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¢« inter is coming.” No words better represent the impend-

ing doom that awaits the lands of the Seven Kingdoms, the
looming sense that the careful balance won in the last war that ravaged
Westeros teeters on the brink of collapse, and with the barest touch, the
faintest spark, the entire land could collapse into war once more. To the
north yawns wide the Lands of Always Winter, a realm plagued with old
evils, secrets, and a dark threat that hungers to renew the violence of the
Longest Night. At King’s Landing, whispers of infidelity, suspicions, and
corruption unravel the dreams held by those lords who supported Robert
Baratheon in his crusade to rid the lands of the last Mad King. Mean-
while, across the narrow sea, rumors of the exiled Targaryen king, Viserys,
trickle into the ports, where dissatisfied smallfolk recall the glory days of
the great Targaryen kings and look to the scandalous reign of King Rob-
ert with something bordering on regret. There is peace, but it’s a tenuous
one, for who can say if Viserys will return at the head of a new army? Who
can say what will tumble out of the North on the heels of the mustering
wildlings who flock to join the King-beyond-the-Wall? And who can say
for certain when and if the crimes committed against Princess Elia and
her children will bear the fruits of war with Dorne? This is the time of
A Song of Ice and Fire, the moment before the game of thrones produces
a resounding clash of kings, before the storm of swords breaks to leave a
feast for crows, and before the dragons dance once again.
It is also the time for telling your own tales, using 4 Song of Ice and
Fire Roleplaying, where you create the noble houses, ambitious heirs, and
prime movers in stories about the Seven Kingdoms and the lands beyond.

A Song of Ite and Fire Campaign Guide is your indispensable resource
for playing and running games set in the Seven Kingdoms of Westeros.
This volume presents a detailed look at the various regions, the houses,
and the notable figures that represent the most powerful individuals just
before the War of the Five Kings erupts and brings these realms to the
brink of destruction. The primary focus of this sourcebook is to help
Narrators construct stories and chronicles in these lands, providing the
details needed to breathe life into George R.R. Martin’s incredible cast
of characters while presenting useful information about noble houses
and locations the player characters might explore.

Of course, this book is also valuable to players. Armed with this
sourcebook, the players can make informed decisions about where they
might place their noble house, which houses they might forge alliances
with, and which houses they might oppose as they make their own climb
to greatness. As well, the Campaign Guide presents useful information
for people who aren’t playing the game, making it a great reference for
fans of the novels alone.

USING THIS BOOK

While this sourcebook provides extensive details about the Seven King-

doms, not every detail is filled in, not every secret revealed. The point at
which SIFRP takes place is before the War of the Five Kings but after
Greyjoy’s Rebellion. Specifically, the game focuses on the last year be-

fore the start of 4 Game of Thrones. As a result, no details about the plots
and fates of the various characters are revealed, and each house and
individual is presented as they are at the opening of the novels.

As you make your way through the book, you'll notice some char-
acters have statistics, whereas others do not. Those characters with me-
chanics attached are defined since they are considered major players,
individuals who should live and last throughout the player character’s
stories leading up to the disastrous war. The rest is left for you, the Nar-
rator, to define as needed for your own stories. In some cases, scant
information is provided, giving you more room to define these figures,
while others have greater information, owing to their greater presence
in the stories to come. To create statistics for these characters, simply
refer to the guidance in SIFRP in CHAPTER 11: THE NARRATOR.

In addition, each chapter that covers a region includes a complete list of
all the known houses sworn to the lords of the realm. The amount of infor-
mation associated with each banner varies based on how they are presented
in the novels. Some houses, specifically the great and major houses, have
extensive information, whereas the minor and landed houses may and do
have little. The less we know about a house, the more room you, the Narra-
tor, have to develop these obscure families for your own games. In addition,
players can also select these houses as their own, adding their own details to
this rich setting. For houses with little to no information, the text defaults
them to minor houses, positioned somewhere between major and landed.
Future novels may contradict these entries, but this designation should
serve for creating chronicles and stories in this world.

FINAL THOUGHTS

Exploring any game setting based on media—novels, films, comics,

and video games—can be daunting, especially if you try to cleave to
every truth found in the source material. The closer you stay to the
original works, the more constricting it can be on your games. CHAP-
TER 14: EXPLORING WESTEROS provides extensive tips and guidance
for handling these problems, but it bears mentioning here. By picking
up this book, you make the world of Westeros your own. You are only
as confined to the novels and short stories as you want to be. You can
run an authentic game that follows the steps of the characters in the
novels, or you can diverge from those events to tell your own stories.
Whatever you decide, the game, the world, and the experience are
yours to do with as you like. Have fun, and please, kill a Lannister.
You'll feel better, promise.

A GAME OF THRONES! EDITION

This book is a revised and cleaned-up edition of the original
SIFRP Campaign Guide. The core information within it hasn't
changed, although it has been clarified and the stat blocks have
been revised. We have also tapped a handful of talented artists to
provide us with beautiful new glimpses at the world of 4 Song of
Ice and Fire.

For the most part, the mechanics of this book are restricted
to character statistics. Where there are notable differences, these
character stats adhere to the assumptions in the A4 Song of Ice and
Fire Roleplaying: Game of Thrones Edition.
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The history of Westeros is written in blood and steel, a tale combin-
ing love, duty, sacrifice, and treachery in equal measure. The saga of the
children of the forest, the First Men, the Andals, the Seven Kingdoms,
and all that goes with them lies at the heart of SIFRP. Your players will
be witness to—or better still, the makers of—great events to shape the
future of the Seven Kingdoms, and may, if they are ruthless, courageous,
and cunning enough, become part of future legends.

Spanning over a dozen millennia, the history of Westeros is at times
confused, uncertain, or entirely unknown, but the following entries de-
tail knowledge commonly held by maesters, septons, and other chroni-
clers of history. All dates are in relation to the Landing of Aegon the
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As with many things regarding the history of Westeros, controversy
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anywhere from forty thousand to five hundred thousand years old. A
broad range to be sure, but the trouble stems from incomplete records
from this time, conflicting stories involving various characters of myth,
and the often magical nature of those stories stemming from that era.
In fact, many tales suggest kings and heroes lived for centuries, and
other tales attribute astonishing deeds to figures before they were born.
Regardless of the inconsistencies as to exactly when this era occurred
on Westeros, it was a period of great magic, bold heroes, and fantastic
exploits. For all the myth and splendor of this era, however, it was also
one marked by bloodshed and war.

THE CHILDREN OF THE FOREST

Before the coming of men, Westeros was home to the children of the for-
est, a curious and mysterious people, remembered for their magical prow-
ess and strange customs. Legend holds that the children of the forest were
a diminutive people, a society that dwelt in caves, crannogs, and hidden
tree villages. They were dark and beautiful, no taller than children, even

“Ob, my sweet summer child,” Old Nan said quietly, “what do you know of fear? Fear is for the winter, my
little lord, when the snows fall 4 hundred feet deep and the ice wind comes bowling out of the north. Fear is for

the long

night, when the sun hides its face for yem at a time, and little children are born and live and die all

in darkness while the direwolves grow gaunt and hungry, and the white walkers move through the woods.”

—eA Game of T hrones
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in adulthood. They worshiped the gods of the natural world, the spirits of
the streams, and trees, and rocks, and wind. Unlike the men who would
follow, the children did not use metal or weave cloth; instead, they crafted
their implements from stone and clothing from leaves and bark. They
were a people with a deep and powerful connection to the land.

The oldest tales gift the children with many supernatural powers,
including the ability to fly like birds and swim like fish. They could
cast their minds into beasts, wearing animals like second skins, and
visions and portents of things to come haunted their dreams. Such
was their influence on the land that many of their works remain in
the present day, though more so in the North than in the plundered
south. White weirwoods bear faces carved in their bark, faces, it is
said, that allow the old gods to peer into the world of men and watch
over their followers. More than just their works, however, the methods
and beliefs of the children still inform many of the customs upheld in
the North and those scattered throughout the rest of the Seven King-
doms. In particular, the crannogmen of the Neck are close in stature
and in beliefs to the children of old, while the Sacred Order of the
Green Men still upholds the ancient pacts forged when the First Men
and children of the forest set aside their grudges to embrace a lasting
peace. While the children of the forest are believed to be no more,
some swear these lost folk live on, far from the lands of men, lurking
in the quiet places, the unspoiled wilderness beyond the Wall or in the
depths of the trackless wolfswood in the North.

THE FIRST MEN

One can only speculate how long the children of the forest dwelt in the

lands that would one day become the Seven Kingdoms before they en-
countered the First Men, but the First Men would change the course of
history and lay the foundation for the struggles to come. It’s possible the
children of the forest anticipated the arrival of these barbarian hordes,
what with their prophetic dreams. But if they did, it seems it did them
little good in stemming the flood, for when the First Men came, they
brought with them violence, war, and death.

The First Men entered the lands of Westeros some twelve thousand
years ago by the Arm of Dorne, a land bridge that would be shattered
in the coming struggle. Mounted on horseback and bearing weapons
of bronze and shields of boiled leather, they swept through the lands,
felling trees and clearing the land for their farms and villages, as well
as raising temples to their queer gods and violent ways. At first, the
children of the forest hid themselves in the deep woods, afraid of the
horses, nearly as much as the First Men were afraid of the faces in the
trees. The First Men were a warrior culture, a people unaccustomed to
the ancient power of this land, and so, as they raised their holdfasts and
cleared the forests for farmlands, they cut down the faces in the forest
and despoiled the perfect wilderness. It was enough to rouse the chil-
dren from their fear and impel them to war.

THE WARS OF THE DAWN AGE.

raise the seas and sweep away the land, shattering the Arm of Dorne
and, thus, creating the Stepstones of the modern era. Although the
destruction was widespread, it was too late, for the First Men had
come to stay.

It’s believed the wars raged for nearly two thousand years, and
though the children fought fiercely, they could not stand against the
larger, stronger men, who wielded bronze against the obsidian blades
and arrowheads used by the children. When the earth was sodden
with the blood of the slain and the dead surely outnumbered the liv-
ing, the chieftains and heroes of the First Men joined the greenseers
and wood dancers of the children on a wooded island in the center of
the Gods Eye, a great lake in the center of Westeros. There, it was de-
cided the First Men would receive the coastal lands, the meadows, the
bogs, and the mountains, while the children would be free to live in
their forests unmolested for all time. The First Men pledged to never
again cut down the weirwoods and to leave the children of the forest
in peace. To ensure the gods would look upon the truce, the children
carved faces in every weirwood tree. The Sacred Order of Green Men
was formed to keep watch over the Isle of Faces and ensure the Pact
remained for all time.

For nearly four thousand years, the Pact endured, and in that time,
the children of the forest and the First Men grew closer. In time, the
First Men set aside many of their cultural beliefs to embrace the ways
and customs of the children of the forest. With the exception of the
Drowned God of the Iron Isles, the gods of the children came to be
those of the First Men, and a deep reverence for nature blossomed in
the peace that followed. The children continued to live as they always
had lived while in the realms of the First Men, great cities sprang up,
and mighty kingdoms rose and fell.

HEROES OF THE AGE

The Age of Heroes takes its name from the great men and women who
lived in the years of peace that followed the forging of the Pact. While

many stories, songs, and legends circulate about this era, maesters point

to this era as the beginning of the Seven Kingdoms. Garth Greenhand
founded House Gardener of the Reach, and from him sprung numerous
other lines and families. Durran, first of the Storm Kings, raised Storm’s
End to check the wrath of the gods for wedding their daughter, and
legends hold that the Grey King of the Iron Islands wed a mermaid and
became king of the western isles and all the sea beyond. While much
was achieved during this ancient era, it was at a cost.

THE LONG NIGHT

Driven by their outrage at the First Men’s destruction of their home-
land, the children of the forest abandoned the peace and took up arms,
harrying their enemies with flying snares and arrows fired from weir-
wood bows. The greenseers’ mystics and sorcerers used dark magic to

In the midst of the Age of Heroes fell the longest and blackest of win-
ters. The sun set and did not rise again for a generation, and the ice
spread down from the north, carrying with it monstrous beings from

the far-flung north to prey on the First Men and the children of the
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Not long after the Wall was complete, the thirteenth Lord Commander of the Night’s Watch embraced the dark and became a
dreadful terror in the North. According to legend, he took for his bride a strange woman, pale and believed to be undead. After the

unholy union, he declared himself king and she his queen, and he ruled the Night Fort as his own castle. During the dark years of his

reign, horrific atrocities were committed, of which tales are still told in the North. It wasn’t until Joramun—who blew the Horn of
Winter and roused the giants in the earth—and the King of the North joined forces that the Night’s King and his dreadful queen were

cast down and destroyed.

forest alike. Amongst these horrors were mammoths, giants, direwolves,
and more, but nothing compared to the demonic Others, a mysterious
people who sought to purge Westeros of the human infestation, and so

the Others were merciless in their slaughter.

THE WAR FOR THE DAWN

The Long Night wore on as the Others marched and killed and raised
up the dead to be their servants in unlife, but in the darkest hour, a great
hero arose. Uniting the First Men and the children of the forest, the
people of Westeros threw back the Others, pushing them back into the
frozen reaches of the Far North.

THE WALL

With the Others defeated, legend tells that Bran the Builder, with the aid
of the giants, First Men, and, perhaps, the children of the forest, raised up

the Wall, a looming barrier of ice that travels from one side of Westeros
to the other and shelters the lands in the south from the old evil of the far
North. The Wall, although ensorcelled with ancient magic and taller than
any structure ever built, needed men to guard it, to walk its length, and to
shield the lands to the south. Thus, the Order of the Night’s Watch was
formed. These men foreswore their kin, their hopes of children, and their
allegiances to the kings that ruled the lands and vowed to protect the
Wall and all people by safeguarding it and remaining vigilant against
the horrors that would tumble out of the night. In these early days, the
Night’s Watch was a valiant institution, a body of noble warriors who
made the ultimate sacrifice to be protectors of all.

