
Asuaine- Expanded Lore
“The Will of the Green is war” -Ifan Rhyll, former leader of the Reliquary peoples
“The Will of the Green is peace” - Glory, leader of the Antares

What is their Culture and society like?
- List of norms with examples

Despite being a loosely organised society, there are some norms which the Asuaine people all
tend to hold to one degree or another. At the core of all Asuaine norms is a worship and
reverence to the Green. It’s seeped into everything they do. The all encompassing but
disembodied presence of the Green has shaped the rather communal nature of the Asuaine
peoples.

Greetings which reference the Green are common, for example; “A Green day to you” and “May
the Green bless you this evening”.

There are a series of communal duties which are taken on by all members of the community,
such as sweeping the ashes of the open fire or providing daily offerings at the local shrines to the
green. As a part of this convention, it is commonplace for all Asuaine to help out around their
community at the start and end of a day. The majority of roles are shared (except for the most
highly specialised duties), such as communal food preparation for the whole village, house
building or repairs, cleaning of communal areas and the maintenance of equipment.

As part of this spirit of community, seeds and saplings are a common gift amongst the Asuaine. It
is said this is to give the receiver the gift of growth.

The high value placed on growth is not limited to plants.The children of the Asuaine are raised by
the whole community rather than in single family units as is common in some other nations.

The burial process is a serious matter which requires the involvement of the whole community. As
the lines between individual families units and other tribe members are blurred, mourning is done
by the community as a whole. After a ceremony the body is returned to the Green and the soil
where it can decompose and provide for the community.

- List of values with examples

The Asuaine are a spiritual people who hold their faith in the Green in the highest regard.
As a part of their spirituality the Asuaine greatly value Passion as it is through the passion of the
mortal people that the Green may work its will. This is evident in Asuaine society when you look
at the fervour with which they communicate, play, fight, and debate. Hand in hand with passion,
collaboration runs strong through all Asuaine endeavours as without the aid of others no
significant achievements may ever be accomplished. This has resulted in an incredibly strong
sense of community and it’s rare to find a person with an individualistic outlook on life. The
achievements of the Asuaine lead to destiny, which is a concern for many of the Asuaine people,
as they believe it is their role to work towards the destiny which the Green desires for them. This
gives them a sense of purpose and a communal goal to strive toward.



- How was their society formed?

Some say the Crescent Isle is the cradle of mortality and the Green is the source of all life itself;
Legends tell that a great flood devastated the island which caused many to flee the now Crescent
Isle. Those who left the isle drifted further from the Green’s influence and it is said that the
Asuaine represent the longest surviving culture in the known lands. For aeons the island was
hidden from the rest of the realm. Not that the Asuaine people knew there was anything beyond
their shores. When the Kiphate army arrived with their machines of war and magical fire, the
people of the island were brutally informed of the realm they truly existed in. Since the invasion,
the Asuaine people have investigated as to why the realm didn’t know about them, and more
importantly, why they didn’t know about the rest of the realm. It is currently believed the Green
wanted this island protected, a safe haven from the rest of the realm, but the reason for this is
unknown and possibly will never be known. The duty to hide the isle falls to an ancient tribe,
some say the oldest tribe that still exists on the Crescent Isle. They live hidden within the great
jungle, and keep the island obscured from anyone outside. How the Kiphate fishing boat
stumbled through the mirage that keeps the island safe, the people of the island are unsure, and
what has become of this mysterious tribe since Luca the Monarch and Avatar of diplomacy has
taken charge no one knows.

This isolation means that the culture of the Asuaine has historically been untouched by the other
nations. Therefore nearly all social efforts are focused inwards towards the Green. The long
period of solitary existence makes the Asuaine society one of the most unique in the known
world, untouched by external cultural influences. The singular nature of the Asuaine is especially
evident when compared to the much more metropolitan Marika or the erudite Esca.

- What strengthens their society and keeps them together?

A strong love for nature and a desire for balance keeps the Asuaine together. The Asuaine
people live a relatively abundant life and they find their happiness in knowing they are one with
nature. As the saying goes “Be kind to the Green and it will take care of you in return”. There is
no poverty except for those who live outside the Will of the Green.

In addition to this some tribes opt to coalesce around influential avatars of the Green, each
representing various ideologies the Green has held at one time. An understanding that the
Avatars represent the will of the Green tends to prevent conflicts from escalating too far (this is
not always the case however).

The isolation of the island until 1008, has meant that most of the Asuaine believed their island
was all there was. This has aided in the strong value they place upon collaboration and
community. This has also led to the formation of many subcultures within the island as they
believed there was nowhere else to go. As a consequence conflicts between the Asuaine people
rarely escalate too far such that they would threaten the integrity of the nation itself.



- What is the economy like?

The Asuaine have a strong culture of bartering. Metal coinage is generally only used by those
that leave the island or for visiting merchants and traders. Before the island opened up to
outsiders, the Crescent Isle operated under the simplest form of trade economy. This is because
the Asuaine believe that the Green provides and they had no need or desire to move on from this.
However, since the island opened to the world, attitudes towards trade have begun to shift.

