


mwd_‘mvm E«::W\K/ —um&um%& \mﬂ :mﬁtog EBOCM uﬁt JoO m@HOA:

e ", . 3 . # , . : ‘. ;
g3 ‘ | T _ ity o s B ..

\ g
A .‘.M.M#\”.f. . , .
, 4 i RN
: ! &

5 P
..ﬂﬁxhﬁ A




Scanned by Ivan Krenyenko Decados for the one and only rpg hub
rpgbookz.dyndns.org the Rpg Bookz ‘ n’ Scanz.

Bill Bridges, Jackie Cassada, Sam Chupp,
James Estes, Andrew Greenberg,
Rustin Quaide, Nicky Rea




Credits

“Lords of the Known Worlds” Revised Edition

Written by: Bill Bridges, Jackie Cassada, Sam Chupp, James Estes, Andrew Greenberg, Rustin Quaide, Nicky Rea
Additional material on House al-Malik: Phil Brucato and Samuel Inabinet

Developed and typeset by: Bill Bridges

Edited by: Jennifer Hartshorn

Art directed by: John Bridges

Art by: John Bridges, Mark Jackson, Brian LeBlanc, Larry MacDougall, John Poreda, Alex Sheikman, Ron Spencer
Title page art by: Rival Productions (for the Emperor of the Fading Suns computer game)

Cover art by: John Bridges

Interior cover art (original cover) by: Michael William Kaluta

Pilgrims:

Would'st thou become kings among men? Look to your breeding first! The Pancreator has wisely seperated the escola
seeds from the husks, the pure from the base. Look instead to your fields, to your own harvests, that you might better
reap the bounty of your own souls. Nay, sully not yourselves with the ways of man and power. Such a curse is not for
you, happy in your ignorance. Let the cursed bear such burdens and reap as their rewards the wealth of the world. You
humble have the wealth of the Empyrean coming to you. And yet still you envy those condemned to their worldly
palaces, prisons of the soul.

Visit Holistic Design’s web site at:
Hal-'ﬁﬂq www.holistic-design.com

Holistic Design Inc.
5295 Hwy 78 D337

Stone Mountain, GA 30087

©2000 by Holistic Design Inc. All rights reserved. Reproduction without written permision of the publisher is expressly
denied, except for the purpose of reviews. Fading Suns, Lords & Priests, and Lords of the Known Worlds are trademarks
and copyrights of Holistic Design Inc.

The mention of or reference to any companies or products in these pages is not a challenge to the trademarks or copy-
rights concerned.

Printed in the US of A

/: Lords of the Known Worlds




Contents

Alustro’s Journal: On Meeting a Noble
Introduction

Risen by Pride: House Hawkwood

Den of Vipers: House Decados

For Honor and Glory: the Hazat

Pillar of Faith: House Li Halan
Intangible Mountain: House al-Malik
Yearning to Rise: Minor Houses

Exiles Among Their Kind: Alien Lords
Appendix: Lordly Duties & Dueling

12
30
50
68
88

102
124
136

Contents






Alustro’s Journal:

On Meeting a Noble

Nobles are most perplexing. My time in Lady Erian Li
Halan’s service has taught me that, but offered little in-
sight otherwise.l have not the upbringing to fathom their
thoughts, and thus their deeds remain largely unpredict-
able to me. | live by the guidelines of the Prophet, with
compassion before all. They have other... priorities. 1 say this
not to diminish them. How can one such as |, a novitiate
inasmall and ill-famed order, through word or deed ever
tarnish those of noble blood? If, as some say, they were born
totheir high peak by the Pancreators will, then the words
of those below them can mean little, even those words
blessed to reach them past the furious winds which blow
at such heights.

No, I in no way infer a political statement behind my
musings. | simply wonder at times. If but a few nobles
could put aside their obsessive duties and place the well
being of their charges first in their hearts, then perhaps
the darkness which devours the suns would not seem so
cold to those who suffer in its dimming light.

Perhaps | had best give example before my confusing
thoughts yield heresy.

| had returned with Erian and her entourage to Vera
Cruz after our harrowing expedition to the barbarian
world of Kurga, of which I will say no more here. We were
forced to abandon our starship for fear that it would lead
the Inquisitors to us. We set out on beastback to hide our-
selves in the remote mountains for a time, hoping the In-
quisitors would turn their hunt to another world, figur-

ing we had moved on. With minimal supplies, we left the
last settlement listed on our maps and went to the wil-
derness.

We soon found that the maps were wrong. Drawn up
and made available by noble decree, they omitted what
the nobility hid in shame.

Twodaysinto our journey, with nosign of any village
or even a manor house, we came upon a field of peasant
workers. | know they saw us, but they nonetheless pre-
tended they had not. We could hear a commotion up the
road, concealed around a bend. By the furtive glances the

peasants gave this area, | knew it was the source of their
fear.

We rounded the corner and saw a cruel scene. A man
was on the ground, writhing in the mud and grunting in
pain, suffering the terrible lashes of a whip, which was
thrashed wildly by a stripling in noble garb.

[ acted without thinking and only later realized how
foolish it was. My compassion got the better of me, but |
endangered my Lady with it. Without even considering
that the victim of such torture might be a criminal who
deserved this treatment, | jumped off my horse and ran
to him. 1 grasped the long tail of the whipas it was drawn
back before it could strike again, and yelled in anger at the
startled boy who held it.

His eyes widened in shock but he quickly recovered,
snarled at me, and sent me reeling with a backhand. 1
flopped into the mud alongside the whipping victim,and
immediately felt the lash myself. Oh, | will never under-
stand how the man beside me withstood 10 lashings let
alone one without crying like a babe from the sheer pain
of it.1 could not withstand the one lash, and did cry out.

There did not come another. When 1 opened my teary
eyes, the noble boy was lying in the mud before me, un-
horsed himself. Beyond him stood Erian, sword drawn.

“Get up, boy,” she said. “If you would dare to strike a
member of my entourage — a priest, for Prophet’s sake —
then you would surely be bold enough to settle the mat-
ter properly. Draw your blade!"

The boy scowled at her with a most ugly expression.
Indeed, he looked the most ill-bred of any noble I have
yet seen. But he certainly had reflexes, for he was up with
sword drawn in a second, with his steel aimed straight for
Erian’s throat.

She casually tapped the thrust aside and flicked her
blade at his wrist,drawing a thin line of blood. He scowled
deepened, if it can be imagined, and began a hail of blows,
all easily parried by my Lady.

looked to Cardanzo, Erian’s bodyguard, who had not
even dismounted. He sat on his horse smirking. | knew
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Erian was in no danger. Few men can size up an opponent
as quickly as Cardanzo, and if he saw no danger for our
Lady, then there was none.

I picked myself up and bent down to attend to the
poor wretch 1 had attempted to save from misery. The
clang of swords continued behind me as | examined the
man. The lashes had cut deep in some areas, now splat-
tered with mud. He would need washing and a bed to
properly heal.

| turned to watch the duel in time to see it end. Erian,
finally tired of toying with the boy,disarmed him and sent
his blade flying into the field. A few peasants ran from the
spot at which it landed, afraid to be near it. The boy was
panting and exhausted, but his anger seethed from him,
hot enough to warm a small hut on a cold winter’s night.

“Admit your defeat, boy,” Erian said. “Or fetch your
blade for more.”

The boy growled and ran to his sword. He was soon
back, hacking furiously at Erian, who was actually sur-
prised and somewhat angry now herself.

Anger is the great undoer. He pushes us to precipices
we would rather not fall from.

Erian struck out and sliced the boy’s forearm, not
enough to cripple, but enough to end his days as a duelist
for a long time. As he fell to the ground screaming and
clutching his wounded arm, horse’s hooves sounded
loudly on the road ahead. In moments, a horse rounded
the bend and stopped short, kicking mud up into the air.

A wild, blacktressed demoness leapt from the mount
and marched toward the boy. Never have | seen such an
impressive lady or such a seething anger. But I could not
tell at whom it was directed — the boy or us?

She said nothing but I could tell by the way the boy’s
eves beseeched her that she was his mother. She looked at
the wound in contempt and then turned her attention
to Erian.
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“You have wounded my son, lady,” she said. "Are you
prepared to stand trial for restitution?”

“I'll do no such thing," Erian cried. “1 had just right to
challenge your boy. You'd know that for sure, but then,
you're the one who raised him to strike priests!”

“I raised him no such way!" the lady yelled. “Defend
your actions then!” She drew sword and waited for Erian.

[ could not believe this. I had thought the matter
swiftly ended, but here was yet another noble seeking yet
another duel. And Erian, without a moment’s hesitation,
gave it to her.

Their swords flashed in the light of the coming sun-
set as they paced about each other, each seeking the other’s
measure. | looked to Cardanzo to see that he had left his
mount and now watched the battle intently. By the way
his eyes never wavered from the blades, | knew that Erian
had perhaps met her match. All because I had foolishly
acted, creating a chain of events which inevitably led to
this, vendetta upon vendetta.

Fear gripped my heart, for | knew that my Ladys en-
ergy shield was inoperative, for our fusion batteries had
longsince run out. 1 could not allow this!I cried out: “Hold
your sword! My lady is at a disadvantage — I can see that
you have an energy shield while she does not!"

“Still your tongue, Alustro!” Erian yelled.

But her opponent stepped back and dropped her
blade. “Good priest, | thank you. | would not have it be
said that my accouterments won a battle rather than my
hand. I remove my shield.” She unhooked an elaborate
brooch which she wore on her cloak, and placed it in her
saddlebags. “Now, have at you!” she yelled and engaged
Erian.

| prayed for my Lady, using no theurgy or rite which
was unseemly toa duel, but with the simple means of faith
instead.If she wasin the right, surely the Pancreator would
grant her victory. | winced as the first full strike hit steel,




sending a clang echoing across the field. The peasants had
all stopped their work and were staring gape-jawed at the
fight.

Swords moved so swiftly I could not mark the battle.
Parry became riposte, becoming feint and then slash,
punctuated by moments of supernal stillness, then bro-
ken once again by flashing blades. Both combatants were
nicked and bloody, but with no major wounds on either
side.

But as the sun moved closer to the horizon and the
sky grew red, the mysterious lady’s face grew softer, and
her grim expression slowly became a smile, which rose to
her eyes. Then, she drew back and raised her sword for
truce.

“You fight well, lady,” she said. “We are both tired and
have not yet got the full measure of the other. What say
we call a truce and end this duel?”

“laccept your terms,” Erian, panting, replied. “You fight
most well indeed. It would seem we are both the match
for the other. | doubt that even another hour of dueling
would decide the outcome.”

The swordswoman laughed. “True. True, indeed. It is
rare to meet such an accomplished and honorable noble
in these parts. Would you return with me to my manor
and be my guest? | am most curious about you now, and
would be offended were you to refuse.”

How odd!She had wanted to soundly thrash my lady
moments before. Now, her rage was turned to... affection?
The offer seemed to be most genuine, with no hint of guile
behindit,and I am glad my Lady accepted it, for we had as
yet no place to stay for the night.

But our hosts boy was not happy about the offer. He
scowled at his mother, climbed on his mount, and rode
off down the road. | was surprised to see that she cared
little about his actions, even rolling her eyes as if to sug-
gest to us that the boy was overly dramatic in his actions.
Most perplexing, indeed.

The manor was but a mile up the road. Not the rich-
est lodging we had seen, but it was most comfortable. The
lady had even graciously helped me to place the wounded
peasant on my mount and offered her chuirgeon to aid
him. Thus, | joined our entourage at supper a bit late, as |
took it upon myself to ensure that the wounded man was
put tobed well. Asl entered the dining room, | was greeted
with laughter and joy. Our hostess was listening to some
of Erians tales of our lighter adventures, and she seemed
fully caught up in the humor of them. A most remark-
able change from earlier.

‘Ah, Alustro,” Erian said as I sat down, “Is all well with
your charge?”

“Yes, my Lady,” | replied. “He will do fine. His wounds

will heal aright.” Our host’s face darkened somewhat as |
said this, not out of anger, but shame.

“Our gracious host, Baroness Shariza Hazat de Laguna,
has explained the incident to us,” Erian said.

“But 1 owe an explanation to the priest, also,” the bar-
oness said. “My son learned only the ways of cruelty from
my husband. He knows not how to treat the serfs in a
manner befitting the Pancreator’s creations. Had you not
already intervened, and had it not been a matter of fam-
ily honor to defend him before strangers, | would have
lashed him with his own whip. Of all the misery my dis-
honored husband left me, he is the worst.”

“L..1am sorry, baroness,” | stammered.

“Why? It is not your doing. No, my husband chose to
betray his liege during the wars, and in return his widow
is given only the least of his manors on the least — and
now last — of his lands, a prisoner far from society where
she can no longer harm his reputation.”

It seemed to me that her exile perhaps had less to do
with her husband than with her own outspoken man-
ner. She seemed a great lady, but in the fashion of many
nobles, greatness leads to great enemies. Indeed, as the
night went on, we talked long about our exploits and lis-
tened intently to hers. She and Erian had built a bond of
sorts on the field which only grew tighter as time passed.
They had so much in common, both wronged by their
royal connections.

We stayed at the Baroness Shariza Hazat de Laguna’s
manor for a week. During that time, Erian cemented a
friendship it seems will last a lifetime. Rarely were those
two apart, talking always about noble affairs and how to
overturn their bad fortunes. By the end of our stay, we
knew we had an ally for whenever we needed it. | don't
think Erian wanted to leave when we did, for the baron-
ess was the first compatriot she had meet since her exile.
But the vision afforded by the Gargoyle of Nowhere drove
us on.

The whole affair was most perplexing, even if it did
have good outcome. How can the shattering sound of steel
upon steel lead to such a true friendship? Most people
make their friends in more civil ways, but it seems that
nobles must first ascertain the power of another before
they can be unguarded before them. Is this any basis for
true human companionship?

Perhapsits the truest and most enduring basis. [ hope
not. It would be a crueler world than I imagine if all hu-
man interaction was reduced to hierarchies of power. But
then again, there is surely evil out to thwart all good
people. Perhaps only in the heat of such passion, tested
where there is little chance for guile, can we truly come to
know another.
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Introduction:

The Noble Estate

It is said that there are four “estates” of power within
the Known Worlds: the nobility, the Universal Church, the
Merchant League, and the Emperor. Of these, the most
ubiquitous, resourceful, enduring and cunning is that of
the nobility. Like it or not, nobles hold the reins of power,
foreven the Emperor comes from their ranksand may one
day be deposed by them.

Their own press speaks highly of their magnanimity,
but their detractors constantly grumble about oppression
and revolt. The topic of royal reform isan ongoing debate
in the Known Worlds. Most believe that reform can only
come from within — from the nobles themselves. To over-
throw the nobles from the outside (from the people) may
notend the estate in the future, so tenacious hasit proven
in the past. The Second Republic failed to abolish the in-
stitution — nobles remained through guile and popular-
ity. Stripped of actual power, they remained as symbols,
appreciated and sometimes adored by the populace much
like British royalty or the American Kennedy family in
the late 20th century.

Indeed, there seems to be a need in the human psyche
for a “family of families.” But is this an innate characteris-
tic or simply a historical accident? What is the nature of
noble power and endurance? Can the many actually rule
the many, or does it eventually come down to a few rul-
ing over all?

