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The world of Myst ara is 
dominat ed by t wo great  empires, 
t he mil it arist ic Thyat ians, and 
t he magical  Alphat ians.  While 
bot h empires are in decl ine, t hey 
st i l l  possess formidable 
mil it aries.  Fort unat ely for t heir 
neighbors, t he ire of each empire 
is focused on t he ot her.  The 
Alphat ian empire possesses a 
massive populat ion and a 
mast ery of t he magical  art s t hat  
no one else can approach.  The 
Thyat ians count er wit h a highly 
t rained mil it ary t hat  can handle 
almost  any foe or sit uat ion.  The 
empires are  evenly mat ched, 
which adds t o t he t ension.  
Somet imes t he numbers and 

magic of Alphat ia wil l  carry t he 
day, but  just  as oft en Thyat is' 
superior t act ics, logist ics, and 
t raining wil l  hold t he field.  

The Alphat ian mil it ary is more 
an al l iance of various kingdoms 
wit h a shared past  t han a 
cohesive organizat ion.  Alphat ia 
requires each of it s kingdoms t o 
provide t he empire wit h a 
st anding army of a cert ain size 
but  has no requirement s about  
how t he army must  be armed or 
organized.  None of t he kingdoms 
coordinat e wit h each ot her, so 
very few of t heir armies are 
compat ible in t act ics or 
organizat ion.  The size of t he 
combined army is immense, more 
t han t wice t hat  of t he Thyat ian 
mil it ary.  Most  of t he army 
comes from t he Alphat ian 
mainland, fol lowed by Bel l issaria 
and t he Isle of Dawn.  The island 
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t errit ories also provide a smal l  
force, but  t his is more used t o 
combat  bandit s rat her t han 
expand t he empire's borders.  
Where t he Alphat ian mil it ary 
surpasses al l  ot her armies of t he 
Known World is in t he amount  of 
magical  support  it  can provide.  
Alphat ia prides it sel f 
on it s arcane and divine 
lore.  It  gives al l  
spel l cast ers 
commissions as 
incent ives t o lure t hem 
out  of t heir st udies and 
rit uals t o provide 
support  for t he regular 
soldiers and sailors in 
t heir mil it ary.  This 
gives t he Alphat ians a 
massive advant age in 
t erms of firepower 
compared t o any ot her 
mil it ary.  Inst ead of 
building t rebuchet s 
and bat t ering rams, 
Alphat ian wizards can simply 
firebal l  or disint egrat e t he 
t arget .  This al lows for more 
mobil it y, as t hey do not  have t o 
const ruct  or t ransport  war 
machines from bat t le t o bat t le.  

Two addit ional  mil it ary asset s 
Alphat ia has in large number are 
magical  const ruct s and fl ying 
war machines.  The abil i t y t o 

unleash golems int o enemy 
format ions can quickly win a 
bat t le.  The air fleet  is wit hout  
quest ion t he largest , rivaled only 
by t hat  of t he cit y of Serraine.  
When Alphat ia coordinat es t heir 
fl ying war machines t o appear in 
great  numbers, t hey can 

dominat e a 
bat t lefield by 
at t acking from 
above and wel l  
out  of reach of any 
serious 
ret al iat ion.  This 
has forced 
Thyat ians t o 
develop specific 
count ermeasures 
for aerial  warfare