An interesting dynamic exists between a newly established Marikan trade post and the Asuaine
people. To the Marikans the Asuaine are agreeing to exceptionally unbalanced trading prices in
the Marikans’ favour. To the Asuaine the Marikans are trading and “paying” for goods they might
have been given for free by the Green.

- Biggest imports and exports?

Import and export has only been a thing on the Crescent Isle since it opened up after the Kiphate
invasion. It’s the smallest of all the nations and it’s predominantly Marika that is guiding the
international trade of Asuaine.

The Asuaine tend only to export their finest specialty crops. Sugar, fruits, cocoa beans, rare
flowers, high quality wood and exotic liqueurs are amongst their most popular exports.

Marika has set up a trading company on the shores. All official trading from the island to others
outside the island goes through this company. Attempting to set up a trading agreement with the
Asuaine has proven to be difficult due to the large cultural clashes that exist on this front and only
the Marikan tenacity for such matters has proven to be a match. To them the profit was worth the
effort. No mass scale trading happens outside of this trade hub, however people other than the
Marikans do from time to time arrive on the island and trade with the Asuaine on a smaller scale.
The Asuaine also have a love of crafts that base themselves on nature. Such passion, expertise,
and care is placed into these works that often they are coveted outside of the Crescent Isle.

The Asuaine have few imports. That said, metal weapons and armour are scarce on the island
itself and those that exist are generally imported from Liria or Marika. Metal goods are in general
entirely sourced from outside of the Island. Esca is also a newly found source of precious gems
which have many uses for the Asuaine from jewellery to magical ingredients and are hghly sought
after by the other nations.

- What are common naming conventions?

The names of the Asuaine are often lyrical and magical to evoke the essence of the Green with
some standard examples being Andren or Iryen. Kylia and Aylana are both popular names due to
their connection to the famous pair of war torn lovers.

Another common naming route is that of nature, because of their perceived connection to the
Green. Golden Bloom, Rimefrost, and Flowing River are just some examples of such names.

Some Asuaine will take the name of their tribe as a second name. Occasionally families will have
names that apply to all of their members. This said, mononyms are much more popular in the
Asuaine than elsewhere in the world due to a general lack of need for surnames.



What type of government do they have?
- Where does their government meet?

Matters which relate to only a single tribe are resolved at Open Fire discussions; this is where the
majority of decisions regarding the Asuaine people are made. Sometimes tribes will come
together at an open fire to resolve matters which affect them. Disputes and discussions of
settlement between two tribes may be settled at the open fire of a neutral third party. There are
many methods used to decide who the third party will be, either as a mutual agreement or via
competition where the winner decides who will be the arbitrator. However once the number of
tribes grows beyond three the matter is generally resolved at the Summit of Roots.

The Summit of Roots is held by the Monarch tribe and is a conclave which includes all tribes. The
Summit can only be called by the Monarch and can occur at any time. There are variations of
who will end up at the Summit of Roots based on who has earned the position of representative
prior to the summit through challenges of strength, skill and will.

The Avatars are generally invited to any open fire discussion, however they tend to wander the
island, typically alone, and will have their own agendas. They sometimes meet with other Avatars,
which can cause worry or tension throughout the island as two of the Green’s aspects
communing can only spell change.

- What type of government do they have?

The Asuaine is a monarchy backed by the divine will of the Green. However, unlike the more
hierarchical Lirian monarchy, most governance in the Crescent Isle is local and driven by the
people’s perspective on the will of the Green. The Asuaine Monarch is chosen by the Green,
guiding the society with divine providence at the top. Whilst they rule, their tribe is called the
Waxing Moon Tribe, a royal title. The rest of the Government is formed democratically. When the
time comes for a ‘Summit of Roots’ with the Monarch, whose sigil is the Monarch butterfly, each
Tribe sends three representatives to speak for them. 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. It is generally almost impossible to overrule the guidance of the Monarch without the
support of a number of Avatars of the Green.

The current monarch is Luca Nerney. They govern over the Earthen Crescent Isle with political
prowess and a strong emphasis on faith. Along with their husband Jakub Nerney, who is
Highblade
of the Asuaine military, they have overseen the island repelling the Kiphate empire invasion, and
more recently, made diplomatic relations with the other nations of the mortal realms, something
never before done in Asuaine history.

The Avatars do not always have a role in government, but their role is to lead the people and
guide them in the Green’s message. This purpose often causes tribes to flock to their side.
Avatars with differing messages are the main source of conflict on the island.



Though this seat changes from ruler to ruler, the tribe that the next ruler is chosen from by the
Green after the previous one dies, will become known as the Monarch Tribe, and will then for the
duration of the reign be the hub for the Summit of Roots.

- List of Avatars of the Green

● Monarch Luca - Avatar of Diplomacy: Crowned monarch during the Kiphate invasion.
They command respect and authority through their actions and manners. They are often
described as charismatic.

● Lord of the Yew - Avatar of Aggressive warfare: He is not afraid to take action and
believes the best way to deal with conflict is to face it head on. How else can one expect
to accomplish that which needs to be done? There are a number of followers that agree
the best way to prevent another invasion from the Kiphate Empire is to return the favour.