EEEFENDAIRINUASION

After the War for the Dawn, the First Men and the children of the for-
est lived in relative peace, but in these years, the children of the forest

began their slow withdrawal from the lands of men, retreating deeper
into their forests or beyond the Wall. The peace would not last: nearly
two thousand years after the victory over the Others, a new invader
came to Westeros’ shores. Landing on what would one day become the
Vale of Arryn, the Andals swept across the Seven Kingdoms, much as
the First Men did thousands of years before. Armed with battle-trained
steeds, wielding weapons of steel, and bolstered by their religious

fervor, the Andal invaders proved too much for the First Men to
stand against, and thus, they—like the children of the forest before
them—fell to the invaders.

These new men came from the eastern continent, a place called the
Hills of Andalos. There, they received a visitation from seven holy be-
ings who were believed to be aspects of a single, supreme deity. The
worship of the seven took shape and eventually became the Faith of the
Seven. Whether by divine missive, fleeing some other threat, or perhaps
out of a hunger for conquest, the Andals came and conquered.

Bearing the seven-pointed star of their new gods, they drove out
the First Men, destroyed the weirwoods, and slaughtered the chil-
dren of the forest wherever they were found. One by one, the seven
kingdoms fell until only the Kingdom of the North remained, due
to the strength of Moat Cailin and the doughtiness of its warriors.
Even though the North remained secure, the victories in the south
spelled the end of the Pact. Those children of the forest who re-
mained there were viciously stamped
out, driven out, or quit Westeros
altogether.

Nobile
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FORGING THE
SEVEN KINGDOMS ANEW

With the victories of the invaders, the Andals raised up six powerful king-
doms of their own, and with the old kingdom of the First Men, they be-
came, in truth, the Seven Kingdoms. The Kingdom of the North clung to
the beliefs in the old gods, while the Kingdom of the Iron Islands, although
defeated, still followed the Old Way and worshipped the Drowned God.
The Kingdom of Vale and Sky spawned the oldest and purest line of An-
dals—House Arryn, and the Kingdom of the Rock, the Kingdom of the
Storm Kings, and the Kingdom of the Reach supplanted the First Men
kings. Of the seven kingdoms, the Kingdom of the riverlands, formerly
ruled by the Kings of the Rivers and Hills, became a bloody battleground,
as the ironmen, First Men, and Andals fought bitterly to control this king-
dom. Finally, to the far south, a loose confederacy of principalities arose

in Dorne and remained staunchly independent from the squabbles of the
Seven Kingdoms, consumed by their own petty wars for dominance.

BEYOND THE SEVEN KINGDOMS

While Westeros groaned under the weight of its own conflicts, a new

force rose in the east, the Freehold of Valyria. Once a race of humble
shepherds, the Valyrians rose to greatness by taming the dragons of the
volcanic region known as the Fourteen Fires, and in the end, they es-
tablished a mighty empire. There, magic flowered, topless towers rose
toward the heavens where dragons soared, stone sphinxes gazed down
through eyes of garnet, and smiths forged swords of legendary strength
and sharpness. Although it was located far from Westeros, the history
and ultimate fate of Valyria was tied inexorably to that of the Seven
Kingdoms, and echoes of Valyria’s fall sound to this day.

CONQUEST OF OLD GHIS

Old Ghis was the greatest empire of the eastern continent, and its rul-
ers were greedy conquerors, always looking to swallow up more lands to
add to their own. In time, Ghis turned hungry eyes to the Freehold of
Valyria. Five times, Ghiscari troops marched on the Freehold, and five
times they were defeated. In the end, the Ghiscari’s greed was their un-
doing, for the Freehold struck back, utterly destroying Old Ghis, slaying
its people, grinding its cities to dust, pulling down its walls, and sowing
the land with salt. Of Old Ghis, only its old colonies survive as the cities
of Slaver’s Bay, inhabited by a mongrel people descended from the folk
of Old Ghis and its conquerors.

WAR AGAINST THE RHOYNE

In Westeros, the Andals built their cities and founded new kingdoms on the
ruins of the old. As Valyria and Old Ghis engaged in their death struggle
across the water, the Andals consolidated their power, erecting temples to

the Seven and transforming the southern kingdoms into their own vision
of civilization. In the North, the old traditions still held sway, but an uneasy
peace remained between the First Men's Kings of Winter and the Andals.
But the peace would be shattered yet again, this time by a far greater threat
that would land on the shores of Westeros in the years to come.

With the destruction of Old Ghis, Valyria found other foes, in-
cluding war against the Rhoynar, in which they were victorious. Ny-
meria, the Rhoynar warrior-queen, led her people in ten thousand
ships to find refuge in Dorne. There, she formed an alliance with Lord
Mors Martell, wedding him and finally bringing unity to the unruly
land. Thus, House Martell was established, and has ruled Dorne from
Sunspear ever since.

THE DOOM OF VALYRIA

To the east, across the narrow sea, the Freehold of Valyria ruled supreme. Its

cities were filled with wonders, its sorcerers cast mighty spells, and its acad-
emies were filled with the wisdom of a thousand lands. Valyrian ships plied
the high seas while its dragons ruled the skies and kept the realm safe from
invasion. But even as Valyria rose to its greatest glories, its doom drew near.
No one knows what doom befell Valyria, but the realm’s devastation was
complete. Many stories claim the region was blasted by volcanic eruption—
perhaps involving the Fourteen Fires, the mountains where the dragons
were first discovered. The Valyrian peninsula was shattered, and the Free-
hold devastated, the ruin a smoking demon-haunted place. With its fall, the
empire crumbled, and the Freehold’s various colonies and vassal cities broke
away, surviving to this day as the cities of Slaver’s Bay and the Free Cities
of the narrow sea, among others. On the vast grasslands of the eastern con-
tinent, nomadic tribes rose to prominence; chief among them is the wild
Dothraki. Everywhere, Valyrian power was utterly destroyed. Everywhere,
that is, save for Westeros, where a last remnant of the Freehold lived on.

A century or so before the Doom befell them, the Valyrians took control
of a small island located at the mouth of Blackwater Bay in Westeros.
The Targaryens, a noble Valyrian family, ruled this isle, the westernmost
outpost of the Freehold, and called it Dragonstone. There, the Targary-
ens dwelled until word reached them that the Freehold had fallen, leav-
ing them as the last Valyrian rulers in the world.

As the Andals struggled for dominance in the Seven Kingdoms, the
Targaryens remained in their holdfast at Dragonstone with more than
enough strength to keep themselves secure. Yet the cunning and ambi-
tious Aegon Targaryen came to want more than mere security. With
limited forces and the old lands in turmoil, Aegon and his sisters Vise-
nya and Rhaenys, both of whom he had taken to wife in the Valyrian
tradition, were forced to decide between returning to their homeland or
striking west to topple the Seven Kingdoms. At length, Aegon chose
the latter, as his forces were small in number, and Westeros was close
at hand. In this, Aegon had significant advantages, for in addition to
Valyrian steel and sorcery, he had something else that no other ruler of
Westeros had—the last three living dragons.

WARS OF CONQUEST

A century after the Doom of Valyria, and three hundred years before

the present day, the Targaryen host landed upon Westeros, with Aegon




the Conqueror, his sisters Visenya and Rhaenys, and their dragons at
its head. The dragons were named for the old gods of Valyria—Bale-
rion the Black Dread, whose teeth were long as swords, and his sisters
Meraxes and Vhaghar. Though the smallest of the three, Vhaghar was
huge enough to swallow a man on horseback.

First House Hoare, rulers of the Iron Islands and the riverlands,
fell when its ruler King Harren the Black was roasted alive by drag-
onfire in his fastness at Harrenhal. Then the Storm King Argilac the
Arrogant perished at the hands of Aegon’s bastard half-brother Orys
Baratheon. The stage was set for the final great battle of the Wars of
Conquest.

ARMY OF THE TWO KINGS

Despite its success, constant battle weakened and overstretched the
Targaryen host. Only ten thousand men marched with Aegon and his
sisters, most of them conscripts or unenthusiastic levies drawn from
conquered lands. Kings Loren Lannister of the Rock and Mern of the
Reach decided the time was right to strike, and their combined forces—
over fifty thousand foot soldiers and five thousand armored knights—
descended upon Aegon as he marched south. At first, it seemed the
Targaryen conquest was over, for the two kings’ initial charge shattered
Aegon’s host and sent it fleeing.

It was then that the three dragons appeared on the field, together
for the first and only time. Four thousand of their foes burned on what
was to be called the Field of Fire, including King Mern, and the rest
were put to flight. Seeing his cause was lost, King Loren bent the knee
to Aegon and was allowed to rule as the Targaryen’s vassal. On that
day, the last real hope of defeating the Dragonlords died. Soon after,
Aegon marched into Oldtown, where on the advice of his High Septon,
Lord Hightower threw open the gates and welcomed the Targaryen
host. This year was the first of the Targaryen dynasty, and all dates from
that point on would be referred to as “AL” or “after Aegon’s Landing.”

The Targaryens did not triumph everywhere, however. To the south,
the wily Dornishmen refused battle, raiding and harassing the Dragon-
lord’s host as it went. Finally, Aegon acknowledged that taking and hold-
ing Dorne would be far too costly, and he allowed the realm to keep its
freedom.

FORMATION OF THE GREAT HOUSES

It was during and immediately after the Wars of Conquest that the
noble houses of today’s Westeros were founded or granted their current
status by Aegon. Vickon Greyjoy and Edwyn Tully of Riverrun both
aided Aegon against King Harren—the Iron Islands to Greyjoy and the
riverlands to Tully. Orys Baratheon, Aegon’s half-brother, was awarded
the territory of Argilac the Arrogant, and Loren Lannister was allowed
to keep his family holdings, including the fortress at Casterly Rock,
when he bent the knee to the Dragonlords after the Host of the Two
Kings was defeated. Highgarden, home of the slain King Mern, was
surrendered by Mern’s steward, Harlan Tyrell, who was in turn granted
Highgarden and the Reach as his own.

Of the southern kingdoms, only Dorne and the North remained free.
Even as Aegon consolidated his gains, it seemed another war was com-
ing as Torrhen Stark, the King of Winter, marched south to battle at the
Red Fork, east of Riverrun. In the end, however, awed by the might of
the Targaryen dragons and by the size of Aegon’s host, which was now
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swollen with troops from the conquered lands, Stark chose to submit as
well, accepting Aegon’s authority and receiving mastery of the North in
return. And so nearly all of Westeros was united, though the Dornishmen
still ruled in the south. The swords of Aegon’s foes were melted down and

re-forged into the shape of a mighty seat that is today known as the Iron
Throne.

THE FAITH (MILITANT

Though Aegon, his sisters, and their dragons had triumphed almost ev-

erywhere, the Targaryen crown did not rest easy. Upon Aegon’s death in
37 AL, the armed order of the old gods known as the Faith Militant rose
up against Aegon’s successor, Aenys I. Overwhelmed and outmatched,
Aenys gives the task of stamping out the rebellion to his brother and
heir Maegor. It took the remainder of Maegor’s rule to stamp out the
rebellion, and he did so with such ruthlessness that he was known ever
after as Maegor the Cruel. When Maegor passed, and Jachaerys I took
the throne in 48 AL, the Faith Militant accepted pardon and amnesty
in exchange for disbanding and swearing allegiance to the Dragonlords.
For his mercy and diplomacy, Jachaerys was called “The Conciliator,”
and the realm remained at peace for another seventy years.

IDANCE OF THE DRAGONS

The first of the three great civil wars to rend the Targaryen’s empire began

when wise King Viserys I died in 129 AL, passing the throne to his daugh-
ter Rhaenyra. The commander of Viserys's Kingsguard, Ser Criston Cole,
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disdained the notion of a female ascending to the throne and proclaimed
Aegon, Viserys’s son by his second wife, as king. War ravaged the land as
nobles threw in their lot with one side or the other. Styled Aegon 11, the
old king’s son seemed to triumph when his dragon slew Rhaenyra, but her
followers carried on under the banner of her son, Aegon III. Most of the
surviving Targaryen dragons perished in the bloody conflict, which ended
in 131 AL with the death of Aegon II and the ascension of Aegon IIL

The trauma of seeing his mother devoured by his uncle’s dragon
proved too much for the new king, and thus, he grew to manhood with
a terrible fear of the creatures. Though most of the Targaryen dragons
had perished in the war, a handful had survived. The last two dragons
hatched on Dragonstone some time after the war, but they were weak
and misshapen creatures. As they died during his reign, he earned the
title of “Dragonsbane.” The last dragon left behind a clutch of eggs,
but they would not hatch, and thus it spelled the end of dragons in the
world—or so the maesters believe—forever.

CONQUEST OF DORNE &
THE DORNISH REBELLION

Dorne had long been a source of frustration to the Targaryens. Upon
taking the throne in 157 AL, the young King Daeron I marched south
and brought the Dornishmen to battle, quickly defeating them. The el-
dest son of Aegon III, Daeron was a bright and talented young man,
who wrote eloquently of his achievements in Tbe Conguest of Dorne, and
led his troops with great bravery, despite being only fourteen years old
when he took the throne.