Many claim that humanity is too disparate to be ruled
by democratic interests, labeled as the rule of mediocrity
by critics. Perhaps the unity provided by blood — the un-
deniable physical fact, represented by the symbol of the
royal family — is required to bring humans together. Even
if arevolutionary gains political power,can he successfully
relinquish it to the people without a concurrent societal
revolution as well? Until humans get nobles out of their
psyches, the lords won't leave their towers. Power seems to
coalesce into oligarchies and cabals.

The estate of the nobility, when considered
galactically, is an oligarchy — rule by a few, made up of lo-
caldictatorships. The estate of the Emperor, however, radi-

cally changes this concept, putting one person overall. The
regent was a mere puppet, an empty symbol — but an ac-
tual Emperor is something that resonates in the depths
of consciousness, reaching to the very roots of our con-
cepts of power and leadership.

Even the Church has borrowed noble forms of rule,
as has the League. But there is more room for meritocracy
in both of these factions, for among the nobility, merit-
based promotion is rarely extended outside the bloodline,

Regardless of debate, the nobles of the Known Worlds
are a reality, and characters must deal with them —
whether because they themselves are noble, are members
of anoble entourage, or are themselves oppressed by their
noble lords.

How to Become a Noble

The most obvious method of joining the noble estate
is to be born into it. Blood privilege goes farther than any
other method — indeed, it is practically the only method.
The granting of knighthoods is rare enough that the in-
fusion of new blood does little to bring down class stan-
dards. The risk of bringing an uncouth, ill-bred knight
into the ranks of rulership is thankfully small.

Knighthoodsare usually granted only tofreemen, but
in dire circumstances a serf may be the recipient of noble
largess. The Emperor Wars saw many such battlefield pro-
motions granted by nobles desperate to bolster loyalty in
the face of desertion or mutiny. Safe in the assumption
that the new knight could then usually be assigned to a
suicide mission, this became a tactical maneuver by many
disliked nobles. To their patronsshame, some of these new
serf-lords survived the wars and now proudly display their
noble status at upperclass soirees.

The Privileges of Rank

While there are the divisions of major and minor
house (the five major houses are called the Royal Houses),
there are also essentially two types of nobles: landed and
non-landed. The non-landed are practically second-class
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citizensamong high society. They may hold titleand even
wealth, but with land comes prestige (and the stability to
maintain it for generations).

Most lordsinherit their lands, but it is possible to gain
them through merit (or cunning) from another lord. A
land grant is either hereditary (handed down to the
recipient’s heirs) or for one lifetime only (the grantor re-
gains ownership upon the death of the recipient). Obvi-
ously, the former is the more desired form, for without
hereditary land, a lord is often considered transitory to
other nobles.

Hereditary grants are rare, however, for few lords wish
to part forever with lands which may be desperately
needed in later years for income or resources. They are
awarded sparsely and most of ten simply to keep the insti-
tution alive, to appease the young nobles and give them
the figment of mobility.

Lands may be lost through war or misfortune. For in-
stance, the head of the family can seize lands as punish-
ment from a prosecuted noble. Some lords rack up large
enough debtsso that their collected taxes go immediately
toward paying their debtors, leaving themselves destitute.
After the Emperor Wars, it is not uncommon to see a land-
less and poor count. Indeed, the turmoil and chaos of the
Emperor Wars have left many nobles adrift. Many thus
adventure to reclaim lost revenue, to relieve debt or to
stave off boredom.

Noble Benefices and
Afflictions

Below are some new Benefices and Afflictions avail-
able to noble characters. Details pertaining a character’s
particular house or circumstance should be worked out
between player and gamemaster.

Background

Benefices

Famous Ancestor (1-4 pts): The character is descended
from a particularly noteworthy member of her house,
perhapsa hero of the Symbiot Wars or the Barbarian Inva-
sions. In any case, the character enjoys both the benefits
of herancestry and the responsibility placed on her tolive
up to her illustrious relative. Player and gamemaster
should work together to come up with the identity and
deeds of the famous ancestor because others will un-
doubtedly bring the subject upin the character’s presence.

Afflictions

Infamous Ancestor (+1-4 pts): The character is de-
scended from a particularly notorious member of his
house, perhaps a coward in battle or a particularly inept
diplomat who brought disgrace upon the house. The char-
acter will have to overcome the social stigma attached to
his relative’s bad reputation over and over again. Player and
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gamemaster should agree on the identity and deeds of the
infamous ancestor, since others will whisper behind the
characters back about his tainted past.

Community

Benefices

Royal Patron (I-11 pts): The character has somehow
acquired the patronage of a member of one of the five
Royal Houses. This may simply be a Hawkwood knight
who has taken the character under his wing orit may be a
powerful noble who sees in the character the son/daugh-
ter he/she never had and who lavishes on the character a
great deal of attention. The cost of this Benefice varies ac-
cording to the actual rank and influence of the patron. A
knight with little actual power may cost only 1 point,
whereas the patronage of Princess Victoria Hawkwood
would cost the full 11 points. (Emperor Alexiuss patron-
age is not available through purchase of this Benefice —
see Imperial Favor in the Hawkwood chapter.) A character
with a patron within her own house usually has an edge
in internal dealings and it is more likely that she will rise
in house standing a little more easily than characters with-
out such patronage. It is up to the gamemaster as to how
much material assistance this Benefice confers upon the
character.

Afflictions

Royal Detractor (+1-11 pts): The character hassomehow
managed toalienate someone within one of the five Royal
Houses. The detractor may be a knight or minor noble
who bears a childhood grudge against the character or a
powerful noble who disapproves of the character (or her
parents) for some personal reason. The point bonus this
Affliction confers varies according to the actual rank and
influence of the detractor. A Hazat knight with little or
no real power may equal a one-point bonus, while hostil-
ity from Duke Alvarex of House Hawkwood may be
worth the full Il points. (Emperor Alexiusis not included
in the personages available as possible detractors — see
Imperial Disapproval in the Hawkwood chapter.) A char-
acter with a detractor in his own house will have more
difficulty gaining fair hearings in house disputes when
his detractor is present and his rise within the house will
probably be slower or marked with obstacles depending
on the influence his detractor wields. It is up to the
gamemaster to decide whether or not this Affliction con-
fers material penalties as well.

Possessions

Items

House Artifact (1-10 pts): The character begins the
game in possession of a legendary weapon, piece of armor
or other item significant to his family. Examples of such
itemsinclude the sword or armor once carried or worn by
a hero of his house. The gamemaster should take into con-
sideration the age, Tech Level, history and reputation of




the particular item when assigning a point value to it.
Antique but serviceable armor worn by Baron Santius,
who freed Byzantium Secundus from the First Republic,
may be worth as much as the flux sword used by Lord
Halsey Hawkwood to drive a Vuldrok chieftain from the
gates of the Hawkwood palace on Gwynneth. Being gifted
with a weapon once belonging to either Emperor might
cost the full 10 points. Both player and gamemaster should
agree on a suitable “history” for the item chosen.

Status

Benefices

Claim of Honor (2-6 pts): Some deed the character has
performed has so benefited another house that it owes her
a significant favor. The character is able to call in this fa-
vor at any time (provided circumstances allow it) and can
expect repayment in kind. If she salvaged the reputation
of a maligned member of another house, she can expect
that house to support her if she becomes, in turn, the vic-
tim of slander or treachery. The player and gamemaster
should work together to come up with the nature of the
deed which won this Benefice for the character as well as
its point cost.

Afflictions

Debt of Honor (+2-6 pts): The character owes a signifi-
cant favor toanother Royal House and can expect to have
that favor called in at some future time (probably when it
is least convenient). Until that happens, the character
must deal very carefully with any members of the house
to which she owes the favor or else she will suffer some
penalty to her reputation or worse. The player and
gamemaster should determine the nature of the favor
done for the character and the bonus points acquired by
taking this Affliction.

Introduction: The Noble Estate
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Risen by Pride:

House Hawkwood

by Jackie Cassada

“What are the odds, sir?” The young knight peered over the
ruined battlements into the starlit darkness beyond. Beside him,
Sir Evan Hawkwood raised a pair of IR goggles to his eyes and
scanned the horizon.

“Not good,” he replied, putting the goggles down and brush-
ing back his sandy curls, now damp with the oppressive evening
heat. He turned to his junior officer and placed a hand on his
shoulder in a gesture of reassurance. “But not impossible, either.
Now go and tell the others to prepare for an imminent attack.”
Evan smiled slightly as he issued the command. Itwould never do
to let the troops under him see — or hear — his apprehension at
their current situation.

Now alone, Evan Hawkwood took a deep breath and tried
to compose himself for what might be his final battle. That bas-
tard Konstantin Decados had played him for a fool, hinting that
the ancient ruins on the borders of his fathers'estate on Cadiz
might hold the key to ending the state of open hostility between
them.He plans toend it, alright, Evan thought grimly. He sur-
veyed the forces arrayed against the handful of Hawkwood
knightswho had accompanied him to this rendezvous: it was clear
that Konstantin had come with a small army of mercenaries.
Muster, probably, Evan muttered softly to no one in particular.
Ah well, so much for thoughts of a clean death. The
Chainers would undoubtedly seek to capture asmanyas possible,
with the intention of making them disappear in one of their slave
ma TJ\'.C[,\"

“Not a chance,” Evan said to the darkness.

“Sir?" His officer was back. “Did you say something?”

Evan shook his head, then returned his attention to the dis-
tance, where he thought he detected the faint sound of rapid move-
ment

“Ithink they're coming,”he said, drawing his flux sword. “Are
we ready?”

“Yes, sir,” the young knight replied. “We've agreed there'll be
no surrender.”

Evan nodded grimly. “Of course,” he said. “It’s the Hawkwood

way.”

A Proud and Noble Line

Proud traditionalists, stalwart defenders of the rights
— and responsibilities — of the nobility as rulers of the
Known Worlds, the scions of House Hawkwood bear upon
their shoulders the weighty burdens of leadership, re-
spectability and moral rectitude. Though their rise to
prominence among the Royal Houses has not been
smooth, they have never doubted their fitness to assume
their rightful place as champions of order and stability.

Now this proud house stands at the apex of its long
history, for one of its own —Alexius Hawkwood — rules
the Known Worlds as Emperor. But with this accomplish-
ment has come bitter disappointment, for Emperor
Alexius hasnot been as forthcoming with his largesse as
many of hissupporters within the house had expected.
Instead, House Hawkwood finds itself the victim of Im-
perial impartiality, forced tostand alongside — rather than
above — the other Royal Houses. For most members of the
house, this does not present a problem. That the Emperor
is a Hawkwood is enough. For others, however, the fruits
of victory have turned sour. Beneath the sober facade of a
house known for its unshakable honor, discontentment
feeds upon resentment and the values which once de-
fined House Hawk wood now face their greatest challenge.

History of the House

Claiming to trace its descent from old Urth’s Houses
Hapsburg, Windsor and Mountbatten, Hawkwood rose to
its position as First House among the Ten through a
unique combination of military persistence, diplomatic
finesse and personal honor. Coupled with an unshakable
belief in its own destiny, these qualities have seen House
Hawkwood through periods of ascendancy and decline,
propelling it to the heights of temporal power and pre-
serving it in the face of near disaster.
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From the Beginning

During the last years of the First Republic, financial
mogul Gervaise Windsor-Hapsburg secured control of the
planet Delphi, ostensibly to safeguard the mining of rare
mineral resources necessary to starship technology. Al-
though official records from that chaotic time name
Windsor-Hapsburg as the planets “administrator,” other
documents indicate the transfer of outright ownership
of Delphi from the First Republic to “a private concern”
in return for “material considerations.” Upon his arrival,
Windsor-Hapsburg discovered himself in possession of a
world on the verge of revolution and undertook the
herculean task of restoring stability to Delphi. Drawing
on his considerable financial resources as well as his own
personal military force, Windsor-Hapsburg placed Delphi
under martial law and arrested the leaders of the incipi-
ent rebellion.

Instead of bringing the rebels to trial, Windsor-
Hapsburg took stock of the qualifications presented by
the would-be popular leaders of Delphi's dissatisfied popu-
lace. Never one to let talent go to waste, Gervaise formed a
new coalition government with hiserstwhile enemiesand
declared Delphi an independent planet. From this meet-
ing of old money and new ideals,a noble lineage was born.
The house became known by the name of Gervaise’s suc-
cessor, Robert Hawkwood, his daughter’s son through
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marriage to one of the rebels. Robert’s family proudly
traced their lineage to Sir John Hawkwood, an English
adventurer who rose to fame as a condottieri in Italy dur-
ing Machiavellis time. The new house, encompassing the
lines of Windsor, Hapsburg, Mountbatten and now
Hawkwood, embraced a tradition that encompassed a
strict code of honor (the product of the ideologies of the
former rebels) enhanced by the military expertise of
Gervaise’ personal troops as well as his own pragmatic ap-
proach to problem-solving.

House Hawkwood — and Delphi — prospered under
the leadership of Gervaise Windsor-Hapsburg and his
grandson. By the time of Robertsdeath, in 2610, the mem-
bers of Delphis new ruling class, now considered “nobil-
ity,” were beginning to look beyond the confines of their
world. Zenobiah Hawkwood, Robert’s daughter, assumed
the primary position of Planetary Governor and head of
House Hawkwood. During her rule, House Hawkwood
established control of the independent planet Ravenna
through the marriage of her son Trevor to Marianne
Mountbatten, the daughter and heir of Ravenna’s Su-
preme Chief.

As the First Republic crumbled, newly independent
planets engaged in warsand diplomatic maneuvers as they
sought to establish their own power bases. For a time,
House Hawkwood attempted to remain aloof from these
conflicts, content to consolidate its modest holdings.




Leadership of House Hawkwood continued to pass from
generation to generation through the descendants of
Gervaise.

Trade with other planets, many of which had come
under the control of other self-styled Royal Houses, re-
mained vital to the economic survival of both Delphiand
Ravenna. House Hawkwood embarked on a series of care-
fully orchestrated alliances with a number of other noble
families, notable among them the still small but vital
House Juandaastas and the Ravenna-based House
Trusnikron. When an attempted alliance with one of the
chief families of Gwynneth resulted in the vicious mur-
der of Analise Hawkwood, Lord Cyprian Hawkwood
launched an invasion fleet to subdue the planet and
avenge his daughter’s death. After a long and bloody war
of attrition, made more difficult due to the intervention
of military units from House Decados in support of the
locals, Gwynneth fell to the Hawkwood onslaught and
became the third world to fly the banner of the lion. Dur-
ing this conflict, Hawkwood knights cemented their repu-
tation as skilled warriors.

During the Ur-Ukar War, House Hawkwood ingrati-
ated itself with the Universal Church through its mili-
tary actions on behalf of Human Space. Additionally, un-
der the leadership of Princess Augusta Hawkwood, House
Hawkwood gave its protection to the Ur-Obun
homeworld, bringing that planet under its aegis. With the
acquisition of the planet Leminkainen, through a judi-
cious combination of diplomacy and military force,
Hawkwood secured control of one of the few sources of
the rare mineral Pygmallium, thus leading to alliances
with many high-tech consortiums, progenitors of the
post-Fall Engineers Guild.

