
Wilde Realms LARP – Esca Heritage V1.0  
 

The Nation of Esca  

Escan Nation  

Esca is the nation of innovation and progress. Spanning the Northern archipelago, they have  
built an entire kingdom centred around researching the mysteries of the realm and creating  
wonders in kind. Esca was once the largest university in Liria but could not house all of the  
thousands of applicants to the university as well as the researchers and lecturers who spent 
their  lives on campus. This, paired with the Deans' frustration that Lirian laws restricted what 
and how  they could research, led to the decision to leave the nation and set up on the newly 
discovered  islands they now call home. Shortly after building their first academic city in the 
Year 686, they  officially claimed independence and the Lirian king agreed to not contest it.  

Esca focuses on teaching their students, accepting them and their families from all nations and  
birth Heritage. Once arriving and accepting citizenship, they are considered Escan from that  
moment forward and are treated in the same way Escan born are.  

Esca is responsible for some of the greatest creations and discoveries in the realm, including 
the  pattern for using magical wands as spell casting focus’, the realms first astronomy 
observation  centre and “magic in a bottle” which spreads light in a small area without the need 
for candles.  

Escan Culture and Society  

Escan’s prioritize the value of progress and innovation over all else. This could be seen as a 
detriment, at least in other cultures, as Escans reject the norms and taboos that other societies  
have if they find them restrictive. It is very common for those enrolled in the universities to not  
visit home for several weeks mid-term, due to the demanding 10-hour research days. Far from 
a  motherly scolding for their absence, this is encouraged; such extreme work ethic is the gold  
standard an Escan parent could hope for. Escan society revolves fully around its academics, and 
each part of their thriving metropolitan cities contributes in some way to the running of the 
colleges and laboratories. To provide work for family members that are perhaps less gifted, and  
income to fuel the academic machine, Esca also has great workshops that produce specialist 
magical exports like wands and channeling crystals. These are often owned directly by the  
University that invented that technology for mass-production, and are used to fund further 
R&D,  an Escans true calling. 
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Escan Government   

Esca is governed by a council of Deans. Each island has its own council that makes day to day  
decisions for each island and parts of the university. Above these councils is the Council of 
Seven,  a high council who makes decisions for the whole of Esca. Not much is known about 
them, apart  from occasionally rejecting or accepting esoteric research requests, or even 
submitting  instructions that a particular type of research is set as a priority. Occasionally an 
Escan  researcher or inventor will receive an unsigned letter asking them to complete a certain 
research  assignment which must be carried out in secrecy, usually with no context or 
explanation.  

Escan Fashion  

Escan’s often wear smart and tidy looking clothing. Waist coats are often a staple in any Escan’s  
wardrobe. Those who attend the university or have research agreements will sport the  
university's uniform, even on days off. Each island has a different style of university outfit which  
often changes as they compete for which is the most stylish each year. Fashion is seen as  
important in Esca, as if you can’t look after your appearance, how can you expect to represent  
the university? Fabrics and textiles are just another thing that has been over-engineered by  
Escan scientists, and great interest goes into speculating which college will choose which  
material for their robes each year.  

Faith  

Esca has no organized religion or faith. With their nation settling on the ancient archipelagos in  
the northern stretches of the ocean, many elder beings have tried to claim dominion over the  
Escan people, saying they are some type of ancient god. In response, Esca founded and funded 
the “Special Containment Unit” of the Escan army, who comes and contains the beings, 
trapping  them in a magical glass bottle. This has happened so many times that there is now a 
museum in  the Escan capital dedicated to these bottled “Gods'. It is unknown to the wider 
realm whether  these ‘Gods’ were weak and hollow to be overcome so easily by mortal powers, 
or if the Escans  have something special in their arsenal to allow them to fight the greater and 
more terrible  immortal powers.  

This has naturally caused the Escan people to have a rather agnostic view towards religion. It is  
not that they don’t believe in these beings, as the museum is a regular spot for infant school  
trips; Instead most Escans believe that what others call ‘gods’ are likely just something else that  
can easily be explained with science.  

Although their views towards religion are stunted perhaps, the Escan people maintain a strong  
sense of faith in their science and magic. Conviction and Belief in one's own abilities, or the 
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combined academic power of such an institution is still a force to be reckoned with, and Escans  
approach threats and curiosities alike with the same dogged drive and fervour for  
understanding.  