While t he 
Alphat ian 
mil it ary has 
serious 
advant ages in 

t erms of numerical  superiorit y, 
magical  support  and aerial  
dominance over Thyat is, it  also 
has several  short comings t hat  
seriously hinder any long- t erm 
mil it ary campaigns.  First  and 
foremost  is t he lack of a cohesive 
nat ional  mil it ary which makes 
for a logist ical  night mare.  Not  
every kingdom arms t heir t roops 
t he same as anot her, and even 
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command st ruct ures vary from 
army t o army.  If Alphat ia were 
t o ral l y al l  i t s mil it aries 
t oget her it  would have more of a 
varied assort ment  of al l ied 
armies t han a cohesive fight ing 
force.  Their feared air fleet  is 
owned by various nobles who 
must  be request ed individual l y 
t o provide support .  If t he nobles 
aren't  incl ined t o give support , 
t hen Alphat ia's air superiorit y 
exist s only on paper.  The same 
goes for t heir golems and ot her 
animat ed creat ions.  While large 
in number, t hey are not  part  of 
t he mil it ary and must  be loaned 
out .  Many wizards  loat he doing 
so because of t he risk of t heir 
creat ions being dest royed 
wit hout  compensat ion.

The great est  chal lenge t o 
Alphat ia's mil it ary campaigns, 
however, is what  people t hink is 
it s great est  st rengt h.  Their 
command st ruct ure is 
t horoughly suspect  because, in 
t heir laws, nobles are t o be 
afforded a commission if t hey 
ent er t he mil it ary.  As every 
spel l cast er in Alphat ia is 
nobil i t y, i t  causes an excess of 
officers in t he chain of command.  
In areas wit h large numbers of 
elves, most  of t he armies are 
comprised of officers.  In cert ain 
exclusive kingdoms l ike 

Arongosa wizards out number 
t he non-spel l  cast ers available 
for mil it ary service.  Since slaves 
cannot  join t he mil it ary of t heir 
own free wil l , t he officers wil l  
again out number t he enl ist ed.    

For al l  t he abil i t y of Alphat ia's 
vaunt ed Council  of Wizards, 
rarely wil l  ext remely powerful  
wizards be found on t he 
bat t lefield.  The rich and 
powerful  Alphat ian nobil i t y 
deems engaging in combat  as 
beneat h t hem, no mat t er t he 
benefit  t o t he nat ion.  The 
wizards t hat  do engage in 
combat  do so only for t heir own 
glory and prest ige, not  for any 
reasons relat ed t o pat riot ism or 
nat ional  service.    

 These wizards prefer t o st and 
out  on t he bat t lefield, wearing 
garish robes and isolat ing 
t hemselves from t he t roops t hey 
command t o draw at t ent ion t o 
t heir own act ions on t he 
bat t lefield.  To t hese wizards, t he 
common t roops serve as l i t t le 
more t han an ablat ive shield 
bet ween t he enemy and 
t hemselves.  This makes t hem a 
massive t arget , and while t hey 
have spel l s t hat  can t urn away 
arrows and bol t s, t he Thyat ian 
art i l l ery crews have got t en very 
good at  t arget ing st at ionary 
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wizards cal l ing at t ent ion t o 
t hemselves.  The spel l  Prot ect ion 
from Missiles is fant ast ic against  
bows, but  against  t rebuchet s not  
so much.  As t he wizards are 
army leaders by defaul t , losing a 
commanding officer, no mat t er 
how incompet ent , is ext remely 
disrupt ive t o a bat t le plan.

The mil it ary of 
Thyat is is a 
wel l -oiled 
machine 
compared t o t hat  
of Alphat ia.  By 
Imperial  law, al l  
soldiers in 
Thyat is are 
t rained 
ident ical l y across 
t he empire.  Each 
legion in Thyat is 
is opt imal ly t he same size as 
anot her legion raised from any 
ot her part  of t he empire.  The 
legions are broken down int o 
unit s based on t heir funct ion, 
and subunit s can be removed 
from one legion and t ransferred 
t o anot her wit h l i t t le or no 
disrupt ion t o efficiency. 

Each legion is comprised of 5,000 
soldiers.  Legions are broken 
down int o t en divisions of five 
hundred soldiers cal led cohort s.  
Each cohort  is divided furt her 

int o five cent uries of one hundred 
soldiers each, and each cent ury 
has t en unit s of t en soldiers.  In 
t heory, t his al lows for ease of 
reinforcement  and t he abil i t y t o 
combine bat t le deplet ed 
Thyat ian legions int o a new 
ful l -st rengt h legion.  The chaos 
of war does int erfere wit h t hese 
plans, but  Thyat is is bet t er 

prepared for 
deal ing wit h 
set backs t han 
most .