With the rise of the Second Republic, House
Hawkwood embarked on a period of intense diplomatic
maneuvering designed to secure its place in the new coa-
lition of mercantile interestsand Church authority. Prince
Geoffrey Hawkwood engineered a series of astute mar-
riages and liaisons among the other houses, including
Houses al-Malik, Li Halan, Alecto and Windsor (distantly
related to Hawkwood’s founder). Alliances with respected
Church families also strengthened the Hawkwood posi-
tion with that increasingly powerful organization.

During the height of the Second Republics power,
House Hawkwood availed itself of the remarkable tech-
nological advancements, again relying on the formation
of alliances and trade agreements to maintain its advan-
tage. Branching out to some of the crafter families
throughout the Known Worlds, House Hawkwood ac-
quired the allegiance of the Ambrim family of Tethys,
manufacturers of starships and the finest starship energy
shield makers. During the Dark Ages, this arrangement
would bring the house into close contact with the Chari-
oteers, who monopolized jumpgate technology and thus
controled the passage of traffic between the stars.In a time
when the Royal Houses found themselves scrambling to

The Lion and the Mantis: the
Hawkwood-Decados Enmity

As a result of the occupation of Gwynneth, evi-
dence linking House Decados to the murder of
Analise came to light. The presence of asmall Decados
delegation, mentioned in a communication from
Analise to her father shortly before her death,
prompted an investigation conducted by Lord
Cyprian himself. A close interrogation of Fergal ap
Llwyn, whose marriage to Analise would have
brought Gwynneth peacefully into the Hawkwood
fold, revealed that he had received a similar offer of
marriage to the sister of Duke Zgismund Decados
along with veiled threats of dire consequences should
he refuse the of fer. Angered at the Decados effrontery,
Fergal determined to proceed with his marriage to
Analise Hawkwood. On the morning of the ceremony,
Analise was discovered dead in her chambers, her
throat cut. The Decados agents were nowhere to be
found.

Instead, Fergal found his lands underassault from
rival lords of Gwynneth, assisted in their efforts by
off-world military advisors who offered to help over-
throw the traitor who would sell the planet to a “for-
eign interest.” Lord Cyprian concluded that these “ad-
visors” were, in fact, the missing Decados delegates and
that their intention was to take control of the planet
before House Hawkwood could arrive in force. Unfor-
tunately, they miscalculated both the rapidity of Lord
Cyprian’ response to Analises death and the impla-
cable persistence of the Hawkwood military machine.
None of the so-called advisors turned up among ei-
ther the rosters of the dead or on the lists of prisoners
taken by the victorious Hawkwood armies.

House Hawkwood made a formal complaint to
Duke Zgismund in the aftermath of Lord Cyprian’s
investigation. The duke denied any involvement in
Gwynneth’s internal matters, instead congratulating
Lord Cyprian on his daughters “courageousact of self-
sacrifice to further her father’s expansionist ambi-
tions.” The outright slur to his honor so enraged Lord
Cyprian that he swore a formal vendetta against
House Decados, thus beginning the rivalry that has
continued to the present.

keep up with the booming mercantile and technological
conglomerates that formed the Second Republics power
base, House Hawk wood managed to remain near — if not
actually in — the thick of things. Refusing to join the
Rogue Worlds in seceding from the Republic, House
Hawkwoods leader, Prince Roderick Hawkwood, whose
affair d'amour with the renowned star pilot Milanza
Goforth had already achieved the stature of legend, spoke
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loudly in denouncing the rebels.

When the Rogue Worlds joined with various alien
forces toseize Byzantium Secundus and, with it, the heart
of the Second Republic, House Hawkwood saw its mo-
ment of glory and claimed it. Prince Roderick’ sister, the
Duchess General Alexandra Hawkwood, considered the
best military mind of the age, is credited in the annals of
Hawkwood history with leading the assault that re-
claimed Byzantium Secundus from its conquerors. That
the pilot of Alexandra’s starship was none other than
Roderick’s lover Milanza Goforth was seen as good fortune
at the time. Only later, when some of the other Royal
Houses complained that they would have reached
Byzantium Secundus ahead of the Hawkwood fleet had
they not come up against unexpected delays in passing
through the jumpgates, were questions raised as to just
how “lucky” Alexandra actually was. Nevertheless, the rec-
lamation of Byzantium Secundus from the rebels took the
combined efforts of many Royal Houses, and House
Hawkwood was only too happy to share the victory with
its allies in Houses Li Halan and al-Malik. They were less
pleased with their forced alliance with House Decados,
whojoined the assault on Byzantium Secundusat the last
moment. With the retaking of Byzantium Secundus and
the formation of the Ten Houses, the death knell of the
Second Republic sounded throughout the Known
Worlds. The age of the Royal Houses had arrived.

Beyond the Second Republic

With the demise of the Second Republic in 4000,
House Hawkwood was in good position tosolidify its lead-
ership of the Ten Houses. Prince Roderick seemed an ideal
candidate around which to build a galactic empire. Un-
fortunately, House Hawkwood’s confederates in war did
not prove as loyal in peace. Most distressing was the ap-
parent defection of House Windsor from the Hawkwood
camp. Count Jasper Windsor’s denunciation of General
Alexandra Hawkwood's stolen march on Byzantium
Secundus did not seriously damage her reputation, but it
did open a rift between the two distantly related houses.
Houses Li Halan and Alecto, likewise, withdrew some of
their favor from House Hawkwood. An impending mar-
riage between Alexandra Hawkwood'’s son Victor and
Leonora Alecto failed to materialize when the Church
voiced its disapproval of the match, citing Victor
Hawkwood’s cybernetic enhancements as grounds of sus-
pected heresy. Although no actual proof could be estab-
lished, many members of House Hawkwood blamed
Decados influence for their sudden reversal in fortunes.

Prince Roderick’s unexpected suicide was the final
blow to Hawk wood ambitions. An inquiry conducted by
the Church concluded that the Hawkwood leader died
from self-induced poison aboard his personal starship (pi-
loted, as usual, by Milanza Goforth). Rather than pursue
the matter further, possibly implicating Goforth and — by
extension — her allies among the piloting guilds, House
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Hawkwood swallowed the bitter verdict and cut its losses
with asmuch dignity as possible. In a seemingly unrelated
incident later, nodirect link could be established between
the presence on Severus of the Scraver assassin known
throughout the Known Worlds as “The Dark Blade” and
the disappearance of Gitano Decados, one of the houses
most charismatic members, but rumors persisted that
Roderick’s son and heir, Gordon Hawkwood, was ulti-
mately responsible for the incident.

Its plans for building an empire with themselves in
the Imperial seat thwarted temporarily, House Hawkwood
staged a strategic retreat from the political arena, concen-
trating instead on consolidating its planetary holdings,
building up its armies, gaining the trust and support of
the people under its rule and biding its time. A major re-
structuring of the house’s internal affairs resulted in the
abdication of Gordon Hawkwood from his position of
leadership in favor of his sister Justine, a methodical ad-
ministrator who applied herself to the task of quietly in-
creasing Hawkwood influence behind the scenes.

This is not to say that the period known as “The New
Dark Ages” tosomeand “The Age of Nobles” to others held
noinstances of Hawkwood glory.Setting its sights on end-
ing the rivalry between the Universal Church and the
nobility, Hawkwood ambassadors began a campaign to
bring the two powers together. Baron Michael Haw kwood
became a Church knight, swearing to protect the Ortho-
dox faithful, while Princess Justines third son Gregory
married an Orthodox bishop. Many Hawkwood nobles
contributed financially to the Church’s mission. Finally,
Duke Lawrence Hawkwood, the houses premier diplomat,
was instrumental in bringing about the Doctrine of the
Privilege of Martyrs, which preserved the use of technol-
ogyasanoble privilege. Although its placein the Church’s
hierarchy of supporters would later be supplanted by
House Li Halan, in the early years following the fall of the
Second Republic, Hawkwood enjoyed a reputation as
faithful adherents to the Orthodoxy.

Other Hawkwood nobles found new proving
grounds totest their mettle, setting out to put down pock-
ets of rebellion on planets ruled by allied houses. Al-
though they joined in the doomed crusade to break the
back of the newly formed Merchant League, House
Hawkwood confined its actions to the lesser guilds, leav-
ing the Charioteers and Engineers scrupulously alone.

Starting Over

Little by little, House Hawkwood slowly climbed to
prominence again, demonstrating its usefulness to the Ten
Housesand the Church in countless ways. When the Mer-
chant League muscled its way into the corridors of power,
forcing a triple alliance of nobles, Church and guilds,
Hawkwood accepted the presence of the “mercantile ele-
ment” with as much grace as it could muster. Attracted
by the technological superiority of the Merchant League,
Hawkwood sought to strengthen its existing contacts




within the guilds, most notably among the Charioteers
and the Society of Engineers, as well as establishing new
connections with the Reeves. In addition to its Church
ties, this gave it a foothold in all of the significant power
bases. Though Hawkwoods did not compromise their
bloodlines through marriage with guild members, other
alliances between Hawkwood nobles and the merchant
guilds — based on trade —served just as well. Emulating
the late Prince Roderick, some younger members of House
Hawkwood continued the practice of taking lovers from
among the Charioteers, beginning what would eventu-
ally be referred to as the “unspoken tradition” of House
Hawkwood. By the middle of the fifth millennium, House
Hawkwood was once again poised to make its move and
nothing short of a full scale invasion from outside the
civilized worlds could stop it.

The Barbarian Invasions provided just that impedi-
ment. Since the planets controlled by Hawkwood were
nearest the jumpgates used by the invaders from beyond
the “civilized worlds,” Hawkwood initially suffered the
worst depredations from the plunderers. The border world
of Leminkainen received the worst battering, but the
other Hawkwood worlds — including the homeworld of
Delphi — suffered heavily from raiders. Although
Hawkwood forces were able to drive off the invaders, the
damage to their holdings and their finances was cata-
strophic. With an almost missionary fervor, Hawkwood
dropped its political aspirations and concentrated on

purging its lands and holdings of the barbarians. For
Hawkwood militants, this was their finest hour. The ex-
ploits of Generals Malcolm and Vanessa Hawkwood ap-
proached legendary status as these cousins and rivals
racked up victories along the frontiers of the Known
Worlds.

Again, suspicion fell on House Decados for inciting
the barbarian invasions of Hawkwood space. Duels of
honor between the two houses reached an all-time high.
Adrian Hawkwood, heir to the rulership of Gwynneth,
and Soldari Decados, younger son of the ruler of Cadiz,
personally fought more than fifty duels to first blood.
Rumors began to surface that the two young nobles, who
sought out every possible opportunity to continue their
personal feud, shared a closer bond than hatred. Finally,
in a rare instance of Hawkwood-Decados cooperation,
both houses intervened to forbid any further dueling be-
tween the perpetual rivals. Adrian Hawkwood was
shipped to the Obun homeworld and ordered to remain
as part of the token Hawkwood presence on that planet;
Soldari Decados quietly dropped out of sight.

Prelude to Empire

When Vladimir Alecto, in 4540, announced his in-
tention as leader of the Ten to bring peace and unity to
the Known Worlds, stamping out once and for all the bar-
barian threat, Prince Gervaise Hawkwood 1l threw his
house’s support behind Vladimirs enterprise. Despite his
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realization of the implications should Alecto’s campaign
succeed, Prince Gervaise Il sent his daughter Zella and his
two oldest sons, Winston and Fitzhugh, to serve under
Vladimirs command. Excellence recognizes its own, and
countless centuries of military expertise forced House
Hawkwood toaccept that Vladimir offered the best hope
for ending the chaos brought about by the barbarian dis-
ruption of stable planetary relations. Swallowing their
disappointment that the spotlight belonged to another
house, they joined wholeheartedly in the crusade. That it
offered more opportunities for personal glory to younger
members of the house was an extra inducement.

The annals of Hawkwood history contain numerous
accounts of the courage and daring of countless heroes
from this period. Both Zellaand Winston Hawkwood cov-
ered themselves in glory with their bold forays into bar-
barian space and the reclamation of their worlds from the
clutches of the invaders. Fitzhugh's career might have
equaled that of his siblings had it not ended tragically in
asuicidal charge against a numerically superior barbarian
fleet in order to delay them long enough for Alectos per-
sonal army to overcome them.

The civil war that erupted after Vladimirs victory
over the barbarians posed a moral quandary for many
within House Hawkwood. Alecto’s refusal to return to
their owners some of the worlds he had reclaimed drove a
number of Royal Houses to rebellion against the man
whom they considered to have betrayed them. The pres-
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ence of House Decados among the rebels finally clinched
Hawkwoods stand, however, and they joined with Alectos
supporters to assist in the formation of the Empire, with
Vladimir as the first — though shockingly short-lived —
Emperor.

Although the assassination of Emperor Vladimir dur-
ing his coronation ceremony horrified House Hawkwood,
it nevertheless threw open opportunitysdoor. During the
turbulent struggles which followed, House Hawkwood
managed to maintain its strength while other Royal
Houses — including House Alecto — fell by the wayside.
As usual, Hawkwood accused Decados of complicity in
Vladimir’s assassination; this time, however, Decados ral-
lied with an accusation of its own, pointing out that Gen-
eral Zella Hawkwood had received a private audience with
Vladimir just prior to his coronation. Open war almost
broke out between the two houses, but the intercession
of House Li Halan as well as direct threats by the patriarch
to excommunicate both house heads prevented a poten-
tially disastrous conflict.

Dueto the ravages of Vladimirs campaign against the
barbarians, many Royal Houses had become extinct,
among them House Windsor, thus leaving House
Hawkwood as the primary inheritor (through its founder
Gervaise Windsor-Hapsburg) of many Windsor properties
(none of them planets).. and all of their debts. The num-
ber of Royal Houses in contention for the vacant Impe-
rial throne was reduced to five. Unfortunately, however,




those competitors rivaled Hawkwood in strength and in-
fluence.

Although the prospect of exercising occasional power
through the office of regent seemed pale in comparison
with the Imperial title, Hawkwood again faced the inevi-
table with its seemingly boundless store of dignity and
stoicism. When Lady Avyryl Hawkwood married Halvor
Li Halan, then Bishop of Kish, and helped lobby for his
appointment to the 10-year position of Universal Regent,
she had no foreknowledge of her husbands growing am-
bitions to unite secular and religious power bases into a
theocratic government. Even when House Hawkwood
attempted to stir up rebellion among the Royal Houses
against Halvor’s dual title of Regent and Patriarch, Lady
Avyryl remained loyal to her husband despite placing
herself at odds with her house. Her supporters claim she
renounced her Hawkwood allegiance out of love; her de-
tractors insisted that her own ambitions caused her to cast
her lot with the power of the Church and the Li Halan.

In the wake of Halvors death, House Hawkwood re-
alized it must move quickly to prevent his son
Constantine from succeeding him. Backed by House
Hazat, House Hawkwood brought about the end of the
short-lived theocratic experiment, thus gaining massive

status among the other Royal Houses, who also opposed

such an extreme shift in the balance of power.