It is said the conquest of Dorne lasted but a summer and that the
Young Dragon spent ten thousand men taking Dorne and lost fifty
thousand trying to hold it. As before, the Dornishmen proved cunning
and all but impossible to rule. The Lord of Highgarden was entrusted
with governing the fractious people, and he spent much of his time
chasing down elusive rebels, moving from estate to estate and displacing
local lords from their homes. One night, he pulled on a sash to summon
a servant but instead opened up the canopy over his bed, sending a rain
of a hundred red scorpions down on his head. At the news of High-
garden’s death, the Dornishmen rose in rebellion, and in a fortnight,
they had driven out the Targaryens and regained their freedom, which
they would retain until Dorne joined the Seven Kingdoms by marriage
thirty-six years later.

Despite his good qualities, Daeron Is rule did not last long; he died
at age eighteen and was succeeded by his brother Baelor, who is known
to history as Baelor the Blessed. Legend holds Baelor walked unharmed
into a Dornish viper pit in order to rescue Aemon the Dragonknight
and made peace with the Dornishmen. Despite his title (he was also
called “The Beloved”), Baelor was a severe and inflexible man who re-
fused to touch his sister-wife Daena and even went so far as to imprison
her and her two sisters in the Red Keep at King’s Landing, so they
would not tempt him into sin. Although sealed away in the Maiden-
vault, Daena managed to bed her cousin Aegon, thus giving birth to a
bastard boy who would be named Daemon Blackfyre.

For all his eccentricities, Baelor left his mark on the realm, and one
of his greatest achievements was the construction of the Great Sept in
King’s Landing, which would later be named the Great Sept of Baelor.
He finally died in 171 AL and was succeeded by his uncle, Viserys II,

who ruled for but a single year before making way for a king who more
than made up for Baelor’s austerity.

King Aegon 1V, eldest son of Viserys II, was called “the Unworthy”
due to his life of dissipation and self-indulgence. On his deathbed in
184 AL, he decreed all of his dozens of bastards by his many mistresses
to be legitimate, setting the stage for the untold bloodshed to come.
Known as the Great Bastards—and including the likes of Daemon
Blackfyre, Aegor “Bittersteel” Rivers, and others—they and their de-
scendants would trouble the Seven Kingdoms for five generations until
the last of them perished in the War of the Ninepenny Kings.

BLACKFYRE REBELLION

In 184 AL, Aegon’s eldest took the throne as King Daeron II. Known to
history as “the Good,” Aegon’s rule began well enough, as he peacefully

annexed the troublesome realm of Dorne by taking Myriah Martell to
wife and bringing many of her Dornish customs to court. Many objected
to this, and rumors arose Daeron was not even Aegon’s son but rather
the result of an adulterous liaison between Aegon’s queen Naerys and the
legendary Aemon the Dragonknight. Given Aegon’s faithlessness, few
could have blamed the queen for seeking solace outside her marriage. If
the rumor was true, however, Daeron’s claim to the throne was invalid,
and rulership should have passed to one of Aegon’s legitimized sons.

Chief among these was Daemon, who had been knighted by his fa-
ther at age twelve and who bore the Valyrian sword Blackfyre. Known—
depending on who was telling the story—as Daemon Blackfyre, Dae-
mon the Pretender, the King Who Bore the Sword, or Daemon the
Traitor, the young princeling declared himself king in 195 AL and
raised his own standard, a black three-headed dragon on a red field, the
reverse of traditional Targaryen arms.

Blackfyre was joined by his half-brother Aegor “Bittersteel” Rivers
and many other great knights, such as Robb Reyne, Black Byren Flow-
ers, and Ser Aubrey Ambrose, as red dragon fought black for control of
Westeros. It is said Daemon was invincible in combat while wielding
Blackfyre, but his end came as it does to all men, when Daeron’s son
Prince Maekar and Lord Hayford brought him to battle at Redgrass
Field. At first, all went well for the pretender—Hayford was slain, and
Blackfyre engaged Ser Gwayne Corbray of the Kingsguard in single
combat. Just as it seemed the black dragon was on the verge of victory,
a second loyalist army under Prince Baelor arrived and took the reb-
els from the rear, known as “the Hammer and the Anvil.” From there,
Brynden Rivers the Bloodraven—another son of Aegon who had re-
mained loyal to Daeron—commanded his archers, the Raven’s Teeth,
to rain arrows upon the pretender’s forces. Blackfyre fell to one of the
Bloodraven’s own arrows, and the black dragon’s host fled in disorder.

Bittersteel rallied the disheartened rebels and led a charge against
the Raven’s Teeth, taking Bloodraven’s eye in the process, but in the end,
Bittersteel’s efforts were futile. Baelor’s Dornish spearmen surrounded
and destroyed the surviving rebels, though Bittersteel escaped to the
Free Cities along with the sword Blackfyre.

RaAaymuN REDBREARD

Over the ages, the wildlings of the Far North tried many times to
overcome the might of the Night’s Watch and the Wall. But with long




summers and prosperity in the south, the threats in the North seemed
less urgent, and the Watch began its slow decline. In 184 AL, the wild-
ling King-beyond-the-Wall Raymun Redbeard took advantage of the
Wiatch’s laxness and had his men surreptitiously scale the Wall, bypass-
ing the black brothers and leading his horde south. Evaded and hu-
miliated, the Night’s Watch played almost no role in the war that was
to follow, in which Lord Willam Stark and Harmond Umber of Last
Hearth met and crushed Raymun’s wildlings north of Long Lake. The
valiant Lord Willam perished in the fight and was succeeded by his
son. Grieving and disgusted with the Watch and its Lord Commander
(known to history as “Sleepy Jack”) he commanded the black brothers

to bury the slain wildlings while he mourned.

WAR OF THE NINEPENNY KINGS

It was not until two hundred and sixty years after the landing that the
Seven Kingdoms were finally rid of the Blackfyre descendants. Maelys
Blackfyre, called “the Monstrous” due to the reputed second head grow-
ing from his neck (the result, so the stories go, of his consuming his own

twin in the womb), gathered a group of mercenaries, pirates, merchant
lords, and adventurers known as the Band of Nine and sought to con-
quer Westeros. The band met with initial success, conquering Tyrosh
and setting up bases along the Stepping Stones—the remnants of the
old Arm of Dorne. The Targaryens met the threat decisively, however,
and under Ser Barristan Selmy, they broke the conspirators on the Step-
ping Stones. Maelys fell to Barristan’s blade, and one of the conspira-
tors, Alequo Adarys the Goldentongued, escaped to Tyrosh where he
lived until his death six years later. The alliance dissolved and once more,
the Iron Throne remained securely in the hands of the Dragonlords, but

the bloody end of Targaryen rule was soon to follow.

WERSOESIEEIUSURPER

The Targaryens had long been weakened by generations of inbreeding

due to their tradition of marrying sister to brother. It was said in those
days that half of all Targaryens were born mad, and in the end, it was
this madness that destroyed them.

The rule of Aerys II began well enough with his ascension in the year
262 AL. Son of Jachaerys II, Aerys was kind to his friends, enlightened
in his rule, and frugal with the realm’s income—to the point the Seven
Kingdoms’ coffers were overflowing with gold. He was given to fits of
madness, however, and he was utterly brutal to his enemies, frequently
immolating them in wildfire. Although the realm continued to prosper,
and Aerys continued to take the wise advice of his council—especially
that of his Hand, Tywin Lannister—his bouts with madness grew more
and more frequent as he grew older until all were forced to acknowledge
that the king teetered on the brink of utter insanity.

When the end came, it came quickly, though it was all started by
Aerys’s son Rhaegar. Long had Crown Prince Rhaegar been in love
with the beautiful Lyanna Stark, even though she was betrothed to
Lord Robert Baratheon. In 282 AL, Rhaegar vanished with Lyanna,
leading many, Robert chief among them, to accuse him of abducting

her. Lyanna’s brother Brandon and several companions—his squire

Ethan Glover, Jeffory Mallister, Kyle Royce, and Elbert Arryn, the
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nephew and heir of the Lord of the Eyrie—rode to King’s Landing to
demand her return, but King Aerys’s madness got the better of him,
and he ordered the young nobles seized and charged with treason. He
then summoned the fathers of the prisoners, including Brandon’s father
Lord Rickard Stark.

Arriving at the Red Keep with the fathers of the other knights, Lord
Stark demanded trial by combat. His sanity utterly gone, King Aerys
chose fire as his champion and had Lord Stark roasted in his armor as
his son watched, helpless. Brandon Stark was placed in a strangulation
device and died, his sword kept just out of his reach. Other prisoners
were slain without trial. The Mad King then sent word to the Eyrie,
demanding Lord Jon Arryn hand over the heads of Robert Baratheon
and Eddard Stark. Instead of complying, the three houses called their
banners and rose in revolt. War had once more come to the Seven King-
doms, and this time, it would not end until the Dragonlords’ dynasty
lay in ruins.

The war was swift and bloody, and its tragic conclusion was inevi-
table. Robert Baratheon first saw triumph at the Battle of Summerhall,
but his offensive was later blunted by Mace Tyrell at Ashford a few
weeks later. In a ferocious house-to-house fight known as the Battle of
the Bells, Aerys’s forces were driven from the town of Stoney Sept by
the combined forces of the three allied houses. After this battle, Aerys
realized Robert Baratheon was no simple bandit chieftain or rebel but
rather a serious threat to his realm. He began to set stockpiles of wild-
fire around King’s Landing, intending to burn the city and all its inhab-
itants rather than surrender it to the Usurper, and he dispatched Prince
Rhaegar to bring the upstart lords to heel.
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The armies met where the kingsroad crossed the Trident River. There,
the fate of the Targaryens was decided when Robert Baratheon slew
Prince Rhaegar in single combat. Driven by rage at the prince’s abduc-
tion and rape of his betrothed Lyanna, Robert shattered the prince’s
ruby-studded breastplate with a single blow from his great warhammer,
and soon afterward, the loyalist host fled in disorder. Today, the place
is known as Ruby Ford, and it is said that rubies from the slain prince’s
armor can still be found there.

Now at last, with Aerys’s forces in full retreat and doom nearing the
gates of the Red Keep, the Lannisters, who had until this time remained
neutral, arrived at King’s Landing under the command of Lord Tywin
Lannister. Once a fast friend of Aerys, Tywin had served as the King’s
Hand until the king’s madness and bitter disagreements drove the two
apart. Now it seemed Tywin had returned to save his old friend in his
hour of need. Aerys opened the city gates at the advice of Grand Mae-
ster Pycelle and allowed the Lannister host entry. He was to learn of his
mistake quickly, for the Lannisters turned on him and sacked the city.

Desperate, Aerys commanded his Hand, the pyromancer Lord Ros-
sart, to ignite his wildfire caches and destroy the Lannisters, along with
the entire city of King’s Landing. Further, he commanded the captain of
his Kingsguard, Jaime Lannister, son of Tywin, to slay his father. Rather
than obey, Jaime instead killed Rossart before he could set the town
aflame and then slew King Aerys himself.

Tywin was not finished, however. He dispatched his knights Gregor
Clegane and Amory Lorch to slay the rest of Aerys’s family and exter-
minate the Targaryens once and for all. The ruthless Gregor slew the
infant Prince Aegon, son of Rhaegar, and then raped and murdered
Rhaegar’s wife Princess Elia of Dorne. Amory found Aegon’s daughter
Princess Rhaenys cowering beneath her father’s bed, dragged her out,
and put her to the sword.

So fell the house of Targaryen, but Tywin did not succeed entirely.
With the help of the still-loyal Ser Willem Darry, the Mad King’s
pregnant sister-wife Rhaella escaped to Dragonstone with their
young son Viserys. The last Targaryen, Princess Daenerys, was born
on Dragonstone a few months later. Her mother died in childbirth,
and Ser Willem then took the two children to the Free Cities, where,
upon reaching manhood, Viserys would plot to regain the throne.
Dragonstone fell to Stannis Baratheon’s fleet—but too late to catch
the last two Targaryens.

The war was done, and the Seven Kingdoms were changed forever.
The victory was a sorrowful one, for Lyanna Stark, whose supposed
abduction had started the war, died in the Tower of Joy. Sad and bit-
ter, Robert Baratheon ascended to the Iron Throne and took Tywin’s
daughter Cersei Lannister to wife. The other rebels all received their
due rewards, and it seemed the Seven Kingdoms had finally found
peace, rid forever of the scourge of the Dragonkings.

ERETOTS

As had happened so often in the past, Robert Baratheon’s kingship
failed to live up to its early promise. Embittered at Lyanna’s death, con-
sumed by hatred of the Targaryens, and trapped in a loveless political
marriage, Robert soon turned his back on the throne, immersing him-
self in drinking, whoring, hunting, and gaming. Sensing weakness, the
wily Lord Balon Greyjoy of Pyke declared himself King of the Iron

Islands and dispatched his brothers Victarion and Euron to burn the
Lannister fleet as it sat at anchor in Lannisport harbor. Balon’s triumph
was short-lived, for his son Rodrik was slain on the walls of Seagard,
and his fleet was sent to the bottom of the sea by the combined forces
of Stannis Baratheon and Paxter Redwyne.

King Robert and his liegemen unleashed their hosts upon Pyke,
shattering the fortress walls and taking the city after a ferocious battle.
All his sons slain save one, Balon was forced to bend the knee and ac-
cept Robert as lawful sovereign. His son Theon was sent as hostage to
Winterfell, where he grew up in the company of Lord Eddard Stark
and his children. Though defeated, Balon Greyjoy never gave up on his
desire to become King of the Iron Islands, and he still seeks a way to
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Today, fifteen years after the War of the Usurper, nine years after Grey-
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joy’s Rebellion, and two hundred and ninety-eight years after Aegon’s
Landing, the Seven Kingdoms appear to be at peace. In the North, the
Starks hold a vast territory, larger than all other kingdoms put together.
Out of honor, Eddard Stark married his slain brother’s betrothed, Cate-
lyn Tully, and she has given him three sons—Robb, Bran, and Rickon—
and two daughters—Arya and Sansa. To Catelyn’s dismay however, Ed-
dard has chosen to allow his bastard son, Jon Snow, to live at Winterfell
as part of his household.