There are 
variat ions t o t he 
legion st ruct ure 
depending on 
locat ion.  The 
st andard legion set  
up is primaril y 
infant ry backed 

wit h several  hundred archers, 
wit h det achment s of caval ry and 
art i l l ery at t ached where needed.  
In t he horse- loving province of 
Kerendas, t he legions raised t here 
are focused on caval ry rat her 
t han infant ry.  Hat t ias prefers 
more heavil y armed infant ry and 
upgrades it s t roops from leat her 
armor and short  swords t o 
banded mail  and long swords.  

Ot her fact ors in special t y unit s 
are largely based on t he where 
t he unit  has been raised.  For 

My Dear Empress
It is with great regret that I have to inform 
you that I cannot spare any of my sky ships 
for your upcoming military endeavor.  I do 
support the empire in all its endeavors.  
However, the seergar is in its mating season 
and I need to have one of the ships in the 
Five Shires to capture a specimen.  My 
other two ships are currently mapping the 
coasts of Skothar and Davania respectively, 
so as you can I cannot spare any help this 
time, perhaps next campaign.
Sincerely, Varas Allegandar
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example, t he XXII Legion from t he 
coast al  province of Lucianius 
deploys most  of it s soldiers as 
Marines in t he Imperial  Navy.  
The 10t h Cohort  of t he XIX Legion 
is almost  comprised ent irely of 
forest ers from t he Vyal ia elves 
and are t he premier scout s of t he 
Empire.    

Creat ed t o count er t he Alphat ian 
air fleet , t he famous air force from 
t he province of Ret ebius consist s 
of various fl ying creat ures and 
magic it ems.  The XVIII Legion is 
comprised of numerous cohort s 
made ent irely of airborne caval ry, 
and are deployed across t he 
empire t o count er Alphat ian air 
superiorit y.

The Thyat ian mil it ary requires a 
t remendous amount  of support .  
Many slaves and quart ermast ers 
fol low each legion t o handle 
cooking, maint enance and 
heal ing.  While not  part  of t he 
act ual  legion in t erms of fight ing 
t roops, t he support  personnel  are 
vit al  t o t he success of t he 
mil it ary.    

Thyat is also has t ypical l y one 
cohort  of engineers assigned t o 
each legion; t hese legionnaires 
are responsible for building 
fort ificat ions and war machines 
used by t he art i l l ery cohort s.  
When t he legions are garrisoning 

a region, t he engineers ut i l ize t he 
rest  of t he legion t o make 
infrast ruct ure improvement s for 
example, roadworks.  Because of 
t his work, Thyat ian roads and 
t owns are const ant ly being 
maint ained and upgraded, 
al lowing for t he mil it ary t o move 
quickly and prot ect  out lying 
regions wit h a series of fort s or 
upgraded wal ls.

The foremost  issue confront ing 
t he legions is t heir predict abil i t y 
in t act ics.  Each Thyat ian officer 
of Cent urion rank or higher is 
given a copy of t he Liber 
Tact icius, an immense t ome 
cont aining Thyat ian mil it ary 
hist ory and t act ics, successful  
and unsuccessful .  Every officer is 
expect ed t o memorize t he book so 
t hey can ident ify enemy t act ics 
and t he proper count ermeasure.  
The Liber Tact icius is wel l  over 
t welve hundred pages long, so 
only t he most  det ermined officers 
are  famil iar wit h only hal f t he 
book. 