● Lady of Oak - Avatar of Fortitude Warfare: a relatively new Avatar, brought about after the
conclusion of the Kiphate invasion. She holds the protection of the Crescent Isle and its
people above all else. She is a beacon for those on the isle that struggle with the
changes that accompany the strangers now residing and visiting the isle as well as those
that are concerned with the looming fear of another war.

● Cornucopia - Avatar of Plentitude: This Avatar has been around for as long as the
Asuaine people can remember. Falling ill when the people aren't in tune with the Green
and energetic when they are, she serves as a symbol, an indication of how bountiful the
crops will be.

● Still Waters - Avatar of Seclusion: As their name would imply, this Avatar is rarely spotted.
The rare few that have encountered them, received wisdoms of great value.

● Atropos - Avatar of Fate: Residing deep toward the centre of the isle, they are sought out
almost like a pilgrimage. When one is at great conflict with themselves, an oracle of fate,
vague as it may be, can provide a sense of comfort.

● Hearthkeeper - Avatar of connections: This Avatar makes himself known regularly to the
Asuaine. A common visitor of open fires, he takes delight in hearing tales of friendship,
romance, and family.

● Wise Words - Avatar of learning: Often appearing right when they're needed, they provide
guidance and wisdom to the Asuaine people.

● Chrona - Avatar of progression: They are central to an important philosophical framework
on the Crescent Isle, that of change and progression. The only way for a society to thrive,
is to change course like a river carving its path through the land.

● Ylyndar - Avatar of Traditions: An Avatar long gone, they once provided a sturdy hand of
guidance in a time the Asuaine society was still young.

● Everbloom - Avatar of the spirits: It is elusive and in both behaviour and appearance the
least like a typical mortal of all the Avatars. It is a reminder of the magical in the realm
and will act as a conduit at times between mortals and spirits.

This is by no means an exhaustive list of current Avatars in existence



There are many tribes in Crescent Isle, both big and small. Some notable tribes are listed below:
● Waxing Moon (Monarch) Tribe

As Monarch Luca is the Avatar of Diplomacy, the Waxing Moon tribe is a notably sociable
tribe, well liked across the isle. They have been at the forefront in the endeavour to
facilitate the interactions and cultural exchanges between the Asuaine and the other
nations. They will often host foreigners and invite other tribes to come and interact.

● The Dagda Tribe
The Dagda are a clan within the Asuaine who act as advisors to the Monarch. They are
attached to whichever Tribe has been chosen as the seat of the Monarch, and are known
to have existed long before written record. The process of becoming a member of the
Dagda is secretive, but members are generally accepted as having been chosen by the
Green itself. Members need not be Asuaine to be chosen by the Green, though Asuaine
tend to dominate the ranks of the clan due to their proximity to nature.
The Dagda hold important positions in public life, taking responsibility for rituals, rites &
traditions on behalf of the Monarch. They also act in the interests of the Green on behalf
of the Asuaine Monarch across the Crescent Isle and, most recently, outside of it.
The Dagda are traditionally led by the Blessed, a member selected by the Green, who is
deputised by two members known as the Wise and the Strong. In recent years, the
Blessed position has been occupied by twins who are believed in Asuaine tradition to
share a soul.

● The Gemini Tribe
A coastal tribe displaced in the war with the Kiphate. The first tribe the Kiphate
encountered. They called for aid, but were not believed by the others. Those not
obliterated by the Kiphate fled the island as they felt abandoned and betrayed by their
fellow Asuaine and have been living in Liria and Marika since. The Gemini have recently,
but somewhat reluctantly, returned to the island due to the efforts of the Expedition.

● The Ancient Sun Tribe
The Ancient Sun is an old and well established tribe. Their worship of the Green involves
taking care of its lands and animals. Farming in a way that promotes growth for all is one
of their key concerns.

● The Rising Hunt Tribe
Another old and well established tribe is the Rising Hunt. Their worship of the Green is in
the chase and the kill. Culling the weak and the prevention of overgrazing are two of their
key concerns. Alongside ensuring a provision of the Green’s bounty through hunting.

● The Antares
The “Rivals of War” are an explicitly peaceful tribe who generally abhor violence.
However the Antares are famed as some of the strongest warriors of all the Asuaine
people. This is due to their great success in the defensive conflicts in which they have
engaged.

● Bared Teeth (formerly the Reliquary peoples)
A famously aggressive and expansionist tribe named in shame for these traits. Their
tribe's focus was on keeping the treasures of the Green. This led to many conflicts with
other Asuaine in an effort to hoard the Green’s bounty. The Bared Teeth are a strongly
martial and magical tribe, their power owed in part to their previously significant stores of
magical energy.



- How does their government operate day to day?

For small everyday decisions there 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. Should a tribe have
chosen to align themselves behind an Avatar, a general invitation is extended to any open fires
they hold. Avatars of the Green will generally have a greater say in any open fires should they
choose to attend.

The Waxing Moon tribe leads the island in matters that encompass the whole island and regional
and local affairs are left to the individual tribes.

Most island wide government operation is light touch and more reactive than proactive unless a
particular Avatar is impassioned around an issue. The governance styles of individual tribes are
as varied as the Asuaine people themselves.