The Final Hurdle

The Symbiot Wars, which began in 4900, put a
damper on other considerationsas all the resources of the
Known Worlds were marshaled against a nearly unbeat-
able foe. Once again, House Hawkwood distinguished it-
self in battle after battle. A new generation of Hawkwood
heroes arose, notable among them Grania Hawkwood,
whose psychicabilities — considered an aberration within
the house — made her an ideal combatant in the war
against the parasitic enemy. The exploits of the Penitent
General, as she came to be called, combined with those of
her close companion (and, some contend, lover), the
Eskatonic priestess Mariah Juandaastas, elevated the
houses reputation for bravery and daring to a new stan-
dard.

By the time the threat was declared officially “over”
(at least for the present), Hawkwood had worked its way
to the top of the political heap, thanks to the bold ma-
neuvers of Duke Darius Erik Hawkwood. His regency was
marked by another intensive spate of political marriages
and trade alliances, all with the purpose of strengthening
Hawkwood’ position in the struggle for the Imperial
throne. His plans to acquire greater power among the
council of Electors would not bear fruit for several gen-
erations,and would, in fact, spark the series of diplomatic
and military skirmishes that would come to be known as
the Emperor Wars.

The arrival on the political scene of Alexius
Hawkwood finally realized the long-standing dream of
House Hawkwood. Following in the footsteps of his uncle

Darius, Alexius utilized his own diplomatic acumen and
tactical skill toacquire the necessary backing to claim the
position of Emperor. After solidly defeating House Li
Halan’s push for the throne, Alexius received not only the
support of the subdued house but the blessings of the
Church as well. This, along with the backing of House al-
Malik, almost guaranteed his ascendancy to the Imperial
throne.

The ensuing battles — led by Houses Decados and
Hazat — to contest that claim occupied the newly pro-
claimed Emperor for a handful of years, but Alexius' fore-
thought and the support of most of the other factions in
the Known Worlds prevailed. Through his military prow-
ess as well as the clandestine maneuverings of his close
friend, Sir Chamon Mazarin, Alexius managed to defeat
both the most militant and the sneakiest of the Royal
Houses. Finally, in 4995, Decados and Hazat admitted de-
feat,accepting Alexius Hawkwood as Emperor and bring-
ing a fragile peace to the stars. House Hawkwood had fi-
nally achieved the dream that had powered it for millen-
nia — as it had always known it would.

The Price of Victory

With Emperor Alexius on the throne, House
Hawkwood looked forward to its just reward, expecting
tofill the most prominent positionsin the Empire and to
share the governance of the Known Worlds along with
its greatest son. Alexius’ decision to disassociate himself
from his house in order toavoid a show of favoritism came
as a rude awakening to the Hawkwoods. Some members
of the house feel that they have been abandoned by their
Emperor and now taste the bitterness of finding them-
selves sidelined as Alexius’s courts the expertise of the
Church, the League and the other Royal Houses. Others
point to the fact that the Emperor has salted his council
of advisors with its fair share of Hawkwoods, citing his
appointment of Sir Chamon Mazarin as chief of Imperial
Security as proof that the Emperor has not forgotten the
house of his birth.

Hawkwood’s current head, Princess Victoria, main-
tains an aloof silence regarding the Emperor’s self-ap-
pointed separation. Her quiet administration of house
affairs seems to proclaim that whatever the circumstances,
House Hawkwood will conduct itself with its customary
sense of propriety. Many younger Hawkwoods, particu-
larly those with no great estates to hold them to one spot,
have actively sought service in the Emperors fleets or as
Questing Knights and ambassadorial staff. They welcome
Alexiussindifference totheir position as “kin,” feeling that
their own merits will attain for them the rank and recog-
nition they deserve.

One of Alexiuss most outspoken critics, however, is
also his closest relative. His brother, Alvarex Hawkwood,
has lent his protection and assistance to a faction of mal-
contents within the house, all of whom expected Impe-
rial favors and were sorely disappointed when they were
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not forthcoming. The pride and honor which has for so
long stood as a hallmark of the house now turnsin upon
itself, and petty bickering among Hawkwoods becomes
more and more common. For perhaps the first time in its
long and noble history, House Hawkwood must struggle
with internal dissension and face the prospect that, like
the darkening suns, its glory may finally begin to fade.

The Making of a

Hawkwood Noble
Appearance

Look noble and the world will react accordingly.

— Lady Portia Hawkwood

From childhood, members of House Hawkwood learn
the importance of projecting the proper image — one
which inspires confidence in subordinates, admiration
among peersand respect from foes. Thisattention to “style”
comes not from devotion to superficialities, but from an
understanding of the interplay between mind and body.
Eschewing transient fashions for “classic” attire, both men
and women of the house cultivate stylish conservatism
in their dress. Even young members of House Hawkwood
are expected to conform to the “house look,”and excess in
any aspect of clothing or hairstyle receives strong disap-
probation from the older generation. Many Hawkwoods
affect a military or quasimilitary cut to their clothing. Not
for them are the daring couture of Decados or the exotic
flair of al Malik. The portraits of past Hawkwoods that
hang in the gallery of the familys palace on Delphi are
sometimes referred to in jest as the “Gallery of Style,” but
the joke contains more than a grain of truth. With only
minor changes, the Hawkwood styles of the last several
centuries can easily stand alongside current house fash-
ion. Combat dress tends toward chain or plate mail, usu-
ally of the highest available quality.

Although there is considerable physical variation
among Hawkwoods due to intermarriages with most of
the other Royal Houses, most members of the house tend
to have regular features and dark brown, red or sandy-col-
ored hair. Strong jaws, aquiline noses and wide brows are
common facial characteristics, with brown or green eyes
predominating. Hawk woods place great emphasis on phy-
sique and fitness, encouraging its members to train their
bodies for peak performance — whether in combat or on
the ballroom floor. Nevertheless, the more sedentary
members of the house often acquire a certain “portliness,”
particularly as they age.

Codes of Behavior

Act as you would have others act.

— Lady Portia Hawkwood

Although all Royal Houses adhere to certain accepted
codes of conduct concerning protocol, hospitality, duel-
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ing and courtly affairs (including those of the heart),
House Hawkwood defines itself by these customs. From
infancy, all Hawkwoods are inundated with the finer
points of etiquette and manners, learning how to behave
with composure and dignity in any imaginable situation.
Titles, forms of address, rules of precedence and other mi-
nutiae of diplomatic intercourse are considered part of a
basic Hawkwood education. By the time of their first pre-
sentation to "society” (around 16 years of age), most
Hawkwoods have a working knowledge of heraldry and
can recite their lineage for at least ten generations. Culti-
vation of artsand letters isencouraged asa mark of a well-
rounded individual, though tooseriousan interest in any
performing art is looked down upon as effete or eccen-
tric.

House Hawkwood is renowned for its gracious hospi-
tality. Though they are not as lavish as some other Royal
Houses, Hawkwood hosts ensure the comfort and protec-
tion of their guests — even members of House Decados.
Polite to a fault, particularly to those they despise or con-
sider inferior, House Hawkwood uses hospitality as a
double-edged sword, garnering favors as well as ensuring
that no censure can be laid at their door for mistreatment
of visitors.

Despiteits disapproval by the Church, duels of honor
are meat and drink to many younger Hawkwoods and not
a few older members of the house still bear scars from
youthful (or not so youthful) encounters on the dueling
field. Sticklers for protocol, Hawkwood duelists adhere to
strict rules. Any Hawkwood caught cheating or using
underhanded tactics in a duel receives the full brunt of
her familys disapproval, regardless of the outcome. Many
expert duelists in the house actually keep “books” on vari-
ous members of other houses, noting their combat idio-
syncracies, strengths and weakness for the express purpose
of taking advantage of these factors on the field of honor.

Courtship and marriage within House Hawkwood
likewise follows proscribed paths, and most marital unions
are arranged early in a young Hawkwoods life. Alliances
with friendly houses are common, but occasionally mar-
riages become ways of settling grievances or easing ten-
sions between potential rivals. The glaring exception lies
in the singular absence of Decados-Hawkwood marriages.
While marriages between House Hawkwood and the
League are rare, there are a handful of such unions involv-
ing Charioteer partners, who are then “adopted” into the
house and given a title of some sort to legitimize their pres-
ence.

Amorous liaisons outside of marriage are winked at
provided both parties conduct their affairs with discre-
tion and do nothing to disgrace the Hawkwood reputa-
tion. In fact, the stability of most Hawkwood marriages
has often been attributed to the tolerance of both hus-
band and wife for the romantic involvements of the other.
That more notoriety does not attach itself to House
Hawkwood is a testimony to its circumspection.




Rising in Rank

Ascend by merit, fall by misadventure.

— Lady Portia Hawkwood

Although the lines of inheritance of Hawkwood
landsand property generally follow the custom of primo-
geniture, in which the oldest child receives the bulk (if
not all) of the estate, House Hawkwood also tries to en-
sure that future generations earn what they inherit. All
Hawkwoods spend their early adulthood in some form of
military or ambassadorial service to the house. Here they
practice the traits that have been drilled into them from
youth: courage, self-discipline, patience, diplomacy and,
above all, honor.

Before exercising any real administrative power
within the house, young Hawkwoods embark on a “tour
of duty” that takes them to all the Hawkwood controlled
worlds, where they acquire an on-site education concern-
ing the houses holdings, resourcesand subjects. Thus, even
though a Hawkwood noble may be heir to the Barony of
Kelster on Gwynneth, she also hasa thorough grasp of the
importance of the Pygmallium mines on Leminkainen,
the problems involved in training urrocs on Ravenna, the
political importance of Delphi and the diplomatic deli-
cacy necessary when dealing with the natives of Obun.

With the exception of knighthoods, titles within
House Hawkwood are hereditary —contingent on the

proper maintenance of the lands that accrue to the title.
Permanent loss of lands usually implies the loss of the title
that goes with it: if a Hawkwood baron loses his barony to
barbarians or a warring house, he must either reclaim it
within ten years or else distinguish himself in some ma-
terial fashion lest he face the possible loss of histitle. Even
knighthoods must be earned, however, and in House
Hawkwood, deeds speak for themselves.

Knighthood is conferred upon deserving Hawkwoods
by ranking family members and forms the indisputable
“right of passage” into full house membership. To gain ac-
knowledgment as a knight, a Hawkwood must demon-
strate her bravery in battle —usually through some action
against outworld barbarians or rebel groups on
Hawkwood-controlled worlds — or else must participate
in some successful diplomatic mission (acknowledged as
a different kind of “war”).

The history of House Hawkwood is replete with ex-
amples of legendary feats of courage, particularly in the
early vears of the Symbiot War, when Hawkwood gener-
als led hopeless missions against the parasiticenemy in the
defense of Stigmata. The Barbarian Invasions also demon-
strated Hawkwood leadership and military acumen in the
preservation and recovery of their besieged planets. Even
more common are the less exciting but no less important
tales of shrewd diplomatic maneuvers that increased the
influence of the house. Every Hawkwood worthy of the
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name aspires to have her own deeds recorded in the an-
nals of the house.

Service with the Imperial Fleet provides one avenue
for achieving honor and glory, and many young
Hawkwood knights take advantage of this opportunity
to defend the Empire. Others, desirous of attaining truly
legendary status, seek their fortunes on the frontiers of
Known Space, hoping to discover Lost Worlds to add to
their houses holdings. The elite Questing Knights pro-
mote the expansionist aims of the house — and also chan-
nel the more reckless and adventuresome Hawkwoods
away from areas where they might cause trouble.

Allies and Enemies

Marry those whom you cannot best on the battlefield.

— Lady Portia Hawk wood

House Hawkwood, perhaps more than many other
houses, realizes that it cannot exist in a social vacuum and
has spent most of its existence forging alliances among
those groups —noble and otherwise — who can help them
preserve their prominence and influence in the Empire.
In addition, the strong ambitions of House Hawkwood
have won it a few powerful enemies, who would like noth-
ing better than to see them fade into anonymity or, even
better, extinction.

Noble Houses

House Decados: The longstanding rivalry between

House Hawk wood and House Decados has of ten assumed
epic proportions. Hawkwood blames House Decados for
most of itssetbacks, even those in which that house could
not possibly have played a role. The fact that it can never
seem to prove its suspicions adds fuel to the flame of its
hatred. House Hawkwood considers Decados as only mar-
ginally noble and ascribes to it a litany of vile attributes.
Meetings between members of these two houses on the
diplomatic battleground are almost as bloody and vicious
as their encounters on the dueling field. Watching one
house claim the hospitality of the other provides specta-
tors with boundless amusement as the two rivals attempt
tooutdoeach other in venomous courtesy and malicious
politeness.

House al Malik: Their close alliance with Alexius
Hawkwood in his bid for the Imperial throne has solidi-
fied the bonds between Houses Hawkwood and al-Malik.
Marriages between the two houses are common, and
friendships formed in youth between members of al-
Malik and Hawkwood often last a lifetime. The combina-
tion of al-Malik’s vibrant passion and Hawkwood5s sober
practicality results in a perfectly complementary balance
between these great Royal Houses, despite their sometimes
different aims.

House Juandaastas: Its shared interest in the Ur-Obun
as well asits presence on Gwynneth and other Hawkwood
worlds has gained this minor house the respect of House
Hawkwood. House Hawkwoodss efforts to ensure protec-

22 Lords of the Known Worlds




tion for intelligent nonhuman species have ensured that
House Juandaastas will remain solidly in the Hawkwood
camp. A few intermarriages between the houses have led
some to speculate that Hawkwood is seeking to increase
the incidence of psychic ability within its bloodline.

House Trusnikron: This minor house has linked its
fortune inextricably with House Hawkwood, serving as
trainers of the avian urrocs on Ravenna and forming the
core of House Hawkwood5 flying cavalry. In return for
their diligence, House Hawkwood has granted them hold-
ings on all of their homeworlds (with the exception of
Obun) and includes members of House Trusnikron in
their retinue. Marriages between the two houses are also
common.

The Church

Urth Orthodox: Not surprisingly, the most traditional
of houses has actively courted the most traditional fac-
tion within the Universal Church. Hawkwood financial
support of the Church hasdone much toquell any doubts
once raised about their state of grace, while the cathedrals
on Hawkwood homeworlds are visible evidence of the
house’s desire to remain in the Church’s favor.

Brother Battle: House Hawkwood has an active mili-
tary tradition, and its service in wartime has brought it
into close contact with these combat experts. Certain
Hawkwoods have sent their second sons or daughters to
this order, but these scions grow up with their loyalties
firmly wedded to their new order rather than the house
of their birth. Members of Brother Battle can always ex-
pect to find hospitality at any Hawkwood holding and
their requests for military cooperation are of ten accepted.

The Merchant League

Charioteers: House Hawkwood realizes the vital role
the Charioteers play in space travel and trade. Over the
years since the rise of the Merchant League, House
Hawkwood has made certain that its relationship with
this essential guild remains one of mutual respect and
cooperation. Charioteers are frequently found among the
retinue of younger Hawkwoods. During the Barbarian
Invasions, the house depended heavily on this guilds
mastery of the jumproutes to enable it to successfully re-
pel the raiders’ incursions.