The Liber Tact icius was writ t en 
by Empress Aquil l ia X, who had 
her sages compile t he memoirs, 
not es, and biographies of 
numerous Thyat ian emperors, 
generals, and admirals int o a 
single comprehensive book.  This 
book cont ains everyt hing from 
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recognizing common t roop 
format ions, t o complex t roop 
movement s requiring 
coordinat ion of t housands of 
t roops.    

Famous campaigns t hat  occurred 
aft er t he deat h of Aquil l ia X l ike 
Oct avius Traladarus' rapid 
conquest  of what  is now 
Karameikos, Emperor Onychinus 
II and t he Siege of Redwal l , and 
t he debacle of Emperor Maximus 
Quint us and t he 
loss of t he ent ire 
fleet  at  t he hands 
of t he Ierendi 
were added by 
mil it ary scholars 
wit h permission 
of various rulers.  
Tact ics rendered 
obsolet e by 
improvement s in 
t echnology are 
removed when 
necessary.    
Enemies famil iar 
wit h Thyat ian mil it ary t act ics 
oft en count er predict able 
Thyat ian commanders, but  t he 
Liber Tact icius is so expansive 
t hat  a knowledgeable 
commander can feint  wit h one 
format ion and quickly change t o 
anot her.  Enemies t hat  predict   
Thyat ian t act ics incorrect l y 
rarely l ive t o make t hat  mist ake 

t wice. 
The most  serious t hreat  t o t he 
effect iveness of t he Thyat ian 
mil it ary is it s commanders.  
Thyat is is rife wit h corrupt ion. 
Anyone wit h enough coin can 
purchase a rank in t he mil it ary 
regardless of act ual  merit  or 
experience.  Numerous senat ors 
have purchased t he command of 
ent ire legions, bypassing t he 
normal ly st rict  regimen required 

for Thyat ian 
officers.    

Lesser ranks such 
as t ribune or even 
cent urion are 
available but  
rarely sought  
aft er by t he 
Thyat ian el it e.  
Only t he t op t ier 
ranks int erest  t he 
empire's idle rich.  
Some pol it ical  
appoint ees are 
wise enough t o 

underst and t hey are a det riment  
t o t he soldiers t hey now 
command.  Ot hers t hink of 
t hemselves superior t o t he lowly 
commoners at  t heir disposal  and 
t ry t o micromanage every aspect  
of t he legion.  Senat ors and 
higher nobil i t y are most  oft en 
t he only ones t hat  can afford t he 
50,000 plat inum Emperors it  
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cost s for a commission, but  on 
rare occasions, merchant s or even 
advent urers buy t heir way int o a 
mil it ary rank.    

The abil i t y for incompet ent  
armchair generals t o gain cont rol  
of ent ire armies weakens t he 
normal ly monol it hic mil it ary 
cohesion Thyat is is known for.  
Some who've purchased 
commissions use t heir legion as 
t heir own personal  pol ice force.  
The Alphat ian spike invasion 
occurred during a period where  
corrupt ion was at  it s worst , 
al lowing t he invaders t o reach al l  
t he way t o t he capit al  wit h l i t t le 
resist ance.  In t he fol lowing 
decades Emperor Thincol  has 
largely purged t he feckless 
Legat es from  act ive legions, and 
rest rict ed commissions t o most ly 
auxil iary legions.

Alphat ian Mil it ary Organizat ion
The Alphat ian Empire has no 
st andard organizat ion bet ween 
it s mil it aries.  Each of t he 
kingdoms has t heir own forces, 
set  up according t o t he 
specificat ions of t he ruler of t he 
t errit ory.  The kingdoms do have 
a command st ruct ure t hat  is 
similar across al l  t errit ories t o 
prevent  any issues wit h rank.  
The Alphat ian armies are almost  
al l  non-spel l cast ers, as t he 

mil it ary is one of t he few ways for 
non-spel l cast ers t o achieve great  
st at us in t he empire.  As a rule, 
spel l cast ers always out rank 
soldiers of t he same rank who 
cannot  cast  spel l s.   