Only the Waxing Moon tribe can call a Summit of Roots, however any tribe can petition them to
do so, but the choice is always with the Waxing Moon tribe whether to do so or not. Once the
summit is called the Monarch tribe release illusionary butterflies from a ritual circle that take the
message to all those required to spread the news and all representatives have half of a moon
cycle to make their way to the Waxing Moon tribe.

- How long does it take for laws to get passed?

Tribal laws tend to take anywhere from days to weeks to be passed. National law is quite rarely
passed and generally can only be done at the Summit of Roots meaning there can be a delay of
months before national lawmaking can occur.

However Avatars will make decrees on behalf of the Green which can drastically impact cultures
of some tribes and be taken as law immediately by those tribes who choose to listen and which
align themselves to those particular Avatars.

- Are laws decided regionally, or nation wide?

The majority of laws are passed regionally, with a few core laws agreed upon nationally at the
Summit. However these laws are ever in flux and can change like the wind. Even something like
murder has not always been a nationwide law.

It is sometimes debated whether national laws are even required as the tribes tend to rule in
accordance with the will of the Green. However, as the Monarch is always the most recent mortal
to be made into an Avatar by the Green; no challenges to the Monarch’s authority to create laws
have yet been successful (though other challenges to the Monarch have been).



- What form of peacekeeping or law enforcement is there?

There are no universal forms of law enforcement across the Crescent Isle. Avatars like the Lord
of Yew and Lady of Oak keep peace through doing the will of the Green. They will protect tribes
from overwhelming threats. A rare example of which was the Kiphate invasion. They will not
generally get involved with tribe laws and rulings unless it goes against their view of the Green’s
message.

An Asuaine military exists - led by Jakub Nerney, Highblade - which focuses on external threats
and was vital in the defence against the Kiphate Empire. Like most things in The Crescent Isle,
justice is communal, with communities generally working together to focus on preventing harm to
the Green and its people. This means there are rarely permanent law enforcement roles
assigned, though the legal power to enforce the laws of the tribe may be appointed temporarily by
tribal decision.

What style of clothing do they wear?
- What do people wear day to day?

The Asuaine often wear clothing inspired by the land around them. Colours may change
depending on season and aren’t limited to greens and browns. This is generally thought to be an
effort to demonstrate one’s connection and devotion to the Green and its Will. Whether it be leaf
designs, images of mountains and streams or simply naturalistic colours nature is almost always
present in Asuaine fashion.

Leather and hides are popular choices of clothing, as are woven fabrics from plant fibres.This is
in part due to the thought that the Green’s power resides most in nature and holding it close,
whether through the skins of animals or worked fibres, will bring one closer to the Green itself.
There is also a practical purpose to this in that the Asuaine People are rarely wasteful, so many
outfits are made of the unused aspects of food production.

The Crescent Isle is home to some wondrous plants which can be shaped and grown in many
different ways. There are some that can even be grown to mimic metal jewellery, and are used for
accessories.

Everyday outfits are very individualised and styles can vary wildly from person to person. This
can lead to some eclectic outfits in everyday life from farmers wearing togas to important
diplomats dressing in mudstained overalls.



- What do people wear for special occasions?

For special occasions the Asuaine people will embrace their connection to the land in even more
detail, finding specific elements of the island that symbolise either what the occasion is about or
their individual aims at the occasion. Extravagant jewellery will be worn by all, and elaborate
headpieces and flower crowns are commonplace.

Common styles for these occasions include ethereal togas, extravagant gowns or flowing robes.
One thing which is extremely common amongst all guests are ceremonial weapons. These may
seem odd to other cultures, but on the crescent isle it is seen as a mark of respect for the host's
prowess in combat. To not wear a ceremonial weapon will be seen as a direct insult, implying one
could defeat the host in combat even if they are unarmed. If someone is important enough within
their tribe, they will often have aides carry their weapon for them.

- What do people wear to battle?

The armies of tribes will wear natural armours, such as leathers, as they are commonplace for the
people of the island to craft. As many tribes excel in skirmish and ambush tactics, they will find
ways to add camouflage to what they wear. Heavy infantry on the island will wear armour similar
to plate armour, but made from chitin of enormous insects. Sometimes armour carved from bone
is used, although much rarer due to the huge amount of skill and time it will take to shape the
bones into suitable armour. These armours are very effective due to the unique nature of the
creatures they are used from.

The leaders and strategists of the Asuaine armies do not tend to wear armour, as they believe the
Green will guide their soldiers to protect them on the battlefield. To some wearing armour while
leading the army indicates you are scared of the Greens' fate for you.

- Is there a difference if you are from a different part of society?

The Crescent Isle is naturally diverse based on its geography, with almost every tribe looking
notably different from one another. You are less likely to wear different styling of clothes based on
your place in society. Rather it is based on the individual, your view of the Green and how you
interpret your duty to it will shape your clothing choices.

Resources are abundant on the isle, and with their society being one of the most equitable in the
world, this means that all will have access to the same material and resources for clothing. This is
a key reason why not only the people on the isle are well provided for, but have similar clothing
qualities to one another.



- Is there a difference based on region?