Engineers: Like most Royal Houses, Hawkwood enjoys
the benefits technology affords. As the caretakers of that
technology, the Engineerscommand the respect and, some
say, the clandestine financial support of House
Hawkwood. At any rate, members of House Hawkwood
usually have little difficulty obtaining necessary technol-
ogy when they have need of it. The house can certainly
afford toavail itself of some of the Engineers' most sophis-
ticated and least obtrusive cyber-enhancements, particu-
larly in the realm of prosthetics. Some veterans of the Bar-
barian Invasionsare rumored to owe “anarmand a leg” to
the Engineers.

Others

Ur-Obun: Hawkwood protection of the Obun
homeworld has garnered much prestige for the house
from those who appreciate the diplomatic expertise and
spiritual wisdom of these peaceful and cultured aliens.
Although they do not go as far as House Juandaastas in
their close relations with the Obun, House Hawkwood
often avails itself of the services of Obun psychics and
ambassadors.

Vuldrok: Aside from House Decados, no other group
of people arouses the anger and indignation of House
Hawkwood like these barbarians whose territory borders
Hawkwood space. A Hawkwood will often leave the vi-
cinity if a Vuldrok representative is present — one of the
few breaches of diplomatic protocol committed by mem-
bers of the house with any regularity. That they neverthe-
less permit Vuldrok ambassadors passage through their
space en route to Byzantium Secundus proves their prag-
matism rather than their tolerance for the despoilers of
civilized space.

Holdings

House Hawkwood controls the worlds of Delphi,
Gwynneth, Leminkainen and Ravenna. In addition, it
exercises official governance of the Obun homeworld al-
though that planet is technically an independent world.
The following descriptions of Hawkwood holdings illus-
trates the variety of resources available to the house. The
fact that Vuldrok space abuts Hawkwood’ territory has
forced that house to divert much of its attention and re-
sources tosecuring their borders. Many Hawkwood worlds
arein the process of recovering from bearing the brunt of
barbarian raids.

Delphi

Massive terraforming has made Delphi similar to old
Urthinitsterrain, with a wide variety of climates ranging
from arctic to tropical and a diverse biota. In a few places,
notably on the island continent of Courai, indigenous
flora and fauna have been preserved.

Princess Victoria Hawkwood exercises sovereignty
over the planet, which boasts a population of over two
billion humans and nearly a hundred thousand aliens.
Some rare mineralsare found on Delphi and a long-stand-
ing agreement with House Justinian allows that minor
house to oversee the mining interests on the planet.

The homeworld of House Hawkwood enjoys a rela-
tively high level of technology, with several large cities
boasting Second Republic technology. Most of the world,
particularly in the less settled regions, exists in less sophis-
ticated conditions: electricity is available to freemen
classes, but the serfs who are responsible for most of the
planet’s food production live medieval lives. This planet
is the center of Hawkwood activity and most nobles, even
if they have holdings elsewhere, maintain individual resi-
dences in the capital.
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Gwynneth

Much of this world is still covered by old growth for-
ests, simulating the ancient woods that once reportedly
blanketed Holy Terra. Although its population numbers
nearly a billion, this does not include the uncounted
groups of pagan peoples residing in the deep backwoods
of the planet. The lumber industry provides Gwynneth
with its major export, both in raw material and in finely
crafted furnishings.

The Hawkwood nobles who maintain estates on
Gwynneth also keepa constant watch for signs of Vuldrok
interference with the planet. Gwynneth suffered major
losses of life and property from the Vuldrok Raiders. Un-
fortunately, the pagan population of the planet saw the
Raiders as liberators come to free them from the yoke of a
Church-dominated Empire. House Hawkwood, in order
to bolster its military presence on the planet, has hired
Muster mercenaries from Bannockburn, thus giving the
Chainers a less than welcome inroad on the world and
resulting in some friction between the locals and the
auxiliaries.

Even in the larger population centers such as the capi-
tal city of Llanfyrth, technology rarely exceeds Victorian-
age capabilities. The exceptions are, of course, found in
those places where the Hawkwoods actually maintain es-
tates and residences, where Second Republic technology
maintains house members in comfort. The “forest people,”
a Hawkwood euphemism for the pagans, dwell in hovels
that barely approach medieval standards of sophistication.

Leminkainen

Closer than any of the Known Planets to the Vuldrok
Border, Leminkainen presents House Hawkwood with a
bureaucratic and military nightmare. Overrun at one
point during the Barbarian Invasions, Leminkainen is still
playing catch-up, trying to recover from the damage done
to its cities and farmlands. Although House Hawkwood
was able to retake their planet and drive out most of the
invaders, many barbarians remained behind after their
armies left and now form their own enclave on one of the
three major landmasses of the planet. While claiming sov-
ereignty over what they call Valdalla, these tribes main-
tain a tenuous truce with the Hawkwood “overlords,”
whom they refuse to acknowledge as such though they
pay tribute to them anyway.

Leminkainen is valuable to House Hawkwood be-
cause of the presence of rare deposits of Pygmallium. An
entire Hawkwood garrison resides on the site where this
precious metal is extracted in order to protect the area
from possible attack. The population of Leminkainen is
less than 500,000 (not counting the barbarians, who have
never submitted to a census). Most of the inhabitants of
the planet live in small villages where they spend their
time laboring long hours to make the land produce once
more and to help it recover from the hardships and dep-
redations caused by long years of pitched battles. The city
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of Hakkonen, the largest on the planet, lies near both
Leminkainen’s only starport and the Pygmallium mines.

The Engineers have an agreement with House
Hawkwood that allows them access to the Pygmallium
produced on planet in return for reduced rates for acquir-
ing and repairing advanced technology. They also main-
tain a minor guildhouse on the planet.

Ravenna

This planet contains some of the most striking geo-
graphic features to be found on any of the Hawkwood
controlled worlds: towering mountains and arid deserts
vie with [ush woodlands and sprawling plains. Although
it supportsa human population of less than half a billion,
its mineral resources provide House Hawkwood with vi-
tal income. Many of the inhabitants work the mines of
Ravenna and the planet houses several fine smiths and
artisans who shape the metals extracted from the earth
into tools, weapons and decorative objects. Swords of
Ravennan steel are among the favored weaponry of
Hawkwood knights.

As the birthplace of Emperor Alexius, who comes
from Sardonia, its capital city, Ravenna has recently be-
come inundated with visitors eager to see for themselves
the place that gave birth to the Savior of the Empire.
Hawkwood nobility often gathers on the grand estates
that surround the environs of the capital to enjoy such
pastimes as hunting, falconry contests and to test their
prowess at riding the magnificent urrocs trained on the
planet by members of House Trusnikron.

In many ways, Ravenna is a showcase planet: technol-
ogy levels for the peasantry are kept deliberately low to
preserve the idyllicatmosphere of the villages that dot the
countryside near the Hawkwood estates and preserves.
Theannual Craftsman’ Fair held in the Agorain Sardonia
draws visitors from throughout the Known Worlds to
admire the local talent and purchase for themselves some
unique example of “peasant craft.”

If the peasantry is unhappy with its enforced back-
wardness, it gives nosign of it,seeming content to toil un-
der the gentle rule of its Hawkwood rulers.

Obun

The natural beauty of this planet is accentuated by
Obun architectural philosophy, which strives to comple-
ment rather than overpower its surroundings. As plan-
etary rulers, House Hawkwood maintains a governmen-
tal enclave and a small military presence here but other-
wise leaves Obun to its indigenous population. A few
members of House Juandaastas also reside here with their
Obun spouses.

The bulk of the Obun live here, and their laws take
precedence over those of the Empire in purely internal
matters. The technology level is relatively sophisticated,
though it differs in design, it falls somewhere between
Diaspora and Early Second Republic in complexity. Nev-
ertheless, students of architecture make pilgrimages to




Obun to marvel at the alien sense of design and come back
with a new sense of how to blend nature and technology
into a harmonious whole.

Personages

As a house noted for its emphasis on personal pride
and honor, House Hawkwood has its share of distin-
guished individuals. Many point to Emperor Alexius
Hawkwood as the epitome of Hawkwood achievement
and distinction, while others maintain that he isonly one
in a long list of notables — the greatest so far, perhaps, but
still far from unique in the history of the house. The fol-
lowing selection of individuals illustrates the variety of
personalities that have brought fame and, sometimes, in-
famy to this noblest of Royal Houses.

Princess Victoria Hawkwood

From her palatial estate on Delphi, Princess Victoria
sets the standards for House Hawkwood — and they are
high ones. Now in her early forties, Victoria Hawkwood
presents a formidable appearance even toward those clos-
est to her. Tall and slim, with a grace born from years of
schooling in fencing and dance, she carries herself with
the natural poise of a born leader. Never considered a rav-
ishing beauty, she is thought of asa “strikingly handsome
woman” by her admirers and a “hard-faced harridan” by
her foes. She is, or can be, both.

An intensely private person, Princess Victoria keeps
her own counsel and has never been known to lose her
temper in public. Her self-control, at times, frightens those
who realize the constant pressure she is under from un-
derlings who beset her with demands to exert her influ-
ence on the Emperor to publicly acknowledge his family
ties. Princess Victoria meets all such suggestions with a
coolness that quickly ends the discussion. Her position
seems to be that, regardless of who sits on the Imperial
throne, House Hawkwood must continue to deal, day in
and day out, with the other factionsin the Empire. Alexius
will not be Emperor forever,and House Hawk wood must
remain strong and self-reliant in order to survive. With
her at its helm, few doubt that they will succeed in their
effort.

Duke Alvarex Hawkwood

Alexius’s younger brother (by a year), Duke Alvarex
Hawkwood bears a strong enough physical resemblance
to the Emperor that he is occasionally mistaken for him
by those who have never seen the two of them together.
Once a staunch supporter of his brother’s rise to power,
now the duke finds himself increasingly critical of
Alexiuss policies, particularly those which emphasize the
Emperors determination to downplay his house affilia-
tions. Lacking Alexiuss charismatic manner, Alvarex more
often alienates those whose favor he attempts to court,
Despite this, his military expertise makes him a valuable
tactician whose services are often sought by the Imperial
Fleet — a force which Alvarex believes he should com-
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mand in his brothers name.

Duke Alvarex maintains an extensive estate on
Ravenna; in fact, it was his brother’s estate until Alexius
assumed the throne and ceded it to his brother. Here the
duke hosts many like-minded family members, treating
them to hunting partiesand gala festivities, hoping to win
their support for instituting a Hawkwood lobby on
Byzantium Secundus (among them, Count Faustus
Hawkwood). Unfortunately, his off-putting personality
works against him and it seems unlikely that his efforts
to insinuate himself into his brothers counsel will suc-
ceed without divine intervention. To this effect, some say,
Alvarex has begun courting influential members of the
Orthodoxy.

Baroness Morgein Hawkwood

Roguishly handsome and devastatingly charismatic,
Morgein Hawkwood is at one and the same time one of
the most popular and most scandalous members of her
house. At 29 years, she displays the distinctive Hawkwood
physique — but parts company with the standard “look”
in all other ways.She is partial to the exotic dress of the al-
Malik, although she sometimes sports the gritty, no-non-
sense attire popular among the Muster. Rumors abound
that the Rogue Baroness, as she is called in social circles, is
actually theissue of her mother, Lady Augusta Hawk wood
(now deceased) and a Decados lover. Although Morgein
has undoubtedly heard these rumors, she has never ad-
dressed them directly to confirm or deny them — adding
a spark of veracity to the speculations.

Her small estate on Ravenna is administered in her
absence by her aunt, Lady Elwynn, since the Baroness pre-
fers to spend her time aboard her private ship jaunting
from planet to planet, inflicting herself on the hospital-
ity of whatever house rules there. She is one of the few
Hawkwoods to actively seek the company of younger
members of Houses Decados and Hazat, thumbing her
nose at family members who accuse her of treachery.

Notorious for her general disregard of the usual pro-
tocols of “courtly love,” Morgein flaunts her multiple lov-
ers, sometimes arriving at an official function unan-
nounced and with a trio (or more) of paramours in her
train. The baroness also has contacts among the Scravers
and the Engineers, and many suspect that she has availed
herself of more than one cyberneticimplant. Her far-flung
travels have led to gossip that Morgein actually works for
the Imperial Eye, using her reprobate lifestyle as a cover
for her real activities on behalf of the Empire.

Lord Randall Hawkwood

The younger brother of Baron Clement Hawkwood,
who oversees a sizable barony on Gwynneth, Randall has
developed a reputation as a populist and a supporter of
Gwynneth's “forest people” — the pagan tribes that dwell
deep within the planet’s vast forests. Disapproved of by his
brother and nearly thrown out of the family for his early
support for the rights of serfs and his participation in sev-
eral failed “peasant actions” against his brother, Randall




was exiled for a year and a day by Clement. Forbidden to
enter his brother’s lands, Randall sought refuge in the
wilderness, where he was discovered by a tribe of “tree-
worshipping pagans.” When he finally resurfaced, after an
absence of three years (during which his brother assumed
him dead), he emerged asa confirmed advocate of the right
of the pagans to live their own lives without persecution
from the Church for their heretical beliefs. Some suspect
that Randall has, in fact, fallen away from the Church, al-
though he still professes to follow the Orthodox faith. He
is considered something of a social embarrassment due to
his propensity for publicly defending the pagans at ban-
quets, balls and other occasions for the nobility to gather.
Some predict that it is only a matter of time before he
comes under the scrutiny of the Inquisition.

Tall and muscular, with dark brown hair and rugged
features, Randall Hawkwood disdains the formal attire of
his house, preferring to dress in the sturdy, wilderness-
friendly garments of the people for whom he acts as
spokesman. When he does affect house garb, usually for a
rare appearance at some house function, he seems every-
thing a Hawkwood should be — until he holds forth in
his crusade for “his” pagans.

Countess Portia Hawkwood

The daughter of an arranged marriage between Sibylla
Torenson and the late Phillip Hawkwood, who occupied
the governorship of Ravenna before his untimely death
while riding his favorite urroc high above the skies of the
capitol, Portia Hawkwood has inherited the Torenson
grasp of etiquette and protocol. Now approaching sixty,
Countess Hawkwood has taken it upon herself to write
the definitive guide to Hawkwood comportment and
style.

Once considered one of the ten most beautiful
women in the galaxy, Portia Hawkwood has glided
through three marriages (all arranged) and innumerable
love affairs, overseen the weddings of her seven children,
managed a sizable estate near one of Ravenna’s largest
hunting preserves, and dispensed her incomparable
knowledge of traditions and proper behavior to several
generations of Hawk woods who have come under her in-
fluence. A companion in girlhood to Lady Regnus-
Octavia Hawkwood, the Emperor’s mother, Countess
Hawkwood had a hand in the early education of Alexius
and many of her admirers attribute the Emperors diplo-
matic skills to her tutelage. Portia, of course, tactfully de-
nies any such claim.

Although her beauty has faded to a whisper of its
former glory, Portia still represents the height of fashion
and grooming — at least among the elder Hawkwoods. Her
lustrous red hair isnow an equally luxurioussilver crown,
while her clear green eyes have not lost a whit of their
sharpness. Only a slight hesitation to her step and an oc-
casional tendency toexhaust herself after minor exertions
hint of time’s encroachment. Many house families send
their daughters and sons to stay with her for brief periods

during their formative years so that they can absorb some
of her good breeding and sense of style and deportment.