In the south, the other lands remain stable and prosperous under the
rebel lords and their allies. Elsewhere, Balon Greyjoy still schemes to
throw off King Robert’s rulership, and the Dornish continue to live as
they please, bound to the Seven Kingdoms in name only. Lord Tywin
Lannister remains secure at Casterly Rock, but he has shown himself to
be a master of both politics and strategy. Few expect Tywin to remain
idle in the game of thrones for long.

Outwardly, all seems well. Yet there are rumblings of greater things
to come. King Robert continues his life of hedonistic indulgence,
growing fatter and more bitter with each passing year. It is common-
ly known that his wife Cersei despises him and spends more time
with her gallant brother Jaime Lannister than with her lord husband.
Their children, Princes Joffrey and Tommen and Princess Myrcella,
take more after their golden-haired Lannister mother than their dark
Baratheon father. On Dragonstone, Stannis Baratheon broods, won-
dering why his brother Renly seems to have Robert’s favor, while he
does not.

Tales, often exaggerated in the telling, come from distant lands,
speaking of troubling events and frightening portents. The long sum-
mer is coming to an end, and with it, say the maesters, will come a
winter of memorable length and ferocity. In the North, there are rumors
of giants and even darker suggestions that the Others are stirring once
again, served by the icy-fleshed walking dead. Across the narrow sea, it
is whispered the lost prince Viserys builds an army of ferocious barbar-
ians, intending to sail back to King’s Landing and take the Iron Throne
by force.

Soothsayers and priests of all faiths claim that summer is at last end-
ing. How the coming winter will affect the Seven Kingdoms is anyone’s
guess, but the pieces appear to be in place for a bloody endgame that
might once more bring ruin to the war-weary land of Westeros.
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Westeros is a vast continent, each of the Seven Kingdoms a mighty realm
in its own right. From the First Men to the Valyrians, invaders have left
their mark, and wars and raiding have changed things further. The culture
of the lands changes from place to place and over time, sometimes with
surprising speed. This living world cannot be trapped in amber.

As a result, this chapter can only deal with general patterns. Probably
nowhere in Westeros is everything said here true, and everything said
here is likely false somewhere. Still, south of the Wall, not everything
here is false, either. This chapter serves to give you a cultural bearing in
a complex world.

LATTS

Westeros has few laws and little justice. Instead, it has a large number
of pragmatic lords acting to keep the peace as best they can in their
lands. In some cases, this comes to much the same thing: murderers,
rapists, and thieves disrupt the peace and, thus, must be dealt with. If
the murdering rapist is the captain of the lord’s guard and a younger
son of the lord’s liege, however, wisdom might dictate overlooking his
excess of exuberance.

“Where is the king's justice? Is the Eyrie
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PIT 2% GALLOWS

“Pit and Gallows” is the traditional name for the rights of justice held
by a landed lord; the “pit” refers to the right to throw people into a
dungeon, and “gallows” refers to the right to execute them. However,
lords may apply other punishments as well, such as flogging, if they feel
they’re appropriate. The rights are limited, in that they only apply on the
lands held by the lord. If a criminal flees to the lands of another lord, he
is, in theory, safe. In practice, fleeing only helps if exceeding the lord’s
rights in that way is likely to cause him trouble. This rule might apply if
the lord of the second set of lands is hostile and of at least comparable
power, or not hostile yet known to be very sensitive about infringements
on his authority. Of course, the first lord can always ask the second to
take the case up himself.

Lords are not required to follow particular laws when making their
judgments; their word is law. However, lords who wish to hold on to
their positions generally do follow laws of their own devising and en-
sure the laws are at least somewhat reasonable. Arbitrary “justice” is a
prime cause of smallfolk uprisings.

not part of the Seven Kingdoms?”
—TYRION LANNISTER
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COMMON PUNISHMENTS

Execution is a very common punishment, typically hanging or behead-

ing. Other methods may also be applied in particular cases; King Aerys
was fond of burning people, a preference shared by followers of the
Lord of Light. As a rule of thumb, beheading is a nobler death. Nobles
are more likely to be beheaded than hanged, but similarly, a high noble
is more likely to command a beheading than a hanging.

® FINES are only common when the criminal is wealthy, but they are
very popular in those cases. Members of the nobility who commit
crimes are likely to face no punishment (if the victim was one of
the smallfolk), a fine, or execution if the crime was very serious.

FLOGGING is a more common punishment for members of the
lower social classes, and the severity of the flogging can be deter-
mined by both the number of strokes and the nature of the whip.

MUTILATION is popular across the narrow sea, but it’s quite rare on
Westeros. Rapists are likely to be gelded, but a thief is more likely
to be flogged or hanged.

IMPRISONMENT is not a common means of punishment, but it is
a common way to hold people for trial or for ransom. Although,
there are some exceptions: the Arryns of the Eyrie imprison people
in their Sky Cells, but this is, in effect, a form of execution.

TAKING THE BLACK

“Taking the black” means joining the Night’s Watch. As the Watch is
perennially short of men, it sends recruiters called Wandering Crows

across Westeros, who accept anyone willing to say the words. Genuine
volunteers are few in number, given the conditions, though some des-
perately poor individuals do. However, many lords feel guilty about not
giving the Watch any help but not so guilty as to send useful men to
freeze at the end of the world. Thus, they offer to pardon male crimi-
nals on condition that they take the black. This practice has become
the main source of recruits to the Night’s Watch, a situation the Lord
Commander does not particularly like.

PARDONS

Because lords have complete discretion in making judgments, they can

choose to pardon anyone who commits a crime within their jurisdiction.
Similarly, a lord can pardon anyone condemned by one of his vassals.
A few lords pardon criminals on compassionate grounds, but the over-
whelming majority of pardons are offered for political reasons. Most
pardons are conditional on the pardoned criminal taking the black, as
described above, and any crime can be pardoned for this reason.

The crime most likely to be pardoned, perhaps surprisingly, is trea-
son—it is often essential to turn a powerful noble into an ally after
defeating him in battle. A pardon requires the noble to accept that he
did wrong, which is useful, and displays the new king’s magnanimity.
King Robert pardoned all the surviving members of Aerys’s Kingsguard

for their actions against him for just this reason, though in the case of

Ser Barristan Selmy, admiration for the man may have played a part
in it. However, Jaime Lannister, the Kingslayer, was almost certainly
pardoned to avoid alienating his father and for his part in ending the
Mad King’s reign.

CUSEOMNS OF

Although the Seven Kingdoms are diverse, they do share a common
culture and a number of common customs. In particular, the lands be-
tween the Neck and the Dornish Marches have a great deal in common.
Even the North and Dorne are recognizably part of the same culture,
but there are more, and more important, differences. It’s not possible to
cover all of the customs of Westeros in this short section; instead, a few
of the more significant are discussed in some detail.

HOSPITALITY

'The obligations of hospitality are taken very seriously in Westeros. It is

socially difficult for nobles to refuse hospitality to other nobles, even if
they turn up unexpectedly. Of course, turning up with an army changes
the situation, as does a time of war.

The real obligations arise after hospitality has been offered and ac-
cepted, symbolized by the “bread and salt,” which now means any food.
If the host welcomes the guest, offers food, and the guest eats it, then
both sides have accepted hospitality and its responsibilities. Both host
and guest are bound not to use violence against each other and to fight
together against any assaults against the host. Ideally, they will also be
mutually courteous, but in tense situations, it is more important to over-
look minor insults than to declare the rules of hospitality void. This
relationship lasts at least until dawn the following day, at which point
the host can ask the guest to leave. The relationship is not truly over
until the guest has left and, according to etiquette, traveled out of sight
of the host’s home.

Hospitality is normally respected, even between enemies. When it
is broken, it is universally regarded as a particularly base act—treachery
of the highest order, and any lord with a reputation for honor would
instantly lose it. Other lords might use it as a reason to break an alliance,
and a serious breach of hospitality could certainly be grounds for war—
or even for the king to intervene. However, these serious consequences
exist because, despite everything, lords do occasionally break the bond,;
those who trust to the tradition too much can lose a great deal, with the
most egregious examples being their lives.

Many smallfolk also maintain the tradition to a certain extent among
themselves, but it is a much less exalted matter. Very few nobles would
think it reasonable, or even possible, to extend formal hospitality to one
of the smallfolk.

MARRIAGE

Marriage in Westeros is a relationship between one man and one wom-

an, who, if they are not Targaryens, should not be any more closely re-
lated than first cousins. The Targaryen tradition of marriage between




brother and sister derives from Valyria and has remained alien to the
general population of Westeros, to the extent that such unions are
deemed ungodly and even accursed. It is a religious bond, most com-
monly solemnized by the Seven, and it requires the consent of both the
man and the woman. Although, particularly among the nobility, most
marriages are arranged by the families, a particularly strong-minded
young man or woman can always derail proceedings by simply refus-
ing to consent. Such rebellion is normally very unwise unless there are
powerful factions supporting the reluctant partner.

Noble marriages are typically arranged to strengthen alliances, to bring
land and wealth into a family or to resolve enmity. The first type has the
best chance of being happy; in the last case, a girl might be married to her
father’s killer, which is rarely a good start. A marriage in which the bride
and groom have never met one another is relatively normal.

In principle, marriage lasts until one spouse dies, though high nobles
can generally find some way to wriggle out of burdensome alliances.
Even for them, however, it is a difficult procedure. The smallfolk can
simply abandon a spouse and run off, but that is generally politically
impossible for the nobility.

Women are expected to be virgins on their wedding night, and if the
husband’s family is at all hostile, the bride had better be so. However,
it is well known that horse riding can break a girl’s maidenhead, so
few families are insistent on physical proof. Unweaned infants can be
married if there are political circumstances making it urgent that the
wedding goes ahead, but the nobility normally waits until a girl flowers.
While it isn't unheard of for noble girls to get married around thirteen,
it is much more common for them to be at least fifteen or sixteen. No-
ble maidens would, however, normally expect to be married by twenty.
Smallfolk tend to marry a bit later.

Marriage ceremonies vary greatly in splendor but—at least among
the nobility—include three main elements. The first is the religious cer-
emony in which the bride and groom swear their vows, and the priest
blesses them. As part of this, the bride, who enters in a cloak in her
father’s colors, has it removed and replaced by her husband with a cloak
in his own colors. The second element is a feast, where the bride and
groom eat and drink with their relatives, their relatives’vassals, and any-
one else it is deemed wise to invite.

Finally, there is the bedding. The groom is carried to the chamber
by female guests, the bride by male guests. As they go, the guests strip
them of their clothes, so they end up naked in bed together. They may
then be granted some privacy to consummate the marriage, though that
does not always happen. Needless to say, this ceremony can be some-
what traumatic for a virginal thirteen-year-old, whether bride or groom.

INHERITANCE & LORDSHIP

The lordships of Westeros are, for the most part, hereditary. Lord-

ship passes automatically to the proper heir, according to the rules of
succession, on the death of the previous lord—in most cases, to the
eldest son. However, if the lord has no sons, then his daughters can
inherit in some lands. If there are no daughters, then brothers or their
children inherit. It is even possible to trace up the family tree and then
back down again, looking for living heirs. Once you start doing this,
however, things get complicated and politicized. In theory, men take

priority over women, and older siblings over younger. Once you have
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started going down a branch of the family tree, you are supposed to
go all the way down before looking for other heirs; thus, the great-
grandson of the eldest son of the lord has a better claim than the lord’s
second son, even if the great-grandson is a babe in arms with a mother
from a rival house and the second son a mighty warrior. Those are,
however, exactly the sorts of situations in which politics are likely to
trump the theoretical rules.

There are regional variations on this rule. Most notably, inheritance
in Dorne is determined by order of birth, with women having equal
rights with men. In the Iron Islands, the kingship was originally deter-
mined by popular vote at a kingsmoot, but that custom has long fallen
into disuse.

In theory, then, it is all but impossible for a noble house to become
extinct; enough poking around in dusty archives can turn up heirs for
just about anyone. In practice, however, a distant relative is unlikely to
inherit, particularly if the king has other plans for the lands or if the
reputed heir is living like a commoner. However, such situations do not
prevent people from fighting for their “rights.”

A variation on this practice is that nobles sometimes dig around in
their family history to find hereditary justification for taking on a cer-
tain position. King Robert claims some hereditary right to the Iron
Throne, for example, but no one really believes he justifies his rule by
hereditary right. Such discovered justifications are used to excuse acts
of aggression or to bolster the security of a position taken by force. A
noble with such a claim might launch a legal case first, but such action
would merely be a part of demonstrating the “validity” of his right; he
would not expect to actually win unless he had stitched matters up with
the liege lord beforehand.
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Some positions are not hereditary. These posts include placements on
the small council and the posts of Warden. Many of them, particularly
the Wardens, are strongly associated with particular lordships and are ef-
fectively hereditary. Although the king must make the appointment, it
would be a brave, or foolish, monarch who made anyone other than a
Stark of Winterfell Warden of the North. Kings have more freedom in
appointing their small council and in accepting knights into the Kings-
guard.

BASTARDS

Bastards, children born to parents who are not properly wed, are com-

mon in Westeros. Whores, for example, frequently have bastard chil-
dren and may raise them in their own profession. Bastards do not have
a good reputation. Popular belief says the lust and lies leading to their
conception lives on in the child, making bastards naturally lecherous
and treacherous. The law reinforces this belief, forbidding bastards from
inheriting, or holding the status of septon. However, the Night’s Watch
does not discriminate against bastards, and some have even become
Lord Commander.

