cavalcada oversees the Order of the Coyote. 

They are a Cavalry group. Admiral Nessa oversees the Order of the 

Cougar. They are a naval group. 

Bear, Coyote and Cougar all have a full division, while Eagle has a 

Regiment. 

Squad Size 5 Soldiers  

Leader Korporal   

Platoon Sarjent 5 Squads  

Cohort Captain 5 Platoons  

Legion Major 5 Cohorts  

Regiment Kernel 5 Legions  

Division Komander 5 Regis  

Battleships 2   

Destroyers 6   

Frigates 18   

Vessels 36   

Warcraft 3   

Battlecraft 3   

Skycraft 18   

Commerce Staple Foods 

Eldorado is the only known place where firerth and duretile are 

found, and neither is exported. Controlled by the Eld Posse, they are 

essential in the use of firearms. The Posses control most of the 

mercantile supply sources in Eldorado, so the Guilds have to deal 

with them. The Posse of Mines, the Posse of Stone, the Posse of Rails, 

the Posse of Sails, and so on, they dominate the non-agricultural, 

craftsman sector, and are typically quite good at taking care of their 

people. 

Doradan crafts are supported as well by the use of wind- and 

watermills, which help them to create the fine clays used in their 

highly sought-after ceramics, and make the vibrant dyes that color 

their textiles, as well as the flours they are known for. 

They also have one of the few iron mines known – iron is extremely 

precious on Wyrlde. It is not uncommon for a Doradan home to have 

cast iron cookware, instead of the usual brass or bronze found 

elsewhere. 

Dordan ceramics sell for higher than any other.  

Beef Pork Mutton Chicken 

Fish Wheat Barley Rye 

Oats Beans Chilies Stonefruit 

Potatoes Turnips Beets Yams 

Squashes Safflower Tomato Legumes 

    

Trade Goods 

Stonefruit Potatoes Alfalfa Squashes 

Ceramics Textiles Flours Gemstones 

Tin Adamant Stone Oil 

Fir Ash Beech Fruit 

Pine Oak Maple Alder 

Silver Copper Aluminum Iron 

Regional Norms Virtues  Sins  

The Ranchhead is the law on the Ranch proper. Sheriffs are only 

brought in when it steps outside the ranch. This level of authority and 

power is extensive – it is possible for a head of household to make 

many rules that limit or restrict those on the Ranch. 

In practice, this is linked to the laws of the land, which usually act a 

limiter on this power. But it also only applies when it is seen, and 

some ranches are considered particularly foul. 

 

Humility  Pride  

Courage  Envy  

Kindness  Thoughtlessness 

Justice  Sloth  

Loyalty  Greed  

Temperance  Gluttony  

Integrity  Wrath  

    

    



 

Kinship & Courtship Hierarchy Egalarchy   

Typically, an individual marries into an established Ranch, unless 

they are an Eldest child (who are expected to start their own). A 

merger of Two Ranches does happen, but it is rare. Usually one of the 

people has already established one. The family name is the Ranch 

name, and all persons there take that name for theirs. 

It is the second Eldest child who stands to inherit the Ranch, with 

others expected to stay or marry into others to secure alliances, 

improve trade and support systems, etc. 

Since the Ranchhead can change by vote, a vote can change who 

inherits, and a dying Ranchhead can create challenge. 

Love matches are the norm, though this can lead to some interesting 

experiences at the Square dances and Festivals. 

 

Loci Ranch   

Lineage Bilineal   

Inheritance Second Eldest Child of Ranch head 

Marriage Choice   

Debts None   

Surname Ranch   

Quirks Ranchhands move from Ranch to  

Ranch, and change their surnames as they go. They are 

often people saving up to start their own, and learn 

the needs of one by working one themselves. 

Factions Major Factions 

The factions of Eldorado are the Posses. Empowered by the Kining, 

these are groups who operate outside the Guilds, and conduct 

business. The most famous of them is the Posse of the Rails, which 

built and maintains the Locomotive. 

Rails Posse Sky Posse Eld Posse  

    

    

    

Cultural Highlights Features 

Doradan Hamlets, Villages, and Towns are laid out in a grid pattern 

that does not allow for curving roads or meandering ways. A 

settlement ranch is usually about 1,056 feet square and surrounded by 

roads.  Fields are often outside the settlement walls, making them 

more compact. The fields are still walled – a good wall makes for 

good neighbors, they say.  Usually stone walls caulked with clay 

mortar. 

The Goddesses of Eldorado are active participants in the lives of its 

people – a posse leader once called Cybele a whore in a drunken bar 

fight and was struck by lightning three times. A stranger once 

insulted a Shrine Maiden of Antelle and found himself a slave in a 

brothel in Lemuria the following morning. It is even rumored that the 

Avatar of Paria is to be found in Eldorado. 

Each Village or larger has a Kinhouse, Courthouse, Jailhouse, 

Markethouse, Crafthouse, Gildhouse, and Temple. Many Ranches 

have private shrines within them, visited by Shrine Maidens in their 

readily identifiable sky blue and white. 

Noble and Courtier backgrounds are not well suited here, as the social 

powers that drive them are absent. Slavery is not tolerated – it 

conflicts with the idea of anyone being able to be a Ranchhead, which 

is held deep. 

The catch with starting a ranch is the need to build a wall around a 

new field and the cost to build a walled residence. It is estimated this 

is usually around 100 gp, for a single person building a barely livable 

place. 

 

 

 

Complexion    

Hair    

Eye    

Ability Score +1 any ability, max 20 

Lang Slots 1   

Accent Western 

Classes Allowed Races  Allowed 

Barbarian N/A Cambion X 

Bard X Dwarf X 

Cleric X Elf X 

Druid X Elohim X 

Mekanik X 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   

        