Roleplaying

Hawkwood Characters

Every Hawkwood has a purpose. Whether born to
rule the Known Worlds (asin the case of Emperor Alexius),
to drive the Vuldrok out of civilized space or to hold the
record for duels of honor won (and survived), Hawkwoods
seem to center themselves around a sense of personal des-
tiny. Even the actions of the most wayward members of
the house reflect a highly individualized interpretation
of Hawkwood pride and honor.

Besides their penchant for personal honor and un-
flinching loyalty to their house, Hawkwoods demonstrate
a broad range of both positive and negative personality
traits. Some house members may possess great courage,
personal charisma or an unflappable composure, while
others may demonstrate extreme recklessness, disdainful
arrogance or sublime indifference. Personality strengths
and weaknesses of ten complement one another: a confi-
dent Hawkwood may harbor an inner tendency to doubt
herself;an inflexible traditionalist may possess an uncon-
scious rebellious streak. Most Hawkwood nobles believe
they were born to lead, and often shoulder the burden of
decision-making even when they are not in command of
agroup. In some cases, this assumption may lead toan in-
ternal power struggle, with the odds in favor of the
Hawkwood. Some Hawkwoods possess the subtlety to di-
rect a group’s actions from the sidelines, using more dip-
lomatic means to influence the nominal leader in the
“right” direction.

Hawkwood Stereotypes: Charismatic monarch (King
Arthur),diplomaticimpresario (Henry Kissinger), military
genius (Erwin Rommel), iron-willed leader (Margaret
Thatcher), veteran campaigner, charmed daredevil, com-
pulsive competitor, inflexible tyrant, visionary rebel
leader.

Gamemastering Hawkwoods

The following ideas may help gamemasters build sto-
ries around Hawkwood characters or involve a group in
some Hawkwood related struggle.

Lost Honor Restored: Through no fault of her own, a
Hawkwood knight (perhaps a player character or a friend
of the group) has suffered a severe blow to her reputation
and now bears the stigma of coward or (worse) traitor to
her house. The characters can help the unfortunate char-
acter restore or recover her honor.

Trouble in High Places: A Hawkwood baron’s estate
shows signs of blatant mismanagement, but the house is
attempting to keep this knowledge from leaking to po-
tential rivals. The characters’ discreet intervention is nec-
essary to protect House Hawk wood from embarrassment
or loss of valuable lands.
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Personal Vendetta: A member of House Decados takes
apersonal interest in ruining the fortunes of a Hawkwood
character, who subsequently vows to take revenge on her
rival. The characters become caught up in a web of in-
trigue and treachery. Duels of honor abound.

In the Face of the Enemy: A prominent Vuldrok am-
bassador needs escorting through Hawkwood space en
route to an important meeting on Byzantium Secundus.
Assigned tosee thealien rival safely to his destination, the
party realizes that certain members of House Hawkwood
would prefer to see their charge quietly “disappear.”

Up for Grabs: A Hawkwood noble dies without heir
and her lands become available toa worthy inheritor. The
house leaders devise a challenging “test of competence” —
and the players are in the running.

Traits
Blessings and Curses

The following list of new Blessingsand Curses are par-
ticularly appropriate for members of House Hawkwood,
though some of them may apply to characters from other
houses or groups as well.

Appearance
Blessings

Intimidating (I pt: +1 Impress when convincing oth-
ers to follow your lead)

Striking (1 pt: +1 Impress in full regalia)

Curses

Milksop (+1 pt: -1 Impress when convincing others to
follow your lead)

Nondescript (+1 pt: -1 Charm among strangers)

Behavior
Blessings

Persistent (2 pts: +2 Calm when faced with obstacles
to an overriding goal)

CUISCS

Foolhardy (+2 pts: -2 Wits when confronted with
high-risk/high-reward situations)

Knacks
Blessings

Expert Rider (2 pts: +2 Ride with familiar mounts)
Reputation
Blessings

Unimpeachable (2 pts: +2 Extrovert when attempting
to inspire trust)

Curses

Rebel (+2 pts: -2 Extrovert among nobility)
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Benefices and Afflictions

Status

Benefice

Imperial Favor (1-10 pts): The character has performed
some action which has resulted in achieving favorable
notice by Emperor Alexius or someone in his court. The
more significant the action, the more expensive it is for
the character to buy this Benefice. The player and
gamemaster should decide at the time of character cre-
ation what circumstances resulted in this Benefice and
which Imperial courtier favors the character. Possession
of this Benefice does not mean that the character can get
away with murder; it does, however, indicate that any pe-
titions for Imperial assistance or intervention may receive
a warmer hearing than if she did not have Imperial Favor.
Others may also react more positively to the character if
they know (or think) that doing so will increase their own
Imperial standing (note that this is not necessarily true,
but many people will assume it is and act accordingly).

1=You know someonein the lowest rank of Alexius’s
court

2 = You know a member of the Imperial Guard

4 = You know a distinguished member of the Impe-
rial court (i.e. Sir Chamon Mazarin)

6 = You know one of the Emperors highest ranking
officials (i.e. Bran Botan vo Karm)

8 = You know a member of the Emperors immediate
family

10 = You know Alexius himself

Afflictions

Imperial Disapproval (1-9 pts): The character has per-
formed some action which has resulted in the Emperors
disfavor. The more significant the action, the higher the
bonus for taking this Affliction. Insulting a low-ranking
member of the Emperor’s court may be considered a five-
point Affliction, while insulting the Vau ambassador
while representing the Emperor may garner the full 10
points. The player and gamemaster should decide at the
time of character creation what sort of action has been
performed to result in this Affliction. Taking Imperial
Disapproval does not mean that the Emperor is actively
seeking to destroy the character or cause her harm; it does,
however, mean that she will have a harder time gaining
anaudience with the Emperor or his representatives than
someone who does not possess this Affliction. In addition,
her reputation as persona non grata in the Emperor’s eyes
may also affect her relations with anyone hoping to re-
main in the Emperor’s good graces. (Conversely, enemies
of the Emperor may see the character as a potential ally —
which may cause further problems.)

1 = A low-ranking member of the Imperial court dis-
likes you

2 = You have earned the dislike of one of the Imperial
Guard

3 = You have offended an important member of the
Imperial Court

5 = You have insulted one of the Emperors highest
ranking officials or most important ambassadors

7 = A member of the Emperors immediate family dis-
likes you

9 = You have managed to anger Alexius himself
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Den of Vipers:

House Decados

by James Estes

Konrad Decados was not a happy man.

His ship hovered silently near the Dover, their noses almost
touching. Oh, how he would love to ready all weapons at the
Hawkwood vessel: Lucy Hawkwood had caused trouble for him
on more than one occasion. He could always find an alibi, and
he was sure that Lucy must have made many enemies on whom
the deed could be blamed — just last week she killed young Sergei
Decados, whom she insisted opened fire on her with no provoca-
tion.

But no, he was here on request of Prince Hyram, and though
it took him away from personal business, one never ignored
Hyram’ request. His uncle did so, once, and because of it he ex-
changed the Barony of New Krakow for a quaint patch of bar-
ren earth on Malignatius. Ah well; live and learn.

And nowhe sat on the bridge of his own personal ship, await-
ing contact from the Dover. He looked around his own bridge,
examining the impassive faces of thestrangers who had replaced
his own loyal crew. Finally he turned to the smug face of the
woman standing next to him: Milena Decados, an emissary of
Prince Hyram. Probably a Jakovian, he considered. Her eyes
shot momentarily in hisdirection and narrowed. And probably
a damned psychic too. But he sat back in his chair,and waited
for Milena to dictate what would happen next.

Fifteen minutes later, Lucy Hawkwood walked regally onto
the bridge, as though all the Empire were bowed before her. Typi-
cal Hawkwood.

“Greetings, Noble cousin,” she said, without the slightest bit
of irony or condescension, her pale blue eyes looking coolly for-
ward and not even at him.

“What is this..witch... doing here? On my ship? Without my
consent?” Konrad turned pointedly at Milena, gesturing madly
at Lucy, who stood still and crisp in her Hawkwood uniform.

“Konrad,” Milena began, in a cold and professional voice
that said quite clearly don'’t interrupt me, “you have been
drafted by the Jakovian Agency as a liaison. Lucy Hawkwood is
aspy for House Decados, and you will be her contact. Be mindful
of her requests, but maintain your publicenmity. And donot take

her for granted.”

She paused, more for dramatic effect than anything. “Or she
will be forced to kill you as she did Sergei, and we will have to draft
another liaison.”

Lucy winked, and licked her lips. Konrad winced. Perhaps
Uncle Ivan’s patch of dirt on Malignatius wasn't so bad
after all.

Introduction

Let history bear one lesson: never take a Decados at
face value. A valuable second lesson might be: if you think
you've figured out what a Decados is really up to, you're
wrong;

To many in the Known Worlds, Decados are unethi-
cal miscreants,indulging mindlessly in their own pleasure
while hatching some multifarous plot. The Decados cer-
tainly enjoy such characterization — a powerful reputa-
tion is a‘useful tool, after all — but they are more than
simply hedonistic conspirators. They are advancing the
greatest house in space, one which goes back to Holy Terra
itself. The future of House Decados is the future of the
Empire, and let nothing stand in its way.

House History

Consider everything — and everyone — a resource. They
exist merely to further your goals. Use them for their worth, and
abandon them at your discretion. Even your enemies are re-
sources — true wisdom lies in using your enemies so that even
your defeat is to your benefit.

— The Ducal Manifesto, maxim 5

Few noble houses can claim as prestigious a lineage as
that of House Decados, which traces itself with certainty
to a Russian noble family of Holy Terra, and boasts one of
the longest and greatest bloodlines to cross the stars. The
legitimacy of this claim is open to debate — not that the
Decadosactually care to engage in such debate — since the
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first appearance of the house was nearly one thousand
years after the death of the last alleged descendent of the
Romanovs in the 20th century. Indeed, it was not until
2818 and the coup on Severus that the Known Worlds
heard the name Decados.

The Decados Ascendancy,
or the Fall of Gloucester

The planet Severus is a harsh and unwelcome place,
first colonized by House Gloucester. Like other houses,
Gloucester’s fortune rose and fell, until finally Severus was
its last holding. Severus was, in truth, little more than a
tightly controlled mining colony, and was the source of
Gloucesters remaining wealth, as Gloucesters operations
routinely extracted petrochemicals and rare minerals for
export to other worlds. Gloucester was a minor house, but
significant: Prince Davies Gloucester was a very distant
cousin to House Hawkwood, and the two houses enjoyed
an amicable relationship. In 2817, House Gloucester fell on
extremely hard times, and its prince discussed joining
Gloucester to Hawkwood, knowing that while his own
power and his houses independence would diminish,
House Gloucester would at least survive.

When a Hawkwood diplomatic ship made the voy-
age to Severus in 2818, it was greeted with a broadcast by
Duke Antonin Decados, self-proclaimed “scion to an an-
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cient and newly reborn lineage” — a man who had previ-
ously been the security minister to House Gloucester. At
his side stood his brother, Jakob Decados, one-time intel-
ligence minister for House Gloucester.

And at their backs stood their “kinsmen,” their lost
“brothers and sisters, separated by time and space but now
rejoined” — many of them intelligence ministers and se-
curity officers for countless other now-defunct houses —
united under one banner, the Mantis Banner, and one
name: House Decados. Their message was simple: House
Gloucester was no more. Davies Gloucester had legally
forfeited all properties and holdings to the new house, and
killed himself soon after. The few remaining Gloucester
nobles were “adopted” by the benevolent House Decados,
now charged with maintaining the ancestral Gloucester
lands. The stunned Hawkwood delegates were welcomed
to pay their respects to the newly ascendant House
Decados.

The message was carried through jumpgates from ship
to ship, across space. A collective universe took note.

An Ancient Dynasty Reborn

In House Decados’ early years, it struggled to make a
name for itself and to prove its ancient imperial lineage.
The First Regime (the first 20 years of Decados history un-
der Antonin Decados) saw the establishment of new cus-
toms, the reclamation of ancient traditions, and the be-
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ginnings of what would become the Decados way.

Oneof the first significantactionsin the First Regime
was the establishment of the Jakovian Agency, the infor-
mation and propaganda arm of House Decados, helmed
by Jakob Decados; his agents began scouring the Known
Worlds, gathering vital bits of information lost or forgot-
ten or secreted away. And the right information — coupled
with a timely assassination — could bring a world to ruin.

It was during the First Regime that many of the char-
acteristics of House Decados began: the many eccentrici-
ties, the systematic inbreeding, and the penchant for
things hidden. Antonin was the progenitor of Decados
body alteration: “the flesh is such a weak thing,” he re-
marked after watching one tortured prisonersskin begin
to melt, and soon after he began grafting synthetic skins
over hisown body. By the time of his death, his entire body
was covered in a sheath of experimental skin.

In the houses earliest days, assassins and torturers be-
came more than people of skill and necessity: they were
craftsmen, artists, even perfectionists whose skills were
often showcased like a sculptor’s exhibit. The Mantis
League was created, and Decados nobles proudly counted
master assassinsamong their retinue. And it was here that
the Decados military and political policies were honed and
sharpened, as Decados might reached out and grasped its
prey, choking and devouring it.

World after world fell to the Decados, and once greater
houses were subsumed by the Decados — or simply disap-
peared. An army of black-garbed dragoons spread across
space, under the banner of the mantis, and the yawning
maw of the Decados machine became something to be

feared.

Decados nobles were (at best) distrusted, thanks to
their voracious political appetites and apparent amoral-
itv. And those who followed Antonin Decados' example
of eschewing the natural-born body gave credence to the
reputation of the Decados bogeyman. From the psychotic
Zofia Decados, who regularly bludgeoned serfs with her
cybernetic arms (except on those unfortunate days when
a hand was replaced with serrated blades) to lancu
Decados, who grafted an artificial exocirculatory system
to his body so selchakah plasma could intermingle with
hisown blood, to Stashko Decados, who proudly displayed
his cybernetic bodkin outside his clothing and regularly
disrupted inter-house councils displaying his prosthetics
— the Decados noble was an icon of freakishness.

Divestiture

The pre-eminence of House Decados was cemented
during the Divestiture, when various houses began toally
against the decaying Republic. Ironically, the houses
which formed the Ten determined many of their strate-
gic actions based upon information provided by House
Decados, but only toward the end was House Decados for-
mally invited to join the alliance. Mika Decados, the Her-
maphrodite Prince, gladly accepted.

The earliest to protest the entry of the Decados to this
august league of nobles was House Hawkwood, which
voiced many bitter assignations about the moral fiber of
the Decados, and how they were too dangerous a brood
of vipers to allow into the fold.

The various houses entertained some debate on the
issue,and agreed tosubmit the issue toa vote; the Decados
sent legates to the houses to persuade them of the merits
of Decados participation. When the issue was voted upon,
House Hawkwood was the clear minority, and House
Decados was offered invitation to join the Ten. Very few
of the endorsements were enthusiastic, however,and some
historians surmise that Decados persuasion may have
amounted to either blackmail or bribery. Regardless, the
arrival of special envoy Volya Decados was greeted by the
other houses only with silence — a silence broken by the
clicking of metal across marble as the mechanical arach-
nid chassis which replaced her legs skittered across the
floor.