Among the smallfolk, bastardy is a private matter. Things are different
when the father of a bastard is a nobleman. Although bastards cannot
legally inherit, they can cause problems in a number of ways. First, the
bastard is the nobleman’s child, and in most cases, he had at least a certain
degree of affection for the mother. If the father feels some responsibility
towards the child, he acknowledges the bastard and pays at least some
attention to the child’s career. In this case, the child is given a name that

REGIONALNAMESIEORBASTARDS

REGION SURNAME
Dorne Sand
Dragonstone Wiaters
Iron Islands Pyke
North Snow
Reach Flowers
Riverlands Rivers
Stormlands Storm
Vale Stone
Westerlands Hill

depends on the region in which the father holds his lordship (see Re-
gional Names for Bastards sidebar) or on the region where the bastard is
born. Lord Eddard Stark has taken his bastard Jon Snow into Winterfell
and is raising him with his own children; such a situation is unusual. It’s
more common for the bastard to be found employment suitable to his
mother’s station, often some distance from the lord’s seat. King Robert is
rumored to have numerous bastards, but only those with noble mothers
are acknowledged, and the king has very little to do even with them.

Bastards can only be declared legitimate by the king. Such declara-
tion is rare, due both to the prejudice against bastards and to the con-
cerns of legitimate heirs over the potential sudden appearance of older
brothers. However, in some cases, it can be the best way to resolve po-
tentially nasty political crises caused by unexpected deaths or to ensure
that an important lordship is held by an ally. As a result, while rare, it is
certainly not unheard of.

PASTINES

The people of Westeros spend their time in many different and varied

ways, including the universals of social eating, drinking, and conversa-
tion. Children play improvised games and climb trees (or castles) just
as they do anywhere. Taverns and brothels do a good business, and
both are legal almost everywhere, if not regarded particularly highly.

The most common and important (acceptable and public) social pas-
times among the nobility are tourneys, hunts, and feasts. Training for
hunts and tourneys is as much pastime as work in many cases, but the
events themselves are more anticipated. Tourneys are probably the most
important, so much so that they have their own section (see Tourna-
ments on pages 25-26).

HUNTING

The hunt is very popular, most notably with King Robert. Two main
forms of hunting are practiced. In one, prey such as deer and wild boars
are pursued with the aid of hounds. The hunters may wield bows or
spears, but in any case, the hunt is dangerous. Wild boars are fully ca-
pable of killing even a skilled warrior and are very stubborn, and there is
always the risk of stray arrows from other members of the hunting party.
Hunting accidents are common enough that they are a popular form of




assassination; it is difficult to prove a hunting accident was not exactly
that. Women do not generally participate in this sort of hunt.

'The second form is falconry, in which trained birds of prey are loosed
at small game, such as rabbits. This form of hunting is popular with
women, as well as men, and is much less dangerous; even the largest
eagles are not capable of killing a human being in most cases, and only
smaller falcons are normally used. Still, it is quite possible to pick up
some nasty scratches or even lose an eye if you are unlucky.

FEASTS

Feasts are probably the least dangerous entertainment since poison-
ing—deliberate or accidental—is rare. Alcohol is an important com-
ponent, however, which means that drunken brawls are bound to oc-
cur. When the atmosphere is calmer, minstrels perform while lords and
ladies dance.

OTHER PASTINES

Many other more solitary pastimes are also popular. Most nobles are lit-
erate, having learned from their maester, and some do enjoy reading. In
most areas, however, a noble who likes his books overmuch is sometimes
regarded with some suspicion. Cywvasse, a board game similar to chess, is
also popular, and women and girls spend much of their time embroider-
ing, singing, and playing music. It is very rare for nobles to be completely
alone; servants and maids-in-waiting are usually present. The maids of the
daughters of important nobles are often of significant rank themselves
and become friends of their nominal mistresses, but maid-in-waiting is

also a suitable destination for a bastard of moderate rank.

SQEASTATUS

As should be very clear, the Seven Kingdoms are not an egalitarian soci-
ety. More to the point, a person’s status depends strongly on his parents’
status, in a very direct way. Someone who is a son of the Starks of Win-
terfell has a higher status than someone who is a son of a farmer, even if
they have achieved exactly equivalent deeds and both become members
of the Kingsguard. Indeed, even if the farmer’s son has achieved vastly
more on his way to the Kingsguard (which is very likely), the Stark still
has higher status.

Almost no inhabitants of the Seven Kingdoms even think to question
this ranking. Even the smallfolk think there is something unnatural about
those of smallfolk stock ruling. On the other hand, the barriers are not
absolute. Lord Stannis Baratheon’s so-called Onion Knight, Ser Davos,
was born among the smallfolk and was a smuggler before being knighted.
Although a knight, he is not well regarded by the “true” nobility.

QurcasTts

On the whole, being an outcast is not an inherited status. Rather, it is
earned by the commission of crimes, by desertion in war, or by unfortu-
nate political events. The wildlings beyond the Wall could be considered
outcasts, but they could also be considered to be outside the society of
the Seven Kingdoms.

Hubbard (order #4.
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Odutcasts are not defended by the law, and so they take their survival
into their own hands, which makes most of them into criminals.

SMALIFOIK €& APPRENTICES & NOUVICES
SkrsworDs & HepGE KNIGHTS €@ SQUIRES

This station is the level encompassing the vast majority of people in
Westeros. Although these groups are considered to be on a level, at-
titudes to them vary considerably.

The smallfolk are simply the ordinary people. They are generally be-
low the notice of the nobility as individuals, though in large groups, they
can be a worry. They are born into their position and are likely to die in
their position.

Apprentices, novices, and squires start out in respected careers that
may well see them reaching a higher status as they get older. Of course,
some people never get beyond the initial stages.

Sellswords would be outcasts, apart from the fact they are just a bit
too useful to the nobility; they are tolerated but nothing more than that.

Finally, hedge knights are knights who do not have the wealth and
status that is normally expected and lack a lord. Their status is the most
ambiguous of any in this group. As knights, they should be respected,
but they lack any power or influence to demand that respect.

SworN SworDs €@ HOUSEHOLD SERUANTS
LessFR MERCHANTS & ACOIYTE (YYAESTERS

The next level up again falls into different groups. Sworn swords are
knights or similar warriors who have sworn service to a lord but who do
not have a long-term commitment on either side. Household servants
are those who are physically close to the nobility. Social closeness is not
to be expected, but the nobility typically do know their names, and their
characters, and may have a degree of affection for a few.

Lesser merchants and acolyte maesters are on their way up through
non-noble careers. They have succeeded enough to deserve some re-
spect, but they are still, as yet, in the lower ranks of society. A merchant
might well finish his career here and only be a little disappointed; a
maester who dies an aged acolyte is likely bitter.

House RetaiNeR @ LanpeD KNIGHT
(N\ERCHANT & MAESTER & SEPTON

This rank is the first that commands general respect. A house retain-
er has a long-term, probably lifelong, commitment to a noble house,
whereas a landed knight has lands of his own, though not the title of
nobility. Merchants are respected for their wealth, and maesters are
looked up to for their learning. Septons draw on both their own charac-
ter and the backing of the Faith.

There is no shame for anyone in ending his career at this level;
indeed, only the exceptional or wellborn advance any higher. Simi-
larly, this level is the first at which friendship with a true member
of the nobility is at all likely. A maester who was friendly with Lord
Hoster Tully would be regarded as lucky, but the lord would not be
looked down upon for his friendship. Obviously, friendships between
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the nobility and those of lesser rank do happen, but they are rare and
not socially acceptable.

MEmBER OF A MiNor Housk
GREATER LANDED KNIGHT & GREATER (YYERCHANT

With the next level, we have entered the nobility. Members of minor
houses are undisputed nobles, even if their house is minor. Greater
landed knights are arguably not, strictly speaking, nobles, in that they
do not hold a heritable title, but as they hold heritable lands and the
power to knight their sons, this distinction is one that is rarely pressed.
Once a man has become a greater landed knight, he stands a very good
chance of being granted a minor noble title.

Greater merchants are on this level out of a mix of courtesy and neces-
sity. While still technically smallfolk, or at least clearly not noble, their
wealth and influence make them impossible to ignore. Wealthy tradition-
alist nobles treat greater merchants as lower than any true noble, while
penurious nobles usually treat them with a great deal of respect.

MEMBER OF A GREAT HOUSE © ARCHMAESTER
BrotreR OF THE KingsGuarRD €@ HiGH SEPTON

People at this exalted level draw great respect, at least in public, from ev-
eryone. Even a young child in a great house receives this level of rever-
ence. Archmaesters have earned it with their learning, the High Septon

with his piety, and the brothers of the Kingsguard with their martial
prowess. While there are degrees within this level as within all others,
there are few occasions on which they matter. This level of society is so
small that, among the people who have enough status to act on distinc-
tions, personal alliances and animosities take precedence.

MEMBER OF THE Rovar Famiry

The royal family is a step above the great houses in power and influ-
ence but not different in kind, at least not since the overthrow of the
Targaryens. Its members have a claim on the throne when the monarch
dies, or at least, in the case of the monarch’s consort, a claim to be regent.
At present, the royal family consists of King Robert Baratheon, his wife
Queen Cersei, and their three children, Joffrey, Myrcella, and Tommen.
King Robert’s brothers, Lords Stannis and Renly, are also members of the
royal family but largely in default of having another great house to belong
to; as King Robert has two sons, they have no claim on the throne.

King €@ QueeN

The reigning king or queen is different from the other nobles. He is the
font of honor and justice, able to make and unmake nobles with a stroke
of the pen, legitimize bastards, and command the execution of anyone
by any means.

In practice, of course, the king is constrained by political realities.
When the king was Aegon Targaryen, who had three dragons to back




up his commands, his actual power may have matched the rhetoric, but
that is not the case under King Robert. While no individual command
is likely to be countermanded, he could still lose his position to intrigue
if he were to offend the wrong people. Of course, as kings do not retire,

this loss of position would also involve his death.

GOODS

From the porridge of the peasant to the Valyrian greatsword Ice, the

goods of Westeros make the Seven Kingdoms work, and the work of the
Seven Kingdoms makes those goods. While the nobility can generally
hold themselves aloof from the details of commerce and manufacture,
they cannot remain completely untouched.

COMMERCE

"The economy of Westeros relies on commerce as much as any other com-

plex society, though its agricultural base is still strong enough that most
areas could survive a temporary cessation of all trade. While it is not a
land of merchants, the mercantile economy is still fairly sophisticated.

In the first place, most transactions in the Seven Kingdoms involve
cash. The coinage, minted primarily by the king, is tri-metallic, with
gold dragons, silver stags, and copper coins for minor purchases. Most
smallfolk never own a gold dragon, but only the most isolated never
even see one. A crannogman in the heart of the Neck might get through
his life without handling money, but everyone else deals with it at some
point. The coinage is generally reliable; the Targaryens never debased
it, and King Robert hasn't either, yet. There are still older coins around,
which are often less valuable than the current minting, as they weigh
less. Old and foreign coins can be changed by moneychangers, who take
a percentage of the value as their cut.

This is not to say that bartering is unheard of; it is common in rural
areas, up along the Wall, and between friends in towns and cities. A
stranger in a town had better have cash, however, and few smallfolk
would refuse cash payment.

Trade within the Seven Kingdoms is quite vigorous, as the products
of Dorne are very different from those of the North. However, long
distance trade is almost entirely in luxuries, as transport is very expen-
sive, not to mention dangerous. Transport by land is around ten times
as expensive as transport by water, which means that almost all goods
travel by river or coastal ship for at least part of their journey. Furs from
the North, silks and gems from the south, fine craft work from any-
where—these are the items that are gathered at great markets. Grain,
meat, and fish are also found there, but they have almost exclusively
come from nearby areas.

Farming smallfolk meet most of their basic needs from their land,
and they buy the remainder from traveling peddlers or at local mar-
kets. Few rural areas support permanent shops, though a busy road can
support an inn or two, and those inns may also sell necessary supplies.
Farmers can also sell their surplus crops at market, but taxes generally
leave them with little; most surplus is sold by the lords.

Towns and cities do support permanent shops, as well as market stalls
and wandering street traders. Prepared food is often sold by wandering

traders, who call out the merits of their wares, whether they are “Sweet
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Puddings!” or “Hot Pies!” Equally, there are taverns and inns, and shops
sell both ingredients and finished meals.

The cities are also home to the wealthier merchants. Some may deal
in large quantities of basic goods, such as grain or cloth, but virtually all
the wealthy ones also deal with luxury goods, which may be imported
from overseas. Some wealthy individuals and groups also indulge in
money lending, which can be very lucrative, if unpopular. The crown,
particularly under King Robert, is a common client—and one the mon-
eylenders cannot refuse. On one hand, the king will be able to repay the
loans, eventually. On the other hand is the possibility that he will simply
decide not to.

Most nobles keep commerce at arms’ length, at least. A noble fam-
ily gets its wealth from its land, whether through farming, forestry, or
mining. A few families who have fallen on hard times intermarry with
wealthy merchants, but this practice is usually frowned upon.

CLOTHING

Clothing is necessary across Westeros, though in some parts of Dorne

the reasons are merely cultural. While clothing styles vary, it is to less of
a degree than one might imagine, particularly among the nobility. What
does tend to change is the materials used; the weight of the clothes are
suited to the climate. In addition, smallfolk generally have to make do
with clothes made locally—something that does not restrict the nobil-
ity, of course.