Each tribe's clothing styles will differ greatly. Tribes living in the centre of the island will embrace
the powerful and towering trees. Tribes by the coast will incorporate shells as well as blue
colouring. In the mountains they will have more furs from the animals that dwell in the caves as
well as snowflake motifs. These differences are not based on a collective cultural difference in
regions, but rather what is around the people to use as well as the way the Green is seen by that
tribe. That said, there is also a practical element to the clothing choices. If you are living in a
colder part of the island you will dress appropriately.

- Difference based on profession?

All professions will wear clothing that they think fits the will of the green. The Asuaine people can
be rather stubborn about this, which can lead to people farming in elegant gowns made of
starlight and butterflies and presenting addresses to the Monarch in muddied overalls in equal
measure. That said, it is still the community’s duty tasks are performed and so this tendency to
dress according to personal interpretation of the Green will never fully compromise one’s ability to
complete a task.

The Tribe Leader, Wisest, and Strongest wear a special tribe specific sigil at all times to denote
their status. Most commonly this is the main symbol of the respective tribe, with an additional
element added to it, not worn by any others.

Views on faith?
- How does the faith operate?

The priority of the Asuaine Faith is maintaining the balance of the world and the Green. Anyone
can interpret the workings of the Green. For example if an obsidian rock is found by the shores of
the river this can be a herald of disease, disaster or even just the weather. Leaders of the faith
are those who are able to predict and decode the messages of the Green most successfully. It is
common for these people who spend their life focusing on the Green’s will to receive visions and
guidance as the Green aids them in working out its message.

It is believed that the Green guides all things. From the budding of a flower, to the death of its
roots and round to the nutrients being used to birth new life, this is the Green's will. The Green is
within all things and is a force beyond nature. It is the washing of the waves and the raging fire
that cleanses anew. The Asuaine people see these tangible changes in the world around them
and live their life in accordance to it.

In specific circumstances the Green will create an Avatar, which is imbued with a message from
the Green. The purpose of the Avatar is to distribute across the Crescent Isle in order to shape
the Asuaine people to reflect this message. However these Avatars will only receive the message
to spread upon their creation. Only one mortal at a time can be elevated to become an Avatar.
They are filled with the Green’s power and are immediately crowned as the new Monarch; this
only occurs when the previous monarch has either stepped down from power or has been
removed by other means.



- Is it an organised religion?

Nominally there is no hierarchy within the religion. How the Green is respected and worshipped is
largely individual. Avatars of the Green tend to be points around which particular large scale
practices take place, as they have the sway to convince the people of the isle to agree on the
Green’s will. The Monarch themselves is considered the most accessible, and most
understanding due to once being mortal, and thus is often deferred to in case of disagreements.
However if multiple Avatars disagree with the Monarch strongly enough even their will would not
be absolute as they are but a fresh conduit to the Green rather than the Green Incarnate.

Although there is nearly no hierarchy to the Asuaine faith, all people on the island follow a similar
core belief. They take this as evidence of their path being true. However the unwritten nature of
the Green’s teachings can often lead to minor conflicts between the Asuaine (a notoriously
fractious people) especially when ways of worship are in opposition. An example would be a tribe
aligned to an Avatar of War and a tribe aligned to an Avatar of Peace having conflicting ideas as
to the best way to worship the Green.

Within tribes you are likely to find someone who excels at interpreting the Green’s messages to
some degree, and that person will be put on a pedestal by the rest of their community. No matter
if their calling is being a farmer, politician, baker or soldier, this person is seen as the community's
guide and will lead the tribe in their devotions. Although this may seem as if it could lead to an
abuse of power, the pedestal these seers find themselves in can also result in a long fall. If they
are found to be lying about the Green’s messages or deluding their tribe, it will be seen as the
greatest betrayal to the Asuaine people. The results of which we dare not put ink to paper about.

- How does it help people?

To imply that the Green does not help people is to say you do not understand the faith of the
Crescent Isle, or even the fundamental truth of the whole realm. At least that is what the people of
the Crescent Isle will say. For they believe with every fibre of their being that the Green is
everything. It is the budding of the flower, the end of a happy and fulfilled life and the transition
from one thing to another. The Asuaine people believe that we are all just energy from the Green.
Borrowing its power it has graciously given to create life, and for that we must all be grateful.
Eventually all energy must be returned to the Green, and this is done so that the cycles may
continue and the seasons may flow. This is evidence of the Greens' gifts and how it helps the
realm.

The Green is seen as the provider of the nation’s bounty, its magic, harmony, and fertility. The
faith and its practices are what maintains the source of the nation’s peace, abundance and
stability.

The collective belief around the Green and the cultural impacts the faith has had on every aspect
of the Asuaine people’s communities is also seen as a boon that helps the people. Their
communities flourish with everyone pitching in to help with each and every task that they are able
to do. This, the Asuaine believe, can only be done through the religious connections and beliefs
that flow through each member of society.



The Avatars also do their part in helping people. Using their messages from the Green to guide
the people of the Crescent Isle into harmony with the Green. They also act as a force multiplier in
community efforts in times of dire need. If a flood occurs or a wild fire and an Avatar comes to
help your tribe, it is seen as divine intervention. The most obvious example of this occurring was
the strength the Avatars gave during the Kiphate invasion.