Infant ry
The st andard infant ry of t he 
Alphat ian Empire is l ight l y 
armored and armed.  Because of 
t he sheer size of t he army, t he 
st andard gear is t ypical l y t he 
cheapest  equipment  possible.  
Most  of t he infant ry has padded 
armor and a shield, providing 
l it t le prot ect ion in combat , but  
also making it  easier on t he 
nobil i t y's coffers.  For weapons, 
Alphat ians prefer spears and 
scimit ars, which can be produced 
in large numbers.  Many nobles 
view t he infant ry as l i t t le more 
t han a meat  shield bet ween t hem 
and t he enemy, a fact  t hat  is not  
lost  on t heir t roops.

Archers

While not  as numerous as t he 
infant ry, archers are a st aple of 
t he Alphat ian mil it ary.  Like t he 
infant ry, t he archers are equipped 
wit h as l i t t le equipment  as 
possible.  They are also clad in 
padded armor but  wit h short  
bows and daggers.  Their primary 
use is t o count er enemy archers 
t hat  t hreat en t he wizards, 
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serving as t he first  l ine of defense t o 
prot ect  t he nobles.  However, t he 
archers are viewed as just  as 
disposable as t he infant ry, but  
furt her back from t he enemy.

Caval ry
Alphat ian caval ry is fairl y varied 
depending on t he kingdom t hat  
raises t he unit s.  Man caval ries 
come from eit her 
Alphat ia or 
Bel l issaria where 
unit s can be 
raised in numbers.  
The caval ry is t he 
most  varied in 
makeup.  Some 
kingdoms arm 
t hem l ight ly and 
use t hem as eit her 
scout s or 
disposable shock 
t roops, while in 
richer nat ions t he 
caval ry is 
equipped as heavy 
caval ry in plat e 
mail  wit h lances and long swords.  
The heavy caval ry is used in t heir 
t radit ional  role as l ine breakers and 
is considered one of t he most  
prest igious posit ions for t he 
Alphat ian infant ry.

Wizards
As al l  spel l cast ers in Alphat ia are 
nobil i t y and t herefore officers in t he 

mil it ary, t he roles of wizards in t he 
mil it ary are ext remely varied.  The 
t radit ional  role for  wizards is t o 
serve as art i l l ery, dest roying enemy 
t roops at  a dist ance.  Ot her wizards 
serve as scout s using divinat ion 
magic, and ot hers use t heir spel l s t o 
prot ect  t heir t roops from at t acks.  
Transmut ers have replaced 
engineers in many of t he armies 

because t he wizard 
can do t he work of 
hundreds of men 
wit h just  a few 
spel l s.  Because 
wizards usual l y 
aren't  int erest ed 
in joining t he 
mil it ary, most  of 
t he wizards who 
do have done so for 
personal  glory.  
Pol it ics and 
personal  ambit ion 
runs high wit h t he 
commissioned 
wizards; it  is rare 

for more t han a handful  of wizards 
t o be in a single unit .  Adding t o 
t he problem of a t op-heavy 
leadership is elves who t ake 
commissions, leading t o ent ire 
unit s of not hing but  officers.  The 
kingdom of Shiye-Lawr has a great ly 
expanded l ist  of ranks t o 
accommodat e t his imbalance.

Clerics
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Those who serve t he Immort als 
are also afforded officer 
commissions if t hey join t he 
mil it ary.  Clerics, especial l y lower 
ranking ones, are far more 
common in t he mil it ary t han 
wizards.  Unl ike wizards, clerics 
serve as medics in support  roles  
rat her t han as commanding 
officers.  Low 
ranking clerics 
oft en accompany 
mil it ary unit s 
int o t he field, 
serving out side 
t he normal  chain 
of command and  
not  int erfering 
wit h combat  
operat ions.  This 
keeps t he 
number of 
commanders down.  Not  al l  
clerics fol low t his underst anding; 
some wil l  serve on t he front  l ine 
specifical l y as commanders.  
Clerics t hat   advance in rank wil l  
normal ly be recal led by t heir 
church aft er a cert ain t ime, so 
t hey can use t heir magic and 
clerical  abil i t ies in areas more 
direct l y affect ing t he people.