Smallclothes are worn next to the skin, reducing the need for clean-
ing the outer clothes. For men, a loincloth or breeches and undershirt
are normal, while women wear undershirts and underskirts. The best
smallclothes are made of silk, but most people must make do with lin-
en. For some outfits, there are further layers between the smallclothes
and the outer layer, particularly for dresses for noble ladies. Whores
may forego smallclothes, but such omission is not done among re-
spectable folk.

The basic outfit for a man consists of a tunic and breeches or hose,
whereas a woman would wear a dress. A belt both keeps the cloth under
control and provides a place to hang pouches of money and food, and
shoes or boots, typically of leather, protect the feet. Shoes are normally
soft leather and are simply discarded when they wear out; boots are
tougher and much more expensive. A cloak and hat complete the basic
traveling outfit; both would normally be removed indoors.

THE BASICS

For the smallfolk, the basics are what they get to wear. Money, however,
opens up more options. Cloth can be dyed in many colors, some of
which are expensive, and it is not uncommon for members of noble
houses to include at least a reference to their house’s colors in their
clothing. Cloth can be costly; silks and satins are expensive choices,
but elaborate embroidery, or slightly cheaper, painted fabrics are also a
possibility. The richest garments, particularly for women, are decorated
with small jewels sewn on in elaborate patterns. Combining more than
one fabric in a single garment is popular, either by letting in a panel of
a contrasting color in the front of a gown, for example, or by lining the
garment in a contrasting cloth and cutting through the outer layer so
that it shows through. Fur is often used to trim garments, providing a
border round the edge. Such trim is particularly common on cloaks and
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cloak variants, such as mantles or kirtles. Some fur is not particularly ex-
pensive, but some kinds, such as sable, are. A cold-weather cloak might
be entirely made of fur.

Gowns for adult women are often designed with low necklines (to bare
the shoulders and draw attention to the breasts), tight tops, and long, full
skirts. Short skirts are essentially unheard of; an underskirt is not a loin-
cloth, which means that female clothing is just not practical for certain
activities, which in turn makes it socially acceptable for women to dress
somewhat like men in many contexts. Just how socially acceptable de-
pends on the activity; a woman wearing a tunic and breeches to help build
a house would have no problems, whereas one dressed like that to fight
would encounter more prejudice. Men, however, do not wear women’s
clothes unless they are desperate to conceal their identity.

TOOLS OF BATTLE

Arms and armor are owned mainly by the nobility of Westeros; the items

are expensive, and many nobles are unnerved at the idea of large numbers of
armed peasants. However, in most cases, it is not illegal for smallfolk to own
armor or weapons, and it would be a foolish man who traveled through the
countryside without either a weapon or armed guards of his own.

ARMS

The most admired weapon is the sword, the ideal weapon of a knight.
Swords are also the most expensive weapons, as it is difficult to forge
a good blade. Bad sword blades can be knocked out easily (sharpen
one side of a thin metal bar), and these may be distributed to levies in
an emergency. Castle-forged weapons, produced for the nobility, are of
high quality, generally better than those produced by smiths in the cit-
ies. Smallfolk are unlikely to get their hands on a castle-forged weapon.

The rarest and most desired swords are those forged in Old Valyria,
of Valyrian steel. The secrets of making them have been lost, though
a handful of smiths know the secret of re-forging them to make new
blades. There are perhaps a couple of hundred Valyrian steel swords in
Westeros, and all the known ones are held as heirlooms by noble houses.
In some cases the sword may be almost as famous as the person or house
holding it. These swords are stronger, lighter, and sharper than all others,
and the steel is typically dark, almost black.

Other weapons are also common. Almost everyone carries a knife or
dagger, as it is useful and practical in many circumstances. Spears and
mauls are relatively cheap to make and are, thus, popular weapons for
men-at-arms. A cheap spear can still be a good weapon; the same can-
not be said of a cheap sword.

ARMOR

There are various kinds of armor in common use. Shields are almost
universal, as they are both inexpensive and extremely useful. The most
basic shield is simply a few wooden boards joined together, and even
at that level, it can be remarkably effective. Nobles carry shields with
steel fittings, leather coverings, and elaborate designs, which make them
much more expensive, as well as slightly more effective.

The most effective—and expensive—armor is plate, which con-
sists of a number of shaped plates of steel fitted to the body, normally
worn over chain mail and padded leather. Even an unadorned suit of
plate armor is expensive, and the nobility often color it or add decora-

tions. The Kingsguard, for example, wear white plate armor, and other
nobles decorate their tournament armor with precious stones. Prince
Rhaegar’s armor was decorated with rubies, which were lost when he
was killed.

Those who cannot afford plate may wear the chain and leather that
goes underneath, and this coverage still provides good protection. It is
also possible to add a few pieces of plate; a plate helm, for example, is
common, as are breastplates and guards for the joints. Ring and scale
mail are also known but possibly less common.

Leather armor is worn by itself, particularly by scouts and levied
men-at-arms. While little better than nothing, it cannot stop an on-
target sword blow, whereas plate armor can.

FOoD & DRINK

Food and drink are much the same across Westeros, with the exception

of Dorne, where tastes are notably different. For the most part, the diet is
based on grains, such as wheat, maize, oats, or barley, with plenty of vege-
tables added in. Leeks, onions, turnips, peas, and spinach are all important.

For the small folk, meat and fish are an occasional delicacy, but the
nobility can expect them everyday. Beef, pork, and lamb are all common
meats, along with chicken, pheasant, partridge, and pigeon. Venison is
eaten after successful hunts, and the meat of wild boars may also be served.

Fish and seafood are an important part of the diet for people liv-
ing near water; fresh water fish are as important as salt. Trout, herring,
salmon, and lampreys are important fish, and clams, mussels, lobster,
and crabs are significant shellfish. Salted fish keeps well and can be
eaten far from the place it was caught, even up in the mountains.

Fruits, including apples, pears, plums, peaches, and oranges, are a
popular source of dessert, and honey is commonly used as a sweetener.
Nutmeg and cinnamon are among the spices used in desserts and wine.
Cheese is a fairly common part of the diet and comes in a range of
types, some white and some blue.

Most drinks are alcoholic, and beer is popular with the lower classes.
However, wine is the drink of the nobility, and it is said the best comes
from the Arbor. However, personal opinions differ, as some favor the
sweet summerwine, and others loathe it.

Dornish cuisine emphasizes spices, so their dishes can be quite difficult
for northerners to stomach. The Dornish also prefer drier and stronger
wines. Nevertheless, Dornish cuisine is not so different as to confuse visi-
tors, though they may swear oft eating anything that looks red.

DANGEROUS DINING

Food and drink are among the many hazards encountered in Weste-
ros; all it takes is a bit of spoiled meat or tainted grain to cause a dis-
tress of the stomach and bowels, or even worse food-borne illnesses.
People drink primarily wine and beer because water often carries a
cocktail of contagion, especially in urban areas, where the water is the
most tainted.

Among the higher classes, there is also the ever-present risk of poi-
sons placed in food or drink. The nobility often employ food-tasters
specifically because poison is a favored weapon of rivals and assassins,
relatively easy to administer, and difficult to trace. Many rare and deadly
toxins are known in Westeros, detailed on pages 130-134 of 4 Song of
Ice and Fire Roleplaying.




The history of Westeros has been glorious enough to give rise to songs,
stories, and legends, but that has not stopped maesters, minstrels, and
others from making up still more. There is not enough space here to
mention all of even the most famous.

STORIES & LEGENDS

The first group of legends are those concerning the Age of Heroes

and the Dawn Age. These stories involve kings who reigned for cen-
turies, knights who did great deeds of chivalry long before the creation
of knighthood, and monsters the like of which have never been seen
in Westeros. Understandably, many educated folk think these stories
are all made up, particularly as they were first written down by septons
thousands of years after the events they describe. Still, the possibility of
being grounded in truth cannot be ruled out in all cases.

'The second group, tales of the Long Night and the Others, are leg-
ends few truly believe but equally few would rule out entirely. The tales
of mysterious Others coming with the cold and dark from the North
to destroy all men, only to be defeated and pinned back behind the
Wall, sound a lot like the other legends of the Age of Heroes. Except,
of course, that the Wall is definitely there, and the Night’s Watch have
a warning signal to announce an attack by the Others. There are few
in the North, at least, willing to say there is nothing to these stories,
though few among nobles and the educated would confess to believ-
ing everything.

Next come the tales based on history. As might be expected, many
tales exist concerning the Targaryens—scions of fallen Valyria who con-
quered Westeros from the backs of dragons. All of the great houses also
have their own stories of the great deeds of their ancestors. These stories
often exist in multiple versions, which diverge the older the events re-
counted. Telling the wrong version in a Great Hall can be a fatal mis-
take. Examples would be the tales of Aemon the Dragonknight, or of
the Dance of Dragons.

Finally, some tales are almost contemporary. Robert Baratheon’s
taking of the throne is already a matter for story, as are the deeds of
Ser Barristan Selmy, head of the Kingsguard. These stories rarely have
vastly different versions, but anyone with common sense knows which
to avoid telling.

SONGS

Songs fall into two main groups, those based on tales and those that are

simply entertainment. The first group draws on all the tales mentioned
previously; a particularly famous example is 7he Rains of Castamere,
which tells of the vengeance of Lord Tywin Lannister on the Reynes, a
family of bannermen who defied him. More historically, the Dance of
Dragons is the subject of an elaborate cycle of ballads.

Entertaining songs include love songs, such as Two Hearts that Beat
as One, as well as more comedic and bawdy songs, such as 7be Bear, and

the Maiden Fuair. Some of these songs also have multiple versions, one
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for polite company and other versions for when the only ladies present
are for sale.

These tales and songs are told and sung across Westeros, so few are
completely ignorant of their contents. On the other hand, since most
people are illiterate, many regional variants exist, particularly for bawdy
songs. The best minstrels take pride in knowing all the relevant versions

and on creating their own songs and stories.

PANGUAGE

A single language, known as the Common Tongue, dominates Weste-
ros. Although there are minor variations from place to place, Dornish-
men can communicate with Northmen without difficulty. Other lan-
guages exist on the continent across the narrow sea. The most important
is High Valyrian, the language of the old Valyrian Freehold, spoken
now in the slave cities, but one can also find speakers of Braavosi (the
language of Braavos), Ghiscari (the language of old Ghis, which fell
to the Valyrian Freehold), and more. These tongues are rarely heard on
Westeros, outside the trading ports.

In the Far North, beyond the Wall, the giants and some of the
most remote wildlings have their own languages, but few in Westeros
believe that the wildlings have anything worth saying in their crude
tongue.

There is also the trade talk, which is not really a language. Rather, it is
a pidgin of the Common Tongue, High Valyrian, and other languages,
put together to allow traveling sailors and traders to communicate. It is
far easier to learn than any full language but is also limited in expres-
sion. While wholly adequate for haggling over the price of fish, it is not
a vehicle for poetry.

Almost all inhabitants of Westeros are religious in one way or another.
'The Faith, the worship of the Seven, is by far the most common religion,
but those who live in the North still revere the nameless and countless
gods of the First Men, lodged in their godswoods. Other faiths are of
minor importance in Westeros, though some are outposts of religions

that are very strong in other lands.

THE SEVEN

The religion that follows the Seven is so dominant in Westeros that it is

referred to simply as “the Faith.” It was brought over by the Andal in-
vaders, some of whom wore the seven-pointed star of their gods painted
or carved into their flesh.

The Seven are the Crone, the Smith, the Mother, the Father, the
Maiden, the Warrior, and the Stranger. The Crone, Mother, and Maiden
are female, the Smith, Father, and Warrior male, and the Stranger both
and neither. Each has a broadly defined area of concern, so the Crone
watches over wisdom and discernment, the Smith over creation—par-
ticularly through crafts of all sorts, the Mother over parental love, the
Father over rulership and justice, the Maiden over innocence, joy, and

youth, and the Warrior over valor and combat. The Stranger is con-
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cerned with death. While most people, nobles and smallfolk alike, treat
them as seven gods, the doctrine of the Faith is they are seven aspects
of a single god.

Worship takes place in a seven-walled building called a sept. Each
god is represented inside, and candles burn in front of the images, lit
by those who have prayed. The Stranger rarely has more than a hand-
ful of candles, while in times of war, the Mother and Warrior stand
behind rank upon rank of lights. The decoration of the sept depends on
the wealth of those who support it. A simple village sept might have
crude charcoal drawings of the gods on the walls, while the Grand Sept
of Baelor in King’s Landing has stained-glass windows, mosaics, fine
statues, and gilded surfaces. Private worship consists mainly in saying
prayers and lighting candles before the images. Public worship includes
devotional hymns and an address. The Seven also feature in many popu-
lar songs, which treat them with varying levels of respect.

The clergy of the Faith are known as septons if male and septas
if female. In some places, they live together in institutions known as
septries, but a poor village might rely on a wandering septon to come
and lead the services and hear confession every few weeks. Septons
and septas are celibate and are generally expected to also be chaste.
The distribution of virtue and vice is about the same among septons
as it is among all other people, so there are saints and villains among
them, but most are just people. Some education is necessary to be-
come a septon, and most of them are literate, some being great schol-
ars—most of the legends of the distant past of Westeros were written
down by septons. On the other hand, a village priest might only know
the necessary prayers, and being illiterate, know them only by heart.
However, this rote memorization is still more education than most
baseborn receive.

The Faith is led by the High Septon, who resides in the Grand Sept
of Baelor. The next rank below him are the Most Devout, who are re-
sponsible for electing a new High Septon when the current one dies.
On election, the High Septon renounces his name, which can make
history somewhat confusing. The election is largely free; even the king
can exert little more than subtle pressure. The Faith has strong enough
roots among the population and nobility that not even the royal family
can directly challenge it. Perhaps, fortunately, the militant branches of
the Faith were suppressed centuries ago by Maegor the Cruel, so it has
no warriors and must rely on moral authority alone.