- Why do people care about it?

The Green represents all aspects of life, to care about anything is to care about the Green.
Most houses have at least a small shrine to the Green, usually stylised by whatever path the
person living there has or is aiming to take, and offerings are made daily, and the shrines kept in
good repair.

Caring for the Green’s creations directly improves people's lives. Caring for the land ensures
good crop growth, happy wildlife and clean water. Taking the time to care for what the Green
gives the Crescent Isle not only makes the Green happy, but also ensures the Green’s favour for
the generations to come.

On the other hand not caring for the will of the Green or acting against the will of the Green is
seen by many to be the cause of great strife. Vicious animal attacks, natural disasters, famine
and disease are all said to be much rarer on the Crescent Isle than in other places. However their
occurrence is always linked to examples of the Green’s will being ignored or rebuked. Thus the
people of the isle look to their faith in order to preserve their abundant and healthy way of life.
When this occurs it is not seen as the Green being vengeful or malicious at being ignored, but
rather the people actively going against the Green’s directions, which is trying to help, and
making the nation go down the wrong path and resulting in these terrible situations.

- Who runs the faith and who gives out guidance and teachings?

Avatars of the Green are formed to represent its will, and the teachings of these Avatars, while
generally aligned, can often be contradictory; this often leads to ideological conflict and “wars”
between the various groups which subscribe to each interpretation of the Green’s Will. Being
chosen as the Monarch is the only known way for a Mortal to become an Avatar.

Asuaine people can receive visions or messages from the Green, but these are often indirect and
confusing. It is down to the people to interpret the meanings. Those that receive these messages
often are referred to as Seers. This is not a role per se, but an additional privilege alongside their
role within society. It is said that every mortal receives these messages but some are more adept
at understanding and interpreting them than others, and as a result will receive more over time as
they know what to look out for what the feeling is like.

- What are the teachings?

There are no universal teachings or holy texts that dictate how the Green is followed which are
published and distributed on the large scale, like you might see in Liria or Marika. You may
occasionally see writings within tribes or small collections of people. Either writing about their
beliefs of the Green’s will or stories of the Green’s messages to them which have been
interpreted by a Seer.



The four seasons are sacred to the Asuaine, and represent the different souls of the Green, or in
other words, its different aspects. The equinoxes and solstices are always celebrated, and there
is no difference in status 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.

Below are some core beliefs, which are on the whole agreed amongst the whole of the isle.
- The Green provides.
- Balance must be maintained.
- Death and life is a continuum, not an end.
- All things are a part of the Green, to a greater or lesser extent. There are no

exceptions.
- Some things have drifted away from the Green, and must be brought back to its

will in some way. Either through teaching or other methods.
- Abundance is a sign of the Green’s blessing.
- Scarcity, without cause, is a sign you have drifted away from the Green's will.
- The Avatars’ messages are the Green's messages.

Geography of their land?
- How is the land split up between people?

The land is split haphazardly between tribes, which is ever shifting due to disputes, natural
phenomena and the Will of the Green. There are some parts of the island that some tribes simply
do not wish to live on, and some who find the terrain favourable. Some tribes focus on the forest,
others opt to settle near the coast lines. It is neither rare nor expected for tribes to move from
place to place. However this happening is a major event for the tribe itself and others around the
area. This might only happen once a lifetime for a tribe, however some tribes are more prone to
movement than others.

Not all sections of the isle are inhabited. No one lives in the Vein, a deep valley located near the
bottom of the isle. It is considered sacred ground, an embodiment of the Geen and the life blood
of the land.

- What is the geography like in different regions?

A land as rich and fertile as the Crescent Isle boasts a wide variety of geographical areas. The
isle is largely forested with plenty of hills and valleys. The main valley is the Vein located in the
South. The southern banks were scorched and are devoid of trees due to the Kiphate invasions,
but as nature does, regrowth has steadily taken place since then.

The densest deepest forests on the isle resemble a jungle/rainforest in terrain, navigation is
incredibly difficult in such places if one is not aligned with the will of the Green.

The terrain, flora and fauna close to the centre of the island are unimaginably dangerous such
that very few will dare to travel to the heart of the Crescent Isle. Who knows what roams there.



- What flora is common?

Expansive fields of wildflowers are a common sight on the island, especially towards the outer
edges. Terrain varies from temperate deciduous forest to tropical jungle toward the centre
interspersed with soft meadows with idyllic scenery. Caverns filled with luminescent mushrooms
are a widespread (if uncommon) feature.

Reports by recent outsiders talk of deeper sections of the island to be hugely overgrown and
unnerving. All plants are generally of greater size than those outside of the isle, nourished by the
strong presence of the Green. Hugely oversized and ancient trees are a feature of the deeper
island. Large carnivorous plants are very common and can be a significant danger to the unwary
traveller.

- What animals and wildlife are common?