And thus Decados forces were among those that ar-
rived at Byzantium Secundus, to crush the Rogue Houses
and reclaim the captured world. And Lucretzia Decados,
the Decados military envoy, raised her familys banner in
the ruins of the presidential palace.

The Rogues Gallery

Was there any truth to the rumors that the
Decados helped fund the Rogue Houses in their ven-
ture, and provided critical information that allowed
them the success which they had? Of course not. But
some still suspect that the Decados, through an intri-
cate series of double-blind agents, coordinated much
of the Rogue Alliance, both as a means of crushing
some minor houses and elevating the status of the
Decados.

True, Houses Kossuth, Powell, and Von Ferdinand
were among the Rogue Houses, and once they had
been allies to the Decados; and sadly, after their down-
fall, their holdings and wealth had to be administered
by the Decados.

Likewise, one of the leaders of the alliance was
none other than House Romanov, which claimed
descent from the very same Russian Imperial family
as House Decados (through the blood of the hemo-
philiac Alexei) and accused House Decados of a
fraudulent heritage. (“Thin-blooded pretenders,” the
Decados would sniff in disdain as their only reply)
And Lucretzia Decados was allegedly seen shooting
Prince Grigori Romanov in the back of the skull dur-
ing the reclamation of Byzantium Secundus. (The
witness later claimed he “erred,” and saw someone else.)

But the allegation that the Decados maneuvered
the Rogue Alliance into a situation of defeat clearly
lacks any foundation.

Or at least any proof.
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The Mantis and the Lion: the
Decados-Hawkwood Enmity

The roots of the rivalry between Houses
Hawkwood and Decados go back centuries, to the
very beginnings of House Decados. When Hawkwood
emissaries appeared near Severus tocontinue dealings
with the newly-defunct House Gloucester, their re-
fusal to honor Antonin Decados was seen as irritat-
ing, It was clear that House Hawkwood would not
acknowledge the Decados; but Antonin and his fam-
ily were true nobles, and refused to let this boorish-
ness stand in the way of peace.

Unfortunately, stubborn House Hawkwood re-
fused to compromise. They brooded among their crags
and moors about the demise of their cousins,and they
rallied the other noble houses against Antonin for his
seeming crimes. Ultimately, their arguments fell on
fallow grounds: Antonin could document Davies
Gloucester'’s abdication and forfeiture of his family’s
rightsand wealth. But still the stubborn Hawkwoods
would not relent, and still the Decados were forgiv-
ing in the face of Hawkwood suspicion.

But after 30 years, the situation became critical
and the black-hearted Hawkwoods showed their true
colors: Hawkwood legates on the Decados ship the
Alexander killed Jakob Decados in the very midst of a
peace summit, and with his death came the realiza-
tion of how things were to be between the two houses.
A brief war ensued, with a number of small skirmishes
in which Decados forces had to defend their territo-
ries from the aggressive Hawkwoods, such as at the
massacres at Chobor-Zemsky and New Caspian. How
many young Decados nobles and innocent serfs suf-
fered and died because of Hawkwood attacks? It was
a black day for House Decados,and only intervention
from other houses and the Universal Church ended
the tragic war: a bitter and fragile peace ensued, one
which would ever be tested by Hawkwood antago-
nism and belligerence.

[ronically, the Hawkwoods now like to forget that
House Gloucester ever existed, or had any relationship
to them. And they likewise claim that they had no
role in the death of Jakob Decados, and with a grand
dismissal have forgotten the whole incident.

But the Decados do not forget.

A United Empire

Few houses truly trusted the Decados, but it was clear
that these houses needed the mantis-lords. They were
chief among houses in terms of information: when it came
to determining the pulse of the universe, the Decados, to
be sure, were superior.

34 Lords of the Known Worlds

The Decados and House Alecto were never among the
closest of allies — and in fact the Shaw-Cardozo incident
only heightened distrust between the two parties — and
when Vladimir Alecto began drawing the fragmented
worlds of the Republic around him, they were among his
greatest critics. The Decados never voted for Vladimirs
leadership, but were unable to persuade others to their
cause. In fact, the disdain with which the Decados held
Vladimir — combined with his apathy toward them —
bolstered his image. Here was a man even the Decados
could not conquer, and this alone rallied other houses to
him.

The Decados led other houses against Vladimir, who
was allied with Gesar, the Windsors, and the Van Gelder,
all of whom eagerly looked forward to trouncing the
Decados. The Decadoss league lost to Vladimir’s superior
forces, and an astonished universe watched Baron Nicolai
Decados bow in fealty to Vladimir, offering complete sur-
render. Soon, however, Vladimir was dead by an uniden-
tified assassin’s hand, House Alecto was extinct, the Gesar
and Windsors were gone, and the Van Gelder bound to
the Decados.

The wise might question whether the Decados really
lost, or merely found a more convenient means of victory
and ensuring defeat of a number of their opponents. The
Ten were now Five, and Decados was among them.

The Emperor Wars

The Decados, true to form, were among the loudest
critics of Darius Hawkwood when he made his bid for
power. Even those who opposed House Hawkwood were
hesitant to side with House Decados.

Still, the Hazat and the Decados were allies in arms,
and the battle was fierce,and wholly treacherous. Decados
assassins and spies combed the universe, seeking to sever
the infant Empire’s delicate network — blackmail here,
assassination there, extortion, and in some cases even ru-
mored slaughter. For years, it almost seemed as though the
Decados would win. But even Decados venom could not
subdue the growing Empire, and it ultimately became
clear that the black-harnessed soldiers of House Decados
were fighting a losing battle.

Perhaps it was true — the Decados could successfully
uncoil their forces for a single venomous strike, but were
incapable of sustained conflict; the Decados soldiers were
cruel, and effective, but lacked discipline. It was clear that
they could not bully an entire Empire, and they had lost
their edge.

Historians and analysts still discuss the Decados' enig-
matic surrender to Alexius. It was obvious why the
Decados surrendered (they were on the brink of defeat,
after all), but the sudden timing remains curious. Had
Decados strategists merely formulated a change in their
program? Was this — as seemingly with all of the Decados
actions — merely part of an overall, inexplicable plan? And
why did Alexiusallow the Decados to rejoin the Five with




impunity?
Nodoubt,secrets within secrets. And some secrets may
never see the light of the fading suns.

The Present Day

The Decados are now a quiet force in imperial poli-
tics. It is rumored that Decados information brokers con-
trol information on the Five, even on Emperor Alexius
himself, and are waiting for the right opportunity to use
their information to finally gain the upper hand. It is cer-
tainly possible that the Decados themselves are behind
these rumors, subtly and insidiously boosting their image
with paranoid fears.

The house has lost much of itsclout, and other nobles
tend to dismiss Decados nobles as a whole as irrelevant
players in Imperial politics. Their age of greatness has
passed, and even the Decados must bow to the greater
glory of the Imperial Phoenix. More keen critics astutely
observe that a Decados can never be judged merely on his
appearance, and House Decados will always be a vipers’
nest. Whether Salandra Decadoss alleged romantic affair
with Alexius is part of some greater political intrigue has
vet to be discerned: perhaps through her, Alexius can turn
Decados venom against the Empire’s allies; or perhaps
Salandra is herself a toxin, coursing slowly through the
Empire toward Alexius’ heart.

Ways and Means

Etiquette is like a cloak — it can be gaudy and ostentatious,
and it can conceal a dagger.

— The Ducal Manifesto, maxim 104

The Decados are ruthless opponents, and equally
ruthless allies. Decados internal politics are the epitome
of natural selection: truly, only the best survive.

In the course of its history, House Decados has raised
three principles above all others. Decados philosophy isa
difficult beast, filled with subtleties and complex argu-
ments — or sophistries and oxymorons, its critics charge
— but can best be understood by the three tenets first ar-
ticulated by Antonin and Jakob Decados and reiterated
over the ages:

House Decados overall. Inall our endeavors, through
all our activities, let us never forget: House Decados over
all. Every fiber of our being should be directed toward the
growth and sustenance of this,our house. Cast aside petty
rivalries and remember our common heritage. Without
it, we are nothing.

For all things, a reason. We believe in a Pancreator of
Economy; nothing was created that serves no purpose. It
is wise to understand a thing’s purpose, and it glorifies our
Maker to use a thing to its best purpose. Our purpose is
clear: it is to serve our house. But all things have such a
purpose — in some, to greater a degree than in others —
and we do well to consider such at all times.

The ends justify the means. If one acts for the best of
reasons, and with the truest and most well-considered of
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means, then all other considerations fall aside. The fulfill-
ment of a glorious destiny is reason enough to forsake
petty convention. For in reaching this grand destiny, all
shall benefit, and the sufferings of a few are paltry com-
pared to the joys of all humanity.

These three tenets have spawned centuries of depre-
dation. Opponents of the Decados claim that with these
three maxims, the Decados have absolutely rationalized
their selfishness: “House Decados over all” is a rallying call
for the Decados to reign supreme over all the Known
Worlds; “Feffall things a reason” is the heart of Decados
exploitation of natural goods and people; “The ends jus-
tify the means” is the reasoning used to justify any
Decados action, no matter how heinous.

The Well-Dressed Noble

Decados nobles are expected to adhere to a uniform
code of dress: form-fitting black material adorned with the
houses mantis symbol. Beyond this template, however,
some degree of variety is allowed. The uniform’s material
may vary depending upon the climate, though most
nobles tend to prefer leather (from any variety of beasts),
orstiffsynthif available. Likewise, the mantis-symbol may
vary in placement, size, or material, from a belt-buckle to
ashoulder-patch. Other touches, from the number of belt
straps to the shape of buckles, make each uniform truly
individual — a paradox which the vain and clannish
Decados are proud of.

Few Decados truly live up to the image of the inhu-
man freak which has become their house’s stereotype.
Certainly most Decados nobles value individuality and
experimentation, and are more likely to engage in body
alteration than most nobles — but this is typically lim-
ited to the occasional prosthetic or pigment change. (In-
cidentally, sometimes a unique feature is the result of an
ancestor who dabbled in genetic modification.) Only
rarely is a Decados likely to reach the excesses of Prince
Demeter Decados, whose fingers were replaced with a
dozen synthetic digits resembling tentacles and whose
massive tattooed torso was sustained by a hovering plat-
form that uncontrollably discharged liquid body waste
and engine oil with unsettling frequency.

Asalast note—always remember, when seeing a seem-
ingly-unarmed Decados: there is no such thing as an un-
armed Decados.

L] - .
A Noble’s Upbringing
A Decados’s career begins the moment she is born.
Sickly or weak children are often abandoned at birth; a
weak infant could only make a weak adult, incapable of
serving House Decados. Most such infants are simply
killed, while a few manage to be shipped offworld and

raised as foster children, disinherited by House Decados
and ignorant of their heritage, or sold to slavers.
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Tutelage

Decadosethicsareinstilled in their children at an early
age. Part of this training is systematic, with young chil-
dren adopting a uniquely Decados way of perceiving the
Known Worlds and their inhabitants as resources. Part of
this training is experiential; only the craftiest children can
thrive in the back-biting Decados society, and one learns
to adapt, or suffer.

Strong children are taken from their parents and put
into the care of a tutor, who raises the children and in-
structs them in the ways of House Decados. Young nobles
learn early the importance of their role in house (and Im-
perial) politics, and loyalty to the Mantis banner is deeply
ingrained.

Decados tutelage, always overseen by the Jakovian
Agency, varies from tutor to tutor. Some tutors may deal
with only a certain age range, while other tutors may in-
struct a child for the better part of its life. Likewise, some
tutors may select only one child at a time, while others
instruct small groups. In some cases, the tutor lives with
the child and her family, but more often raises the child
apart from her parents.

Young Decados are of ten raised away from their par-
ents for a reason: Decados philosophers believe in loyalty
to House Decados, not to ones actual sires. This avoids
more clannish behavior within the house itself, and has
proven successful to some degree — more than one
Decados child has furthered his own career through be-
trayal of a disloyal sire or sibling.

As soon as the child is able, she is taught the arts of
war — from the necessities of self-defense to the basic prin-
ciples of assassination, from the duel to the arts of the ven-
detta. Training varies, so that some young nobles may learn
Jox Boxing (Ur-Ukar hand-to-hand fighting) or another
martial art, while others might concentrate more on weap-
onry. Concurrently with this martial training, a Decados
child learns the art of passive espionage. Information isev-
erywhere, waiting to be gleaned from even the simplest
conversation. One need only learn to be aware at all times,
and fully focused when interacting with people.

The Adult Decados

Atage 18 (sometimes earlier) the young Decadosis con-
sidered an adult and leaves his tutor to become a full-
fledged boyar, or knight. The young boyar almost always
enters Decados service — otherwise he is denied the right
of inheritance. Some boyars choose to wander the Known
Worlds, living on a family stipend while learning more
about the Empire — but such service is almost always in-
evitable.

House Decados has many roles for young nobles tofill,
from governmental minister to diplomatic legate to mili-
tary officer. After four years of service, nobles are eligible
for inheritance. Some nobles choose to continue serving




their house, making it a lifelong career for them. Others,
desiring neither the burden of land management or the
responsibilities of governance, roam the starsinstead, seek-
ing their own destiny.

Decados Peerage

Decados titles are hereditary, but not absolute — they
depend upon serving House Decados and the whim of the
Prince himself. For instance, the heir to the Duchy of New
Archangel must first serve a tour of duty in either the
Decados government or military or his inheritance is for-
feit; or Prince Hyram may reward a pleasing sycophant
with the Duchy of New Archangel, regardless of inherit-
ance rights or who currently owns it. A Decados noble
bereft of his inheritance may retain his title, but it is a
mementoat best,and a painful sting of dishonor at worse.

The Prince, of course, is a single individual, whom all
must obey in any matter, at any cost. For now, he (or she) is
the apex of the Decados hierarchy; but the Decados have
long dreamed that one of their own would hold sway over
all of the Known Worlds, as the first Decados Tsar.

The Vendetta

The art of dueling is eclipsed among the Decados by
the vendetta, an ancient tradition with prescribed guide-
lines, which isa viable tool of political domination within
the house. It may be as minor as defending one’s honor
against an alleged affront — but for the Decados, it can
also be a means of public declaration of war against a fel-
low Decados.

It is through the vendetta that the Decados war with
each other,asa clash of will and wit which may never need
resort tosteel. The rules of engagement are clear: both par-
ticipants must agree upon the terms, and Decados re-
sources must never be expended to satisfy a personal in-
sult. What might have been an all-out attack on a fellow
Decadoss household — resulting in a loss of resources bet-
ter used serving the house proper — becomes instead a
managed conflict with minimal loss. The terms vary from
vendetta to vendetta, and must be approved and overseen
by a Decados noble litigator known as the Master Jurist.
In this regard, a vendetta can last from minutes to years,
and the antagonists can fight each other with swords,
prove one’s superiority in marksmanship, or hire assassins
against each other — whomever can prove himself better
at the agreed-upon technique is clearly the victor,and the
actual method itself is of ten irrelevant.

Decados nobles never engage non-Decados nobles
(something of an oxymoron, the high-minded Decados
comment) with a vendetta, which is clearly the mark of
true culture. They will duel nobles of other houses, and
are prone to what other houses decry as cheating, but
which Decados see merely as “resourceful behavior.”