Support
Because of t he magical  support  
Alphat ia has in t he field, t he 
amount  of logist ical  support  
needed by t heir mil it ary is much 

reduced.  Clerics provide heal ing 
while wizards serve in place of 
engineers and art i l l ery.  Suppl ies 
l ike food and wat er can be creat ed 
on t he spot  or t eleport ed direct l y 
t o t he armies.  When magical  
assist ance is not  readil y 
available t he commander is 
forced t o use common t roops t o 

creat e war machines 
and dig 
fort ificat ions.  This 
is one of t he largest  
fail ings of t he 
Alphat ian mil it ary 
because t heir 
non-magical  
support  t ends t o be 
sub-par and oft en 
haphazard.  
Alphat ia assumes 
t here wil l  be 

large-scale magical  support , so 
when clerics and wizards aren't  
present  t he army finds it sel f 
largely at  a disadvant age.

Air Fleet
The air fleet  is one of t he 
Alphat ian mil it ary's st rongest  
asset s, but  also one of t he most  
unrel iable.  Consist ing of over 
one hundred airships almost  
ent irely based in Float ing Ar, 
airships are t ypical l y armed wit h 
a variet y of magical  weaponry.  A 
single airship can t urn t he t ide 
of a bat t le, but  as t he airships 

From Imperial Tribune Erich Hauptman
While making repairs to the road from 
Biazzan to Makrast the 6th Cohort 
encountered severe resistance from gnoll 
raiders.  Terrain and positioning dictated 
the use of the Tiber Antius Gambit which I 
immediately utilized.  The fifth Century 
feigned a retreat appearing in total 
disarray, and the gnolls pursued as 
expected.  The fifth regrouped after passing 
the fourth, with the gnolls caught between 
the second and third centuries.  The first 
century attacked from behind.  We left no 
survivors.  Work was resumed the next day.
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are al l  owned by individual  
wizards and not  act ual l y part  of 
t he Alphat ian mil it ary, t hey are 
only available when t heir owner 
offers t he ship t o t he service of 
t he crown.  Because of t hat , t he 
availabil i t y of airships for 
day- t o-day operat ions is 
sporadic at  best , as t he owner can 
always recal l  t he ship whenever 
t hey need it .  The firepower a 
single airship can bring 
out classes al l  but  t he most  
wel l -equipped forces, but  short  of 
a binding Imperial  edict , t he ship 
is not  an asset  t hat  can be 
count ed on.  Even wit h an edict  
t he ship's owner is st i l l  t he 
capt ain and isn't  part  of t he 
mil it ary command st ruct ure.

Naval  Fleet
Alphat ia rel ies on aerial  asset s, 
so doesn't  have a st rong naut ical  
presence.  It  possesses a large 
merchant  fleet , and t hese ships 
oft en carry a wizard t o manage 
t he weat her and ward off at t acks.  
Mil it ary vessels are largely 
rest rict ed t o coast al  pat rols for 
t he kingdom t hat  commissioned 
t hem.  Troop t ransport s for 
operat ions in t he Isle of Dawn or 
against  t he Jennit es in Est erhold 
are accompanied normal ly by 
airships or warships from t he 
kingdom providing t he t roops.  In 
naut ical  confl ict s, Alphat ia rel ies 

on it s magic rat her t han t he skil l  
or weapons of it s navy.