With such a rich variety of flora comes a rich variety of fauna. Wildcats such as leopards are
common large predators and roam the jungles alongside giant ants that travel around making
megastructure colonies. Oversized reptilians such as constrictor snakes hunt within the denser
parts of the jungle. Monkeys (Bald uakari, Orangutan, Mandrills Capuchin and Bonobo) are a
regular nuisance on the island and are generally considered pests. Dholes, a fox-like wolf animal,
are a relatively common sight in the darkness of the woods. Sloths are a common sight in the
high trees. Toucans regularly grace the night with their musical cries. Elephants may live rarely in
the deeper jungle.

Moving further out, okapis are regularly kept for both food and companionship. Okapi milk is a
popular treat. Bears are rarer but known to live in the higher hills. Herds of Javelina (wild pigs) are
one of the most dangerous beasts people are likely to come across. With their large tusks and
aggressive nature, hunters and farmers are often killed or injured by these creatures. Springboks
and tapir are common prey animals often hunted or farmed for their meat. An inconceivable
variety of insects can be found under any stone or log, with butterflies being very common.

Along the banks and coasts of the isle, waterbirds hunt for food in the wet sand, seals sunbathe
on the rocks where a large variety of mollusks have made their home.

This is by no means an exhaustive list of animals found on the Crescent Isle. There are simply
too many to count.

- What unique and rare creatures are there?

Myths and legends of many magical creatures are shared among all tribes. Supposedly found
across the isle but most commonly toward the centre or in the Vein.

It is said that animals can be Avatars of the Green. These creatures are generally unique in
colouring and appearance and can present guidance to lost travellers. They are often huge, far
outsizing their ordinary counterparts, and stories say some of these can even speak common. It’s
hard to distinguish fact from fable when it comes to them and known Avatars are not forthcoming
with information.



Mythical creatures often represent omens of the Green. One such omen is the lightning bird said
to be a bird three times the size of a human, with a grandiose and glittering wingspan that blinds
the eye. It heralds storms, strong winds, and all around a time of gloomy weather. Its counterpart
is the small firebird. Far smaller than the lightning bird, its red and yellow wings and body herald
the coming of a wildfire, and is seen as a bringer of change and rebirth.

The Shattered are incredibly rare glasslike beings that make no sound except when struck where
their bodies make the sound of breaking glass. They attack remorselessly, their shape is not fixed
and is in a constant state of flux. They seem to hold antipathy towards the Green and those who
follow it. Their minions known as Fragments appear from nowhere, as they attack in droves.
Many say the Shattered are a myth, however since the convergence the myth has become a
much more common tale.

Notable wars and conflicts?
- Stories of the conflicts

Kiphate Invasion - 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
around 1008. Landing on the beaches they met the Gemini elves and essentially butchered all
but a few . 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, the Kiphate at
times burning down the lands and forests in an attempt to defend themselves against the skirmish
heavy forces of the Asuaine, until the Kiphate had swept over half the island before they met the
Vein. At the same time a coup took place. The Lord of Yew, Avatar of Aggressive Warfare, fed up
with the poor response of Monarch Yoseph at the time, rallied the people and staged a coup and
murdered the Monarch. Luca Nerney, renowned for their diplomacy and ability to unite those
around them, was crowned and proclaimed Avatar of Diplomacy. They travelled to Westfell to ask
for aid. Payments were offered, but only after swearing a blood oath to aid the Westfell should
they find themselves in a similar situation, did the Westfell agree. They started attacking the
Kiphate Empire from the south, forcing them to retrieve some of their forces away from the
Crescent Isle. Together both Monarch Luca and Lord of Yew gathered an Asuaine war party high
on the opposite bank, with longbows formed of freshly grown Yew, coaxed to life by the magics of
the Green. The remaining 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 sacred significance to the Asuaine people, they warned the Kiphate not to cross or face
their united 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.



Antares vs Bared Teeth - The Antares led by Glory fought violently against the Bared Teeth
Tribe led by Ifan Rhyll to end a series of violent land acquisitions by the Bared Teeth.The Bared
Teeth were known as the Reliquary Tribe, known keepers and collectors of magical relics and
items. Benevolent and willing to lend them out to tribes in need. A shift in leadership changed
their mindset and over time the tribe grew more and more protective. They considered
themselves better and more competent than other tribes and as such decided they should
expand. Many were scared to stand up against them until Bared Teeth the Antares Tribe.
Notoriously peaceful, this was thought to be an easy win, but to their shock the Antares displayed
a fierce and fiery resistance. Like a dog with their tail between their legs, Bared Teeth was forced
to retreat and in their shame were renamed from Reliquary Tribe to Bared Teeth.

The Cacophony - The Cacophony was an incredibly intense conflict a long time ago between a
near majority of the island’s tribes that featured almost no bloodshed. Diplomacy was intensely
adversarial with things such as butchered goat heads being tossed into tribe villages and day
long arguments occurring between tribes. It soon devolved into utter chaos. Tensions rose and
the isle began to tip out of balance. Storms, failed crops, animals grew aggressive, the Asuaine
people were plagued from every angle. To this day no one can claim to know what started this
argument. A shameful and somewhat embarrassing occurrence that isn't often spoken of.