There are a number of orders within the Faith. Among the most
visible are the begging brothers, who wear simple clothes and walk the
roads of Westeros, begging for their upkeep. The septons who live in
septries are known as Brown Brothers, and are somewhat apart from
the world, having taken special vows. However, the order about which
most stories circulate is the Silent Sisters. These women have sworn
vows to the Stranger and never speak. They are given charge over the
dead, and one of their duties is escorting the corpses of noblemen home

to their estates.

THE OLD GODS

The old gods are nameless and numberless; once, they held sway over

the whole of Westeros, as they were worshiped by the children of the
forest. When the First Men came, they first fought with the children
but then made peace and accepted their gods. The children of the forest




probably worshiped their gods in the groves of the forest, but the First
Men created godswoods, groves within their castles and villages where
the gods could be found.

The Andals brought the worship of the Seven, and the old gods re-
treated before them. The Faith never sought to eliminate the old gods,
however, and in some regions, they remain strong still. In particular, most
Northmen still worship the old gods, though small septs can be found in
large settlements. In contrast, while the Faith is far stronger in the south,
most castles still have a godswood, even if it is treated more as a garden
than a place of worship. Beyond the Wall, there are only the old gods, and
the Night’s Watch allows new men to say their words before either the
Seven or the old gods, making no distinction between them.

Worship of the old gods tends to be a private matter, even when a
number of people gather for it, but marriages can be contracted in a
godswood as well as in a sept. Knights, however, are purely a creation
of the Faith.

WEIRWOODS

Weirwoods are the great trees at the heart of a godswood. White-
barked, they are carved with faces that stand out red. It is said the old
gods look out of these faces and that the children of the forest could do
the same. Weirwoods also grow wild, and they are still treated as some-
what holy even when they are not carved. Sometimes, people claim the
face in the godswood weeps when tragedy is approaching, but few be-
lieve such stories.

Not all godswoods have a weirwood, but those without feel incom-
plete. A godswood may lose its weirwood to damage, and some, such
as the godswood in the Eyrie, are in places that make it impossible to
grow the tree.

THE DROWNED GOD
& THE STORM GOD

The Drowned God is the god of the ironmen, inhabitants of the Iron
Islands. A hard god, he is locked in a constant war with the Storm God,

a war that spills over to affect his worshipers. (If the Storm God has
any worshipers, they keep their affiliation secret.) The Drowned God
is a god of the sea and of raiding, and his priests bestow their blessings
by pouring salt water over the heads of their followers. All ironmen
are symbolically drowned at birth by being dipped in or anointed with
salt water, but rank in the faith is reserved for those who have actu-
ally drowned in seawater. This process requires immersion in salt water
until you lose consciousness and inhale seawater. Some men become
priests because they drowned and survived naturally, but it can also be
administered as a ritual. In this case, the priest holds the man under the
water and then pulls him out and resuscitates him before he actually
dies (usually). These men are known as drowned men, and while they
are not all priests, all priests must be drowned men.

MOTHER RHOYNE

Mother Rhoyne is the chief goddess of the orphans of the Green-

blood, in Dorne. She is a personification of their ancestral home, the

river Rhoyne, and is also known as Mother River. Her worship does

Hubbard
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not extend beyond the orphans, though most Dornishmen claim some
Rhoynish blood.

R'HLLOR, LORD OF LIGHT

R’hllor is an important god across the narrow sea, but he has yet to find
many inroads into Westeros, though the red priests are more numerous
in Dorne. He is a god of light and fire, and he is eternally struggling
with an unnamed, possibly nameless—or even unnameable—enemy,
who rules over darkness and cold. His priests are known as red priests
(red priestesses, if female) because of the red robes they wear, and his
rites center on flames. Most notably, fires are lit every day at dusk, as
part of a prayer to R’hllor that he brings the dawn.

The followers of R’hllor have a prophecy of a great warrior called
Azor Ahai, who will come to the world and tip the balance in the war
against the darkness. Azor Ahai will bear a sword of fire and bring drag-
ons to life. This prophecy is not widely known in Westeros but is com-
mon knowledge among the followers of R’hllor.

Many rumors say the red priests have magic powers, seeing the
future in the flames and wielding burning swords. Thoros of Myr is
probably the best-known red priest in Westeros, as he is a frequent
competitor at tourneys, wielding a burning sword. Some attribute
this to magic, others to alchemists’ fire and a constant supply of new
swords.

OTHER RELIGIONS

The world is full of gods and monsters, and their shrines and idols litter
cities and ruins alike. Along the coasts of Westeros, sailors erect small
shrines dedicated to strange gods, often cobbled together from misun-
derstood figures and beliefs encountered on their travels. Across the
narrow sea, the Drowned God, Storm God, the Faith, and the myriad of
other religions fade as peoples embrace their own gods. While the Lord
of Light commands a strong following throughout the Nine Free Cit-
ies, even his influence wanes once one passes the girdle of civilization
and enters the wilderness of ancient societies. When traveling abroad,
a person quickly learns to keep his pious devotion to himself lest he
offend others by his zeal or become offended when others mock his
beliefs as fantasy.

KNIGHEHO@ O

Knighthood is an honorable position, both martial and religious. It is

limited to men but not to noble men, as it is possible for the base-born
to become knights. A man becomes a knight on his merits, not by birth.
Knights are skilled at arms, courteous and honorable, clean and grace-
ful, elegant and enduring, and they are referred to with the title “Ser”
before their names.

That is the theory. The practice is, naturally, slightly different but
more in the sense that some knights fail to live up to the ideals than
in the sense that the whole institution is morally bankrupt. Of course,
some knights spectacularly fail to live up to the ideals, though even
Ser Gregor Clegane can claim to fulfill one of the ideals: he is a
mighty warrior.
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In reality, skill at arms is the most important aspect of knighthood.
All knights are at least competent in battle, and a nobleman with no
martial interest or ability would neither seek nor be granted knight-
hood. In principle, there is no dishonor for a noble not to become a
knight, though some families have fixed ideas about the sorts of sons
they should have. Martial ability is not, by itself, enough; sellswords
cannot become knights just for the asking.

The religious aspect is also of some importance. Although the cer-
emony of knighting can be very simple, it is intimately bound up with
the Faith, involving, at the very least, an invocation of the Seven. The
standard ceremony involves a night-long vigil in a sept—with the
knight normally dressed in simple clothes—before being dubbed by an-
other knight and anointed by a septon. Deep piety is not required, but
men who hold to other religions, in particular the worship of the old
gods, do not become knights.

However, a man of noble birth with skill at arms who is willing to
take part in the ceremonies of the Faith can become a knight if he
wants to. While any knight can dub a knight, it is prestigious to be
knighted by someone of high status, the most prestigious being the
king. A knight who granted the title to those who were obviously
unworthy would quickly become an object of ridicule and probably
a target for duels by knights who care about such things, so such
appointments are rare. If the candidate is of noble birth, the qualifi-
cations are primarily martial, but for base-born candidates, the stan-
dards are much stiffer. Indeed, a knight who grants that status to
someone who is not noble had better be sure the candidate will be a
fine addition to the ranks of chivalry. As a result, the lower a knight’s
birth, the more likely he is to act as a knight “should,” though there
are knights of impeccably noble lineage who also uphold its require-
ments. By most people’s reckoning, Prince Rhaegar Targaryen was
one such.

The other requirements of a knight are somewhat nebulous, but there
is agreement on the core principles. Knights should be brave and loyal
and not resort to trickery in battle. They should defend the weak and
innocent, particularly the young, and be respectful to all women. They
are courteous to all, possess cleanly manners, and fight mounted and
armored in metal. The sword and lance are the classic weapons of the
knight, but more flexibility is allowed here.

Some interpret the rest quite broadly as well. “Cleanliness” can
mean “a bath every year, whether I need it or not.” Loyalty, particularly
for hedge knights, may be a fleeting thing, lasting only until the out-
come of a battle is no longer in doubt. Trickery is a matter of opinion,
as one man’s trickery is another’s tactical masterstroke. The line be-
tween cowardice and discretion, or bravery and suicidal recklessness, is
also up for debate. The thing about the weak and innocent is that they
cannot actually do anything if you attack them, and a distressingly
large number of knights take advantage of that. Similarly, respect for

women often limits itself to noble women with knightly husbands,
fathers, or brothers.
Knights are consistently called “ser,” however.

HEDGE KNIGHTS

Hedge knights are the lowest level of chivalry. They are called such

because of their habit of sleeping under hedges, along with peddlers,
wandering minstrels, and the keepers of trained bears. Many other
knights feel hedge knights are little different from their traveling
companions. Many hedge knights feel the same but from a rather dif-
ferent perspective.

The key feature of a hedge knight is that he is poor, for a knight.
Almost all own a horse, a suit of metal armor (though it may be merely
chain, ring, or scale), and a sword. These possessions are enough to make
them rich by many standards. However, since they cannot sell these,
almost all of their wealth is tied up, leaving them little to spend on
such fripperies as food and lodging at an inn. Hence, the importance of
sleeping under hedges.

Thus, a hedge knight needs employment. Some seck employment
from passersby, offering to guard them as they cross a bridge. How-
ever, since the hedge knight is the only danger present, most people
regard this act as robbery, and other knights are likely to set out to
deal with the blemish on their honor. Other knights seek to reclaim
their rightful inheritance from the usurpers who have taken it. Such
an incident is often characterized as raiding and banditry, at least
until the hedge knight re-establishes his claim and, again, provokes
retaliation.

The most common form of employment for a hedge knight is em-
ployment by a nobleman who finds himself in need of an extra sword
or two for a short time. As soon as the hedge knight has outlived his
usefulness, he is sent on his way; this dismissal is what distinguishes
him from a sworn sword, who has at least some security. As a result,
most hedge knights wander a great deal.

While a hedge knight has low status, his position is far from hope-
less. If he has skill, virtue, and a good dose of luck, he stands a good
chance of turning into a sworn sword, retainer, or even a landed knight
at some point. The most dangerous hedge knights are those who have
held a higher position but lost it through incompetence or villainy.
They are unlikely to climb once more and often feel they have noth-
ing to lose.

HERALDRY

Heraldry is the practice of painted personal devices on shields and

flags, so a knight can be clearly identified. It is not regulated, so in

PERIE AT KING'S EANDING

The adventure in the SIFRP: A Game of Thrones Edition core rulebook, Peril at King’s Landing, provides a detailed look at a royal
tournament, including the various events and the kinds of intrigue that can go on there. The adventure also offers more detailed rules

for jousting and guidelines for other tournament competitions. Narrators interested in running stories based around tourneys should

take a look at it.
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principle, anyone can take any device as his own. However, practical
limits do exist.

First, the device must be easily recognizable in the heat of battle;
that is what heraldry is for, after all. This rule keeps arms simple, with
typically no more than three images on a simple background. It also
means that two knights cannot bear the same arms. There is no formal
mechanism for resolving conflicts, but they are rare; mistaken identity
on the field of battle could be deadly.

Second, most of the noble houses have their own designs, and vari-
ants of these designs are adopted only by members of the house. The
direwolf of the Starks, the trout of the Tullys, and the flower of the
Tyrells are all examples. Ser Loras, the Knight of Flowers, often bears
three flowers on his shield, for example. An outsider who dared to imi-
tate the heraldry of a great house without permission would most likely
be hunted down and persuaded of the error of his ways.

But beyond this, a knight can choose his own design—and change
it at will. A few knights combine the arms of their mother’s house with
those of their father’s. This combination generally happens when both
are from great houses, but it is rare, as it tends to make the arms com-
plex and difficult to recognize at a glance. Similarly, frequent changes
are rare, as others could lose track of what the knight’s arms were this
week. A knight’s arms normally refer to his house, an important event
in his life (Ser Davos’ arms bear an onion) or pun on his name. The
most common reason for a change is another great event. A knight
who slew a dragon—were any still alive—would be quite likely to put a
slain dragon on his arms; a live one would indicate affiliation with the
Targaryens and is less likely.

TOURNAMENTS

Tournaments are the most popular form of knightly entertainment.

They are, essentially, formalized battles that allow warriors to show off
their abilities. Beyond having consensual violence as a centerpiece, how-
ever, tournaments and true battles have very little in common.

All tournaments are held by a particular lord, who determines the
events, the qualifications for entry, and any prizes. King Robert likes
tournaments and is often very generous with the prizes, but he has a
tendency to leave little time for organization, which often makes them
less grandiose. The great tournament at Harrenhal was backed by the
king and organized well in advance, making it an event still remem-
bered decades later. At the other extreme, a minor lord might organize
a small tournament to celebrate his son’s nameday, inviting his neigh-
bors and offering nothing more than honor to the winners. Since many
knights enjoy competing in tournaments, such a reward would not nec-
essarily prevent them from attending.

Although most people, quite rightly, associate knights with tourna-
ments, one does not have to be a knight to participate. Thoros of Myr
is no knight (as a priest of the Lord of Light that would hardly be
possible), but he is a frequent competitor at tourneys. Even women can
participate, in theory, though that is extremely rare. Some tournaments,
particularly in the Arbor, are closed to all who are not knights, but their
restriction is still the exception rather than the rule.

The events at a tournament are martial but can take many forms.

The jousting list is extremely popular, and a tournament without one

is unusual. In this event, competitors pair up and charge each other on

Hubbard (



CHAPTER 2 WESTEROSICULTURE

horseback while armed with blunted lances. The aim is to unhorse the
other while retaining your own seat. Jousting is most often organized
as a knockout competition, but other forms are possible; a challenger
might have to defeat a series of champions, for example, or all competi-
tors might have to fight all others, one at a time.

