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The Nation of Asuaine   
“In my bones I know what's right, and in my blood, I know what's wrong.”   
“The Green lives and dies in all things.”   

Asuaine Nation   
The Asuaine people have lived for the longest with Fey influence on their land, without  
themselves or the rest of the World ever knowing it. They are the Followers of the Green,  
Children of the Earthen Moon, name for their home island, and protectors of nature, even  
sometimes to a fault thanks to their belief that everything has its place.   

The Green is their Deity, as well as in a way a guide to them. There are no specific teachings or  
Holy Texts that dictate how the Green is followed, it is more of a spiritual undertaking to serve  
the Green in one's life in the best way they see fit - preserving Nature, fighting against that 
which  would disturb the natural order, and offering tribute in their actions and words. Even in  
greetings, the Green is there, often the Asuaine greet one another with sayings such as “A 
Green  day to you”.   

No member of the Asuaine people is left wanting if there is another who can help them, and  
people trade between their crafts and skills to ensure all have what they need - money is not a  
concern in day to day life, and is saved for those who venture away from the Isle, or traders who  
come to visit them.   

Asuaine Culture and Society   
Spiritual and passionate people, their adoration for Nature is very clear in their society. Any and  
all pursuits are encouraged - whatever a person wishes to do, they may do. The only reservation  
is that it would not damage the Asuaine people or serve to disrespect The Green. If an individual  
can justify why they are acting to further the people, or to set balance in the eyes of the Green,  
then such action was righteous and justified.   

During the day to day, the Asuaine are free to live upon whichever path they believe they are  
meant for - the one thing all people collaborate on is farming, and the Farmers and Herbalists of  
the Isle are some of the most respected among the community, as it is a simple and pure service  
to the Green, recognised by all. They never take too much, and are always sure to plant in three  
whatever they take from The Green for their survival, trees and herbs alike. There are glades  
within the forests that have been dedicated to herbs in particular, circles of bright colours of  
flowers and herbs which some call The Eyes of the Green, due to their beautiful colours and the  
many purposes of the ingredients representing to some the many facets of The Greens 
influence  on their lives. Most houses have a small shrine to The Green, usually stylised by 
whatever path the person living there has taken, and offerings are made daily, and the shrines 
kept in good  repair.   
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There is also the communal duty of sweeping the ashes of the Open Fire, where meetings are  
held whenever necessary, which is a duty that is shared among everyone in the Tribe - as are  
maintenance tasks, as the Asuaine are an intensely collaborative people, who look after their  
own.   

The Four Seasons are sacred to the Asuaine, and represent the different Souls of the Green, or  
in another word, Its different aspects. The equinoxes and solstices are always celebrated, and  
there is no difference between, say, Winter and Summer. Even though one is the harbinger for  
the cold, The Asuaine treat it with as much adoration and celebration as Summer.   

Asuaine Government   
The Asuaine Monarch is chosen by The Green, guiding the society with divine provenance at 
the  top. Whilst they rule, their tribe is called The Waxing Tribe, a royal title. The rest of the  
Government is formed democratically.   

For small everyday decisions are the Elders and the Tribe Leaders, the latter of which are voted  
for every “Dark Sun” to ensure no one unfit remains in the position. The Dark Sun is a time 
where  both the moons in the sky eclipse the sun simultaneously, darkening the sky; an omen of 
the  displeasure of the Green, and a time for change. This new Leader will confer with the Elders 
for  advice and Open Fire discussions are held to discuss issues that concern the wider populus.  
When comes time for a ‘summit of roots’ with the Monarch, whose sigil is the Monarch butterfly  
- then each Tribe sends representatives.   

The Tribe Leader takes one place, and great contests are held to decide the Wisest, and The  
Strongest. They all travel to a central point, where again, though with reverent deference to the  
word of the Monarch, Open Fire discussions are held. These three representatives will also be  
the ones who go to other Tribes when it is necessary, though instead of a whole new set of  
games every time, it will be the Wisest and Strongest from the last Summit of Roots that was  
held, then serving this position until the next cycle.   

The current monarch is Luca Nerney. He governs over the Earthen moon Isle with political  
prowess and a strong emphasis on faith. Along with his husband Jakub Nerney, who is 
Highblade  of the Asuaine military, has overseen the island repelling the Kiphate empire 
invasion, and more  recently made diplomatic relations with the other nations of the mortal 
realms, something that  the Asuaine have only ever done on the rarest and direst of occasion. 
Beyond these great  achievements, he is currently focused on the mysterious Fey door that has 
appeared. The  Asuaine have yet to determine if it is a gift from the Green, a threat, or 
something altogether  different.  

Other notable figures seem to be chosen directly through the will of the Green, interpreted by  
those with the aptitude to do so; to receive a calling from the Green to serve directly is the  
chiefest amongst honours. These honorary titles wax and wane like the moons, powers fading  
when they are no longer worthy, or required, and swelling when the Asuaine are in great need.  
Amongst these currently are the Lady of Oak, Camillyn Keffe, a resolute warrior gifted with  
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might and resilience to defend the Asuaine. She stands alongside her equal, the Lord of Yew  
Aefled Salame, who’s gifts include mastery over the flight of arrows in ways that seem beyond  
the potential of any mortal, and skill with paired blades so uncommon that their movement  
seems to reflect the very moonlight in the eyes of would be attackers.   