La Dolce Vita
Gossip

Information is the currency with which one can buythe Re-
public.

— The Ducal Manifesto, maxim 12

What many houses see as merely “gossip,” the Decados
more clearly understand as necessary communication.

The early founders of House Decados agreed on one
thing: information is power. What was often little more
than a 20th-century adage has become a pivotal concept
in Decados negotiations.

Decados representatives deal with many resources —
fuel, rare minerals, technology, and all the various re-
sources commonly bartered across space. None are consid-
ered as precious as information, however: key bits of in-
formation, particularly contraband or long-lost knowl-
edge, may be dealt with as pure currency by House
Decados.

Gossip is merely an informal means of brokering in-
formation foraskilled Decados. Many Decadosare trained
conversationalists, not merely toseem gliband witty but
tosubtly direct a conversation. “Beware a chatty Decados”
is time-worn wisdom, oft-ignored by a fool-hardy (and
inebriated) noble who learns, too late, how much infor-
mation he has unknowingly volunteered.

Revelry

The Decados have perfected the social engagement,
and are capable of anything from a light téte-a-téte to a
full-fledged bacchanalia. But these are far more than
merely soirees; they are a means of exchanging and acquir-
ing information. Certain Decados events are held only for
members of the household, but the more grand and elabo-
rate events are open to guests from across the Known
Worlds — after all, what good is putting on a show with
only the showmen to see it?

Among the most cautiously anticipated Decados
eventsisthe Grand Masquerade, held annually on Severus
and sponsored by Prince Hyram himself. Attended by the
cream of Decados culture, its guests are prominent indi-
viduals from all the Known Worlds. Many guests come
and go throughout the evening,and rumors run rampant
as to who is truly behind which mask: costumes are be-
lieved to change hands throughout the night. The vital
— and otherwise classified — information pried from
drunken lips at this event is unsurprising; what is surpris-
ing is how many people still willingly attend the event,
led like gaily-bedecked lambs to a rather festive slaughter.

Athletes

Decados noblesare fond of athletics — watching them,
that is — and are most fond of what they call simply “The
Games”:a series of contests that amount tolittle more than
gladiatorial matches.
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The variety of these contests is almost endless. Con-
testants might simply be thrown into a cage and told to
fight, put on an obstacle course and told to evade pursuit,
and so on. Likewise, contestants might fight individually,
in pairs or teams, or even in a large free-for-all. These ath-
letic contestsare popular with the nobility, who regularly
sponsor games or wager on the success of various athletes.

Athletic programs are sponsored by nobles who pay
for the training and lodging of their prized athletes.
Decados athletes are not slaves — but once entering a
noblesathletic program (one to three years of service), they
have no option in what events they will participate. Still,
their training and pay are enviable,and athletes often take
theirskills to the private sector, acting as mercenary body-
guards or bounty hunters. Decados athletics are an equal-
opportunity program, open toanyone:even known crimi-
nals are accepted into the program, given a provisional
pardon for the duration of their service, and given full
pardon should they reach champion level.

The Katerina Run is the most notorious of the games,
for it is set on an abandoned Vau spaceship found in the
Cadizsystem. Thisgame is held once every three yearsand
is among the most challenging (and eagerly anticipated)
of the games. The Katerina Run is, in fact, open to anyone
who would enter, for the prize is generous: 10,000 firebirds
for the winning team, full pardon for any crimes (at least
on Decados worlds; crimes against the Empire are another

38 Lords of the Known Worlds

Morigp ik 7y

story), and freedom for serfs. Teams are placed in strategic
locations on the shipand given a time limit in which they
have to reach a specific on-board site — a task not easily
done, as the odds are stacked quite heavily against partici-
pants, from competition among contestants to automated
defenses and more. Indeed, the shipitself has yet to be fully
explored,and its operations are still largely incomprehen-
sible to its Decados owners. The Decados patron of the
event was once nearly killed when a serf contestant re-
turned to the bridge with a bizarre energy weapon he'd
found inalocker. Only the serf’s own ineptitude with the
weapon saved the lord, whose cybernetic life support kept
him alive as everybody else in the room was sucked out of
the hull breach which the weapon had made.

Relations

Cultivate allies, control accomplices, subjugate inferiors,
avoid witnesses.
— The Ducal Manifesto, maxim 37

Noble Houses

House Hawkwood: The Decados’s strongest rivalry to
date is with House Hawk wood, which currently holds the
strongest position of favor in the Emperorseye. Thisdeep-
seated rivalry began well before the Emperor Wars; now
they are forced to be friendly, but neither party trusts the
other. A bitter river flows between these two houses, and




the Decados relish every defeat the Hawkwoods face —
some say that behind every Hawkwood defeat can be
found a Decados scheme, and rumors whispered in ago-
raeacross space hint at fierce retribution coming to House
Hawkwood.

House Keddah: In time, this house of honor-bound
altruists will expire, and their planet Grail, rich with re-
sources, will belong entirely to the Decados. After all, who
better to shepherd the assets of House Keddah than the
Decados, who have so graciously looked after this minor
houses needs?

House Van Gelder: This house of assassins is a useful
ally to House Decados; but Decados nobles are ever watch-
ful that the Van Gelders teeth might be turned against
the Mantis. Should that ever happen, then this little house
shall have to become more familiar with the Jakovian
kossacks.

House Masseri: The Decados conquered this house of
fur traders, allowing them to manage an estate on
Cadavus, and thinks of them as little more than Decados
freemen. In time, their weak blood will die out.

The Universal Church

House Decados maintains a precarious relationship
with the Church. The house certainly pays lip-service to
the Church, funding the construction of enormous ca-
thedrals on Decados worlds, and appointing Orthodox
priests as advisors.

But in reality the “spiritual advisors” have no author-
ity, and religion in general is something the house could
do without. Given the opportunity, the Decados would
probably rather see the Church driven to the ground in
order to end their constant fanatical interference. How-
ever, the house must be respectful in its dealings with the
Church, for it is a powerful entity, and the Decados un-
derstand power.

Eskatonic Order: House Decados has been historically
suspicious of the wandering mystics of the Eskatonic Or-
der. Perhaps the Eskatonics are able to see through the lay-
ersof deception and the many masks that a Decados wears,
and can unmask one with frightening ease — at least, this
is what Eskatonic priests believe. House Decados counters
that these meddling Rasputins only stir up trouble.

Temple Avesti: Many Decados noblesact in manners
best identified as deviant, and rumors constantly surface
about Decados Antinomism. However, the house has man-
aged to avoid major investigation from the Inquisition,
and some suspect that the Decados know something the
Avestites would rather not have revealed. If thisis so, both
Temple Avesti and the Decados must tread carefully — the
relationship between the two is fragile, if not downright
volatile.

The Merchant League

Decados nobles have a cordial rivalry with the Mer-
chant League. The Decados know that the League pro-
videsservicesand goods which the Decados need,and can

no longer control. In this respect, the League has actually
earned some respect — after all, the guilds are successful
and, in asense, the fulfillment of the Decados “survival of
the fittest” ethic. On the other hand, if given the oppor-
tunity, the Decados would crush the League beneath their
heel and subjugate it as yet another resource. The League
recognizes this, and is ever on guard around Decados
nobles.

Engineers: House Decados has a strained relationship
with the Supreme Order, who now control a business
which the Decados once excelled in: body manipulation,
from genetic engineering to flesh grafting and cybernet-
ics. Where once Decados was the master, it is now the cli-
ent — a position which Decados nobles abhor. The
Genetechs Cartel (see below), designed to be a compromise,
both contains and heightens the dispute.

The Muster (Chainers): Decados nobles have frequent
dealings with the Chainers, who provide additional labor-
ers for many Decados projects. Whether these laborers are
paid or slaves all depends upon whom you ask and how
honest an answer you expect. Both Decadosand Chainers
deny that their transactions smack of any wrongdoing,
but Decados and Chainer alike frequently deny many
things.

Aliens

Aliens are, like everything else to the Decados, a re-
source. The Ur-Ukar are sometimes contracted by indi-
vidual Decados nobles for their personal retinue, but the
house asa whole is uncomfortable about letting these vio-
lent aliens too close. The Decados disdain — which often
means “fear” — the Vorox, who are simply too unruly to
control, and are thus useless.

Ascorbites: This carapaced humanoid race is native to
Severus, the Decados homeworld. Before the fall of House
Gloucester, the Ascorbites were already subjugated and
terrorized intoservitude. The Decados made thesituation
for Ascorbites even worse,and consider them to have little
more intelligence than dogs, but of innately less value —
dogs are far better looking and easier to train, after all.

Holdings

The worlds are trophies to your excellence.

— The Ducal Manifesto, maxim 198

The Decados prize their holdings — the people and
the planets under their thumb — for both their own in-
trinsic merit and for their cumulative value: the ancient
Terran phrase, “the one with the most toys wins,” was
surely conceived with the Decados in mind.

Worlds

Primary among the Decados holdings are its planets.
Sadly, House Decados has fewer planets in its grasp now
than it once did — during the Dark Ages some planets
sealed themselves of f from the Known Worlds. And the
majority of their worlds are now mere shells, having been
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sucked dry of almost all resources.

Severus

The jungle planet Severus is the homeworld of the
Decados — and some would say that a more fitting place
could not exist. It isa harsh, treacherous planet with dan-
gers lurking everywhere. The flora and fauna of Severus
can be beautiful, almost intoxicating — but just as often
it may be carnivorous and simply fatal. The similarity be-
tween the Severan buorka-flower, with its brilliantly col-
ored and beautiful petals but painfully toxic oil, and the
effete and treacherous Decados nobles is not easily dis-
missed.

Despite the many hardships associated with Severus
(especially the Severan hull rats), many call Severus home.
Mining for rare trace-minerals still takes place, but most
Severan residents are not miners — they are refugees and

Selchakah

Among Severus most popular —and equally con-
traband — exports is the Severan opiate poppy, which
produces selchakah: an extremely addictive narcotic
which is usually illegal outside of Decados holdings.

Selchakah takes its users to the seat of joy,and of-
fers a form of painless bliss — extreme but fleeting at
first, then dwindling to an hours-long period of
dreamy tranquillity. Lower grade selchakah offers at
least a period of painlessness and the illusion of hap-
piness. Higher grades of the drug provide moments
of such beatific bliss and clarity that they have been
compared with epiphanies of the Pancreator.
Selchakah has sometimes been called Sathra-root, for
it can alleviate addiction to the Sathra experience. But
Selchakah isaddictive: at first users can go weeks, even
months between doses, but eventually the doses be-
come closer and closer, and few addicts can go more
than two days without a dose.

The drug is a serious point of contention among
the Known Worlds: most noble houses have declared
it illegal, the League officially refuses to carry it, and
the Church inveighs against selchakah for its neo-
Sathraist tendencies. Decados smugglers, of course,
run a lucrative business of carrying the contraband
drug to spaceports across the Empire, even to
Byzantium Secundus itself.

The extremes to which aselchakah addict will go
toreplenish hisstock range from the mundane to leg-
endary, including murder and high treason. The fact
that selchakah addicts have been found among the
nobles of all the houses has frightening implications
— how many state secrets have been exchanged for a
week'’s worth of the drug?

One dose of the drug costs three firebirds (more
where the seller risks imminent danger selling it).
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expatriates (called elsewhere “criminals”) from the rest of
the Empire, offered sanctuary at Severus in exchange for
loyalty to House Decados. Now these upstanding citizens
support every facet of life on Severus, from farming to
merchantry. Some continue the activities which led them
to flee their homeworlds (assassination, black marketing,
drug trafficking, etc.), but, provided these servicesare ren-
dered for House Decados and not against it, there is little
problem from the local lords.

Hyram Decados maintains Manse Decados, the ducal
palace for the entire house; he resides here with his en-
tourage and many supporters, running House Decados
with a tight fist.

Edenya: Severus hasa small moon which, like itself, is
covered by jungle. Edenya is inhabitable, but only barely
so. Flora and fauna are equally venomous, and a cloying
haze of humidity makes the already acrid air difficult to
breathe. Edenyaisowned and run by the Jakovian Agency;
all that the public knows s that the kossack training camp
is on Edenya, and everything else is classified. The
Jakovians monitor all entry and egress to Edenya.

Malignatius

The arctic planet Malignatius is something of an
anomaly among Decados holdings: nowhere else among
the Decados does such religious fervor run through the
populace. The variance in sects and beliefs that regularly
crop up and disappear on Malignatius lead viewers to one
observation: it doesn't matter what the religion is, the
Malignatians are simply, innately religious. Take any reli-
gion away from them and another will take its place.

This of course vexes the Church, but it amuses the
Decados. The planet has developed something of an un-
fortunate reputation among Decados nobles; incurring
Prince Hyram's wrath could lead you to exile on
Malignatius (assuming it does not lead you to death), and
for some unfortunates, this has become a cold and bitter
prison.

A number of gulags have been established on
Malignatius for Decados dissidents and troublemakers.
Their livesare often short. The frozen wastes of this planet
are also homes to number of monastics — some members
of the Universal Church,and others claiming no religious
affiliation whatsoever — who spend their days in quiet
isolation, meditating and studying texts often believed
lost to time.

Julka: Malignatiuss single moon is even more inhos-
pitable than Malignatius. Julka is the setting of a large,
heavily protected subterranean gulag, where the house’s
most notorious criminals go. There is no escape.

Cadiz

Cadiz is an enigma — massively built up with
metropoli for the Known Worlds elite, it is now an enor-
mous tenement. The Second Republic had chosen this
planet for diplomatic negotiations with the Vau, and,



along with the Decados, poured money and labor into
building and beautifying the cities that covered this
planet. When the Vau chose another site, the Decados were
disgusted, and abruptly ceased their construction efforts,
leaving many partially-finished structures in place —
structures which now house the poor and starving occu-
pants of the planet. The cities of Cadiz are now known as
harbors for activity illegal among Decados planets, for the
house seems to have abandoned the world. Decados dra-
goons do sporadically sweep the planet in security
searches.

Cadiz is also home to the Hironem, the reptilian na-
tives of the now-conquered world. The Hironem liveon a
reservation, at the center of which is Turaz, their capital
city.Scholars from across the Known Worlds come to Turaz
(for a hefty fee, of course) to study Hironem culture and
ways, which bears a few distinct similarities to Vau cul-
ture.

Persus: Due to its toxic atmosphere, Cadiz’ sole moon
isuninhabitable, except for a controlled-atmosphere mili-
tary base. The base acts asa giant dockyard for old Decados
ships, either for repairs or scavenging. Ruins of an uniden-
tified culture exist on the dark side of Persus, with en-
trances to sublunar caverns. But this entire region is cor-
doned off by the Decados, with entry forbidden to all ex-
cept by Prince Hyram’s personal request.

Cadavus

The Decados are blessed with possession of Cadavus,
arguably the poorest planet in the Empire. Decados forces
seized Cadavus during the Emperor Wars, seeking a cell
of anti-Decados terrorists, and no one wanted the planet
back. In time, the house began to wonder why it kept the
planet, because its resources are almost depleted. Still, the
Decados obviously have something to eke out of the
planet, or the