Another popular form is the melee, which is essentially a battle
with blunted weapons in which you try not to kill anyone. Again, vari-
ous detailed forms are practiced. In some cases, the melee continues
until only one man is standing, and he is named the champion. In
others, the competitors divide into teams and must take a flag from
their opponents.

Both jousting and melee are dangerous, and accidental deaths are dis-
tressingly common. “Accidental” deaths are also suspected in many cases,
but they are nearly impossible to prove. The simple fact that hundreds
of people saw a knight batter his sister’s rapist to death does not prove it
wasn't merely a regrettable accident on the tournament field. People are
entitled to their suspicions, however, and they can lead to feuds.

Beyond those two events, almost any other martial competition is
possible. Archery contests are perhaps the next most popular, but single
combat, ship (or at least boat) combat, and mock sieges and assaults on
temporary castles are also performed.

Most competitors at a tourney stay in pavilions, round tents with a
shield bearing the knight’s arms outside. These pavilions are as spec-
tacular as the owner can afford, in most cases, as they are an acceptable
way to display wealth. Even kings often stay in a pavilion during a tour-
nament; it is the traditional thing to do.

Tournaments are grand social events where the victor in the lists or
the melee has a substantial advantage in his socializing. Some formalize
that idea, allowing the winner to anoint a Queen of Love and Beauty,
or similar. A few have noticed that doing so tends to have complicated
consequences if the winner gives the rank to anyone other than his wife
or betrothed. But such consequences do not stop men flushed with suc-
cess from choosing the most beautiful woman present, no matter who

she may be.

@A%ENSTERS Q)¢

The maesters of the Citadel are the scholars of Westeros. All men,
they are trained in the Citadel in Oldtown, where they are led by
the archmaesters. Maesters wear chains about their necks, as remind-
ers of their vows to serve, with every link made of a different metal.
Each link represents mastery of a different field of learning; gold is
money and accounts, iron is ravenry, steel is warcraft, and so on. Most
maesters are found in castles, serving the current lord, whoever he
may be, and their loyalties belong to their role rather than particular
individuals.

No formal entry requirements exist for study at the Citadel, apart
from being male. Study, however, takes years; most novices forge one
link of their chain in a year, with some taking five times as long, and
even the most exceptional may only manage three in one year. The
Citadel does not pay its students, so only those with some form of
support can study. In practice, this limits maesters to the sons of the

nobility and wealthy commoners. Still, the absence of formal entry

requirements is not mere rhetoric; a son of the smallfolk can become
archmaester and face no prejudice, though his chances of being elect-
ed Grand Maester are slender at best. The archmaesters claim to look
only to ability when appointing the Grand Maester, and it could be
legitimately argued that noble blood is an important talent when you
must negotiate with the king.

Maesters take vows when they complete their initial studies, re-
nouncing their house name (if any) and swearing to celibacy. This vow
is supposed to demonstrate their independence and dedication. Most
maesters continue studying and forging links for their chain throughout
their lives; the chain of an archmaester typically has dozens of links,
forged of every conceivable metal.

'The archmaesters are the acknowledged masters of one field of study.
They are granted rooms in the Citadel, as well as a mask and rod made
of the same metal as the appropriate link in their maester’s chain. Arch-
maesters hold their posts until death or retirement, in most cases, and
meet in Conclave to determine when the seasons have changed, and to
select a new Grand Maester.

Among the many fields of study pursued by the maesters, a few stand
out. By far the most important is healing, represented by a silver link.
Rare is the maester who does not forge this link.

Second in significance is ravenry, represented by a link of black iron.
This skill refers to the breeding, raising, and training of ravens to deliver
messages. While ravens are sometimes shot by hunters, they are by far
the fastest means of communication in Westeros, and a maester without
this link would find it difficult to find employment in most castles. Most
ravens are black, of course, but the Citadel also breeds white ravens.
These are used only to announce the coming of winter.

A third link of special significance is the link of grey Valyrian steel,
which represents the study of sorcery. This link is uncommon; indeed,
fewer than one maester in a hundred forges it. This rarity is for the very
good reason that sorcery does not appear to work. The maesters believe
it once did, in the days of High Valyria, but that fire has gone from the
world. Part of the initiation of a new maester involves a night in a sealed
room with a Valyrian candle of obsidian. He can have light if he can
light the candle; sorcery says it should be possible. Of course, he cannot,
and the ceremony teaches him about the limits of knowledge and the
need for humility in the face of the world.

(\EDICINES

The maesters who study healing learn a lot about medicines and how

to help them to do their work. Westeros is short of medicines that ac-
tually cure illnesses, but a number are effective in relieving symptoms,
allowing the patient to heal. Most notable are the medicines for pain:
dreamwine and the stronger milk of the poppy. Both cause sleepiness,
and both can be dangerous in large quantities or if taken repeatedly.
Chewing willow bark also has some effect, and while it is weaker, it is
also less dangerous.

Wounds are often cleaned with boiling wine or treated with Myrish
fire or firemilk, both of which burn on contact. Maggots may be used if
a wound is going rotten, as the maggots eat out the rotten parts. Mae-
sters also learn to stitch wounds closed and can use poultices containing
mustard seeds, nettles, and bread mould to prevent infection. Leeches

are also used to drain bad blood that builds up in wounds.



‘While there are still wounds and diseases maesters cannot handle, a
nobleman with access to a competent maester could survive something
as traumatic as having his hand amputated. It is this ability with healing
that gets the maesters most of their respect.

POISONS

The opposite side of the ability to heal is the ability to harm, and many
maesters know a good deal about poisons. This knowledge has legiti-

mate uses; it is hard to treat a poison you do not recognize. On the
other hand, the possibility of misusing the knowledge is never far from
people’s minds.

Common poisons include nightshade and powdered greycap, derived
from a plant and a toadstool, respectively. Animal and insect venoms,
such as basilisk and manticore venom, are also known, if harder to gath-
er. Manticore venom is particularly vicious and can be treated to make
it work slower, making its victim die in slow agony.

Rare poisons include the strangler, made from a plant found only in
the Jade Sea. It kills by closing the windpipe, suffocating the victim. It
is a poison with which to kill a king, and kings know that, one reason
for food-tasters. The tears of Lys is odorless and colorless, and kills by
attacking the stomach and bowels.

There are also ambiguous poisons. Moon tea aborts pregnancies,
which makes some maesters reluctant to call it a medicine. Sweetsleep
brings deep sleep in small doses, but larger ones kill. Indeed, large
enough doses of most medicines kill; the problem with sweetsleep is
that the fatal dose is still quite small. A maester must be very careful
when administering it.

As noted on page 20, poisons are commonly administered to victims
in food or drink, which also serve to mask their taste and odor. Noble
kitchens are often guarded because of this, and food tasters employed
to protect their masters’ lives with their own. Even still, clever poison-
ers manage to slip past the safeguards from time to time, and at least as
many nobles deaths are caused by a poisoned cup or dish as a bloodied
blade, if not more so.

ILLNESS

Westeros is not free of disease; although, thankfully, nothing on the

scale of the Great Spring Sickness has come about for many years. The
Great Spring Sickness killed about a third of the population in many
cities and struck so quickly that a man who woke up healthy could be
dead by nightfall.

A wide range of minor colds, fevers, and fluxes are rarely deadly or

even seriously debilitating. The bloody flux can kill, however. Whores

CHAPRTER: 2°] WESTEROS! CULTURE

often carry unpleasant poxes, and the sufferers rarely find much sympa-
thy. Fortunately, most are minor—if not embarrassing.

A number of diseases are primarily of childhood. Redspots is com-
mon, but it never kills anyone under the age of ten, and once you have
had it, you are immune. But adults who did not contract it in child-
hood remain at risk of infection. Greyscale is rarely fatal to children, but
nearly always fatal to adults. It makes the skin grey and hard as stone
and often disfigures survivors.

Other diseases stay with the sufferer for a lifetime. The shaking sick-
ness, for example, causes fits of uncontrollable shaking, particularly
when the sufferer is stressed or emotional. These fits can be fatal if pre-
cautions are not taken.

Still, while disease is widespread, nobles are far more likely to die at
the hands of other people than by some common malady. The maesters
are quite adept when facing plagues but can do little once an assassin
has strangled someone in his bed.
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CHAPTER 3/ KING'S LANDING

King’s Landing is the heart of the Seven Kingdoms. It was built on

the spot Aegon the Conqueror first set foot in Westeros, when he
started the War of Conquest, and it’s been the center of military,
economic, and political power ever since. From its founding over
three hundred years ago, King’s Landing grew to be the largest city
in the kingdom, with a burgeoning population reaching upwards of
half a million.

Being the center of attention for all of Westeros and the center of
trade for the rest of the world, it’s no wonder the city occupies such a
place of prominence. All roads lead to King’s Landing, and its streets
are filled with bakers and smiths, thieves and whores, sellswords and
knights, strange foreigners from the Free Cities, and simple farmers
from the farthest reaches of the Seven Kingdoms. Almost anything
can be found here. All of which makes it a dangerous and intriguing
place to explore.

For a city of its size and significance to the Seven Kingdoms, King’s
Landing is young, at least compared to the great Free Cities, beyond
the narrow sea, and Oldtown, deep in the Reach. Indeed, King’s
Landing is but a paltry three centuries old and traces its origins to
a time of blood and conquest, when Aegon the Conqueror and his
sisters first set foot on Westeros and began their campaign to crush
the Andal kings and construct a new empire from the ashes of old
Valyria.

Before the coming of Aegon, the lands on which King’s Landing
now stands were forested hills, a quiet region populated by simple
fisherfolk who pulled fish from the depths of the Blackwater Rush.

Three hundred years ago, (atelyn knew, those heights bad been covered with forest, and only
a handful of fisherfolk had lived on the north shore of the Blackwater Rush where that
deep, swift river flowed into the sea. T hen Aegon the (onqueror had sailed from Dragon-
stone. It was here that bis army bad put ashore, and there on the highest hill that be build

his first crude redoubt of wood and earth.

—CATELYN STARK, UPON SEEING KING's LANDING

Brvce Hubbard (order #1952981)




It all changed when the Targaryens came, for they selected this site
to be the place where they would mount their invasion. From the an-
cient trees, the Targaryen host raised a crude redoubt of wood. From
the hills, they built the ramparts and reinforced the crude shelter for
their legions. And as the Targaryens gained victory after victory, fill-
ing their coffers with the spoils and tributes from defeated lords, the
fortress grew, taking the shape of a proper city. When the victory over
the lords of Westeros was complete, Aegon settled in King’s Landing
and named it the seat of his power. He had the swords of his defeated
enemies melted down and fused together to form the Iron Throne, the
symbol of the Targaryen dynasty and the perilous seat held by all the
kings who would follow.

After Aegon, King’s Landing continued to grow. His successors
built upon the works of those who came before, replacing walls of earth
with walls of stone. Castles and fortresses appeared in the heart of the
city, and smallfolk gathered in the shadows of these mighty structures
to gain the protection of their kings. Baelor the Blessed raised up the
Great Sept, and the city came to look as it does today. Not all the years
have been kind to King’s Landing, for nearly a century ago, the Great
Spring Sickness laid claim to the city, wiping out much of the popula-
tion. King’s Landing suffered from extensive fires, and nearly the whole
of the community was ashes. In the years that followed, the city recov-
ered and grew stronger than ever before.

King’s Landing may be the seat of Robert Baratheon’s power, the heart
and soul of the shifting tapestry of politics and conflict, but at heart,
it is still a city—one that has grown up in starts and stops to assume
its current shape. Tales of the city spread to every corner of the Seven
Kingdoms, growing wilder and more fantastic the farther one travels,
but nearing the capital, its splendor swiftly diminishes as the harsh re-
alities of people, filth, and squalor come into view.

The city is a sprawling metropolis, covering the shores of Blackwater
Bay for as far as the eye can see and extending inland along the Black-
water Rush for several miles. Steep stone walls contain an eclectic mix of
storehouses, merchant stalls, inns, granaries, and arbors, all jumbled to-
gether to create a strange blend of the old and new. So crowded is King’s
Landing that it spills over the walls and through the gates, crowding the
roads leading from this port to the interior of the Seven Kingdoms for
leagues before fading completely into the wilderness. Ships crowd the
docks throughout the year, and a din of voices, of laughter and tears, the
clash of blades, and the hum of commerce sounds day and night. But as
a massive city, it is dirty and stinks of sewage, smoke, and the press of
people; those accustomed to the capital swear they can scent the smell

of treachery wafting up from its very streets.

GATES

Those who would visit the city must pass beneath one of the city’s seven

gates. Each has its own personality and atmosphere, absorbing some-
thing of the city to which they grant access. In times of trouble, the City
Wiatch can close and bar the gates, but in these peaceful years, most of
the gates remain open day or night.

Hubbard
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RIVER GATE (MUD GATE)

Of the gates, the River Gate, or Mud Gate, is the busiest. The River
Gate opens onto the Blackwater Rush to the southeast and sees regular
traffic at all times, as a large number of people use it everyday to do
their business. Anyone looking to go to or from the docks for any reason
uses it, from the fish-sellers and merchants, to laborers and members of

noble families who have come to King’s Landing by ship.
KING'S GATE

This gate lets out onto the land along the riverfront to the south. An
open area, the kings have regularly used these lands to hold festivals,
tournaments, and the like.

LION GATE

The Lion Gate stands to the south of the city, granting access to roads
leading into the interior via the goldroad. It’s possible this gate takes
its name from House Lannister and their long association to the Iron

Throne, though whether or not this is true, few can say.

GATE OF THE GODS

This gate takes it