Views towards Fey  

The Fey have been a subject of great interest to Esca ever since the convergence. It led to a 
huge  breakthrough and change in our understanding of the realm, and Escan’s have been 
eager to  learn as much as they can.  

Some universities have tried to research Fey and the Fey-Touched that come to their lands, but  
this was put a stop to after Liria threatened to break trade agreements with Esca if the practice  
remained Sanctioned. The Council of Seven capitulated, recognizing the new Fey-Touched  
individuals as Hominem – ‘Persons’, the status Esca infers on those beings considered sentient  
enough for anti-cruelty laws to apply. This is one of few examples of the Council directly 
banning  or restricting any form of research. Escan research policy is very liberal, although 
several blanket  bans do exist, including a memorandum prohibiting invasive or damage 
research involving non consenting Hominem. This move was widely praised on the world stage, 
as there was concern  more extreme sects of the Academia would win out and prevent this 
protection being  established.  
Instead, and to get around this somewhat, Fey-touched individuals are widely welcomed and  
accepted into the university and into any course they are able to qualify for. It is then common  
for students to volunteer as research subjects for non-invasive procedures, an agreement that  
benefits both the institution and the individual, as these positions are usually very well paid.  

Geography of Esca  

Esca is located on the Northern archipelago between Marika, Liria and the Frozen Wastes. The 
archipelago of Escan islands situated in the clear blue Northern sea are nestled within in a small  
micro-climate bubble, providing tropical heat and sunshine with only the most northern islands  
getting colder and occasionally seeing snow in winter months. The archipelago is made up of  
nine islands each holding a different branch of the university. There are several notable 
landmarks, and the southernmost Island Perlas is the capital island.  This is host to the Grand 
Academies, one of the largest and oldest collections of buildings where  the faculty of the 
university work and live as well as the chambers playing home to the Council  of Seven. 
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Island 1 - Capital Island Perlas - University Main Campus. Island 2 - Prístina - College of Magical 

Theoretics Island 3 - Varias - College of Innovation. Island 4 - Azul - College of Astronomy Research Island 
5 - Maledo - College of Philosophy. Island 6 - Togo - College of Practical Magics Island 7 - Plana - College 

of Zoology. Island 8 - Tebria - College of Archeology  
Island 9 - Barin - College of Sciences  

Notable Wars and Conflicts  

Esca, since its establishment as a separate nation, has seen few conflicts reach its shores, other  
than the occasions when the islands of Barin and Tebria have been raided by Frozen waste 
tribes.  These raids never last that long, but the havoc it causes to the students' classes is 
notable  enough for the university to establish a permanent defensive army on those islands.  

Esca’s biggest threat to their nation came from the first, and only, formation of the United 
Pirate  Fleet. This fleet brought panic to every nation who valued peace and freedom, but 
particularly  Esca and Marika, as isolated island colonies. Led by ‘Arch Over-Admiral Jebediah 
Hesk’, a feared  figure that had somehow managed to quell the bitter infighting and unite 
several pirate clans, they set their eyes on the Escan archipelago. Thus began their ill-fated 
invasion attempt; Esca  mounted their defences with student Magi and engineered weapons of 
war ready for a gruelling  battle to defend their homes. It seemed however, to their surprise, the 
pirates were invading in  wooden boats with little magical protection, and so the Escan mages 
proceeded to immolate  the great fleet almost completely before any pirate could set foot on 
an Escan shore. The war  ended in less than a single day, the clean-up effort took almost a year.  

Although not a physical conflict, in the Year 896 the Esca owed Marika a substantial amount of  
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gold after taking a loan to build a large extension onto multiple of the colleges. After Esca were  
caught struggling to meet the harsh repayment terms, Marika began trying to take ownership  
of parts of the archipelago. After a simple and brusquely worded refusal from the Council of  
Seven, which almost certainly contained the words Firestorm and dockyards, Marika relented,  
but continued to try and purchase the archipelago nation in different and increasingly  
convoluted ways. This period of stress and political turmoil lasted around four years until 
Marika  moved onto different business ventures.  

Picture Kit examples:  

  

Arkenza and Cosimo of the Farsight Union 
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