Asuaine Clothing   
Inspired by what they see, there is a great commonality between the Asuaine styles and 
Nature.  However, this does not leave them only in Greens and Browns - for the Souls of the 
Green take  many colours. People like to dress in the Soul Colours of the Season they feel most 
affinity with,  or that they feel matches to their chosen path. Perhaps a Farmer takes Autumnal 
colours in  honour of the Harvest seasons relevance to him, perhaps one who cares for the dead 
takes on  the Soul Colours of Winter, to signify the end of a life, or maybe Spring and Flowers, to 
show the  beginning of a new one? All of these are options, yet natural themes remain 
unbroken  throughout.   

Asuaine Faith   
As a People who believe The Green encompasses all, a common belief is that any other Gods  
that are believed in by other nations are in fact just aspects or representations of specific  
characteristics that The Green encompasses as a whole Deity. This means they are overall very  
accepting of other cultures religions, their priority remaining the Balance of the World and The  
Green.   

Unlike Liria who have divine encounters with their saints, or the Westfell who feel the dark  
presence of their god looking down on them, the Asuaine people have learnt to see The Green  
in all its different forms and actions. When the flowers blossom that is The Green’s nurturing  
hand. When the fruit drops from the tree it is The Green harvesting. When a raging forest fire  
burns away a chunk of land, that is The Green cleansing and starting the land anew.   

The Green has been described by the few scholars who have been lucky enough to enter the  
Asuaine secretive lands as more than just a force of nature, the very trees have a presence,  
something that is Always there, always acting.  

Asuaine Views Towards Fey   
The Earthen Moon Isle is unique amongst the realms, as it is the site where many generations  
ago a Fey expedition actually stepped foot upon the Asuaine Island, leaving some of their 
Magik  or Essence in the Land that has lasted up until this day. Trees have grown taller, and 
plants more  exotic - and though in time since it was considered that this was just The Green - 
the Fey are  remembered in local legend and are considered a wonderful part of The Green by 
many for this  reason.   

Since the convergence, and the reveal of Fey to the common person of the Mortal Realms, the  
Asuaine people have not seen much change. Most people already knew of Fey, even if they had  

3 
 



 
 

Wilde Realms LARP – Asuaine Heritage V1.0   
 

not seen one, but unusually, in the past 7 years many pixies and brownies have been seen 
making  homes in the forest. Less often tribes have stumbled upon Dryads and centaur herds, 
however  these Fey are often avoided with respect for their fierce and independent nature.   

Asuaine Geography   
The Island is in a huge majority forested, but the lower part of the Earthen Moon has had trees  
cut back by Kiphate invasions in the past and hasn’t quite recovered. There are hills and valleys  
to the isle, yet one valley is the most beloved, known as The Vein, seen as showing the life 
blood  of The Green in the deep valley and the river that flows through it. The Vein is situated 
towards  the South of the Isle but still within the Forests as its banks mark the point where no 
invasion  force has ever managed to cross.   

Asuaine Wars and Conflicts   
Their passion is as much an asset to them as a curse, and the Asuaine people have a record  
number of ‘Wars’. These for many other cultures would be simply rivalries, perhaps petty back  
and forths, but to the Asuaine it is War. These can result in Bloodshed as can any war, often  
between the two slighted parties and their families and friends, or it can be as simple as 
choosing  a game of chess, a contest, or some other way to settle the dispute. Many of these 
“wars” will  end within a couple of days and weeks with both sides coming to an agreement and 
becoming  closer as a result.   

The most notable war of recent years that rocked and devastated the crescent island was when  
the Kiphate empire sent a large invasion force across the ocean. Landing on the beaches they  
met little resistance; however, the shore had been deserted. Marching through the towering  
redwood forests the invasion column was swarmed and harassed as the Asuaine villages began  
a guerrilla war. Raids on supply caravans prevented the Kiphate from supplying from their 
boats,  and fearsome night-time strikes and killings crippled the Kiphate command and  
communications structure. The march progressed until the Kiphate had swept over half the  
island before they met the Vein. A large Asuaine war party gathered high on the opposite bank,  
with longbows formed of freshly grown Yew, coaxed to life by the magicks of the Green. The    

Kiphate army stood to rank and attention on the precipice, not yet willing to risk the charge  
across. The invader was unaware of where they stood, the Vein being a site of holy significance  
to the Asuaine people, they warned the Kiphate not to cross or face their united wrath, and  
unrestrained wrath.   
When the Kiphate's feet tramped across The Vein, it took a half season before the water of the  
lifeblood river was again clean. First from the kicked-up sand, and second from the Blood of the  
Invaders.   
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Picture examples:   

:   
The Lord of Yew - Aefled Salame  
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