A boiling point was reached and in an act of desperation the monarch at the time called for a
competition of heroes. The conflict to be settled for good. Two now legendary figures were
chosen to represent and compete for each side of the conflict, Naela and Haldor; however both
competitors admit that they did not know what they were competing to prove. The Heroes were
charged with playing a game the rules of which are now lost to time. Their competition is
legendary and largely the only part of this tale that people opt to recite. Seemingly evenly
matched the game lasted 7 days and 7 nights. Naela and Haldor were so exhausted and fed up
with a conflict they did not understand. Their rivalry had brought them together and they
concocted a plan. At the dawn of the 8th day they each simultaneously made a move which
rendered winning impossible leaving the game (and the war) in a stalemate. They stood in front of
all the spectators and declared themselves both winners and losers and spoke of how this
seemingly never ending pointless game was just another version of the same never ending
pointless conflict that had engulfed all on the island. They urged the isle to forget their fury and
consider the issue settled. Naela and Haldor, now bonded for life, established a new tribe.

A Matter of Passion - A war between the Ancient Sun and the Rising Hunt tribe over a matter of
insult, Asuaine passion on full display. One fine spring, many many moons ago, the Ancient Sun
opted to cultivate the fields on an idyllic stretch of land near their village. It wasn't long before the
Rising Hunt angrily visited them claiming they ruined their hunting grounds. The Ancient Sun
refuted this as nonsense. "No one has hunted these grounds in generations, besides, as the
oldest tribe in this area we have cultivated these fields in the past. Everyone knows you can't
grow crops over and over again in the same spot. The land must breathe." they said. This
angered the Rising Hunt even further. "WE are the oldest tribe in this area and we have hunted
here many times before. One cannot hunt the same area over and over again lest you destroy the
animal population". An impasse, each tribe passionate to a fault to their way of interacting with
the land. Favours from allies were called in, but not even the Summit of Roots could resolve the
issue.



One fateful day however, would turn the tides in this conflict. A solution was found in a different
kind of passion, love. A prominent daughter of the Ancient Sun known as Kylia and a daughter of
the Rising Hunt known as Aylana fell in love and eloped to be married, initially to the utter dismay
of both tribes.Both tribes set out to find the young lovers, This led to further initial conflict between
them. However the tribes’ shared love for their children forced them to work together in search of
them. By the time the two tribes had found the pair they too had begun to bond and enmity was
forgotten. The marriage served as a symbol of unity between the tribes, showcasing the cohesion
between farming and hunting, bringing an end to the war and peace to the island.

- Notable heroes

Naela and Haldor - the fearsome competitors that ended the Cacophony. Lifelong friends after
their competition, they established a new tribe together, focused around camaraderie and
friendship.
Lord of Yew - Avatar of Aggressive Warfare. Thanks to his coup and assassination of Monarch
Yoseph the war with the Kiphate turned to the Asuaine's favour. A divisive Avatar who wishes the
Asuaine people to take action and stop the Kiphate Empire before they have a chance to return.
At conflict with the Lady of Oak.
Lady of Oak - Avatar of Fortitude Warfare. She strongly believes the Crescent Isle should be
closed to outsiders and the focus should be on the protection and preservation of the isle and the
Green.
Kylia and Aylana - the young lovers from the Ancient Sun and Rising Hunt. One fateful day, both
girls left their camps against their community's wishes. Kylia, looking for ripe berries to turn into
jam, stumbled upon Aylana lying in wait to hunt a deer, and consequently startled it away. What
could have been an all out brawl, instead turned into a first impromptu date.
Wisteria - A very long time ago, in a time of need, a humble Asuaine prayed to the Green. A plea
of desperation. Anything to save their village from destruction. The next day Wisteria felt a strong
urge to journey to the nearby forest. Deeper and deeper they went and an ancient tree they
found. Strong and sturdy, battle hardened by the elements. Wisteria set their hand upon the bark
and a magnificent metamorphosis took place. Two living beings met, one emerged. The first ever
tree ent protects their village to this day.



Recreation
- Sports

With their affinity for passion, it shouldn’t come as a surprise that competitions are prevalent,
whether it’s games amongst children or tribe or even inter tribe wide sports. Board games,
strategic games and resource management games are common and are often used to solve
disputes.

One of the most popular sports on the isle is simply known as ball. The core rules are as follows:
The ball cannot touch the ground, be touched with one's hands, or stay still. The ball must pass
through a hoop placed against a wall to score.

Monkey Catching is a fun pastime. One must catch a monkey with one’s bare hands with no
magic involved. Variations of this with different animals exist across the isle.

Not all competitions rely on physical prowess however, with wailing contests (competitive
yelling/wailing/yodelling) and wailing concerts (co-operative singing) occurring in a large portion of
the isle.

- Entertainment

The Asuaine people have a rich storytelling history, favouring oral narration over written text.
Tribes often come together as a community to witness storytellers or performers retelling epic
sagas and myths from days past. Parties, celebrations, and festivities also make a regular
occurrence as most tribes celebrate a number of Green related odes to nature. These feasts are
bustling with merriment, loads of food to share and communal dances that will put a smile on your
face.

Their strong sense of community has led to day to day tasks being done in groups. Cooking,
basket weaving, and bowl carving turn from chore into entertainment when you’re learning and
working with your tribe, singing songs along the way.
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