Magical  Asset s
These are magical  beast s, 
const ruct s or summoned 
creat ures t hat  aid t he 
Alphat ians in bat t le.  These, l ike 
t he air fleet , are provided by 
commissioned spel l cast ers.  The 
more powerful  t he wizard t he 
more l ikely t here wil l  be a 
magical  asset .  Wizards are 
hesit ant  t o send in asset s t hey 
fear losing; const ruct s l ike 
golems or juggernaut s are used 
primaril y if t he enemy is known 
not  t o have a way t o st op t he 
const ruct .  Magical  beast s are 
commit t ed largely based on how 
easy it  is t o replace t hem.  
Creat ures t hat  can be bred in 
large numbers l ike displacer 
beast s are more easil y commit t ed 
t o bat t le t han harder t o t ame or 
breed creat ures such as t he 
feywing or bodendruker.  
Alphat ians prefer t o use conjured 
creat ures more, especial l y 
undead in Blackheart  or Thot hia.  
The use of conjured creat ures 
varies from kingdom t o kingdom 
because of t he skil l  of t he 
wizards, hence is not  a rel iable 
t act ic.  Conjured t roops are used 
for cannon fodder because t hey 
are easil y replaced. However, 
creat ing undead  from t he ranks 
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of fal len t roops leads reduced 
morale problems in t roops st i l l  
l iving.

Alphat ian Ranks and Unit s
These are t he equivalent ranks for 
al l  Alphat ian mil it ary groups.  
Act ual  t i t les vary bet ween 
kingdoms  To prevent  confl ict s 
unit s from mul t iple kingdoms 
serving t oget her share 
equivalent  ranks..  The ranks 
present ed are st andard ranks in 
t he Vert i loch mil it ary, ot her 
nat ions fol low t heir st andard for 
t heir ranks.

Eran Spahbed (High General ): 
Commands al l  Alphat ian armies 
in t he field.  Current ly, led by 
General  Torenal .

- Army: Unit  of up t o 25,000 
t roops.  Commanded by a 
spahbed (general ).

- Bat t al ion: Unit  of 5,000 
t roops.  Commanded by a 
marzban (commander).

- Regiment : Unit  of 1,000 
t roops.  Commanded by an 
argbed (major).

- Company: Unit  of 500 
t roops.  Commanded by a 
paygan (capt ain).

- Plat oon: Unit  of 100 
t roops.  Commanded by a 
sardar (l ieut enant ).

- Squad: Unit  of 25 t roops.  
Commanded by a salar 

(sergeant , 
non-commissioned)
Each squad can be broken 
down int o 5 man squads 
each lead by a low ranking 
salar.  The basic soldier 
holds t he rank of daylami 
(privat e).

Not es on Armies of t he 
Alphat ian Kingdoms 

- Alat ian Islands
St rengt h: 5 Regiment s.  
1,000 st rong.
More guards t han act ual  
t roops, t he Alat ian Islands 
do not  have t he populat ion 
t o maint ain a st rong 
mil it ary presence.  The 
island of Ne'er-Do-Wel l  
uses it s t roops t he most , 
mainly as enforcers for it s 
bandit  king.

- Ambur
St rengt h: 1 Army.  10,000 
st rong.
The st andard layout  for 
Alphat ian mil it ary, known 
for providing t roops wit h 
superior qual it y 
equipment  compared t o 
ot her kingdoms.  Troop 
morale is high due t o t he 
low risk of deployment .

- Aquas
St rengt h: 1 Regiment . 
1,000 st rong.  
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General l y considered a joke 
of a mil it ary unit .  The 
undersea t roops of Aquas 
are used most ly as securit y 
in t he kingdom.  
Aggravat ing t he 
effect iveness of t he unit  is 
t he fact  it  is personal ly led 
by Prince Zandar, who 
great ly overest imat es his 
abil i t ies as a mil it ary 
leader.

- Arogansa
St rengt h: 1 Regiment . 1,000 
st rong.
More of a pol ice force t han 
an act ual  mil it ary unit , 
t he Arogansa regiment  is 
not  a combat  regiment .  It  
has many commissioned 
wizards in it s ranks, 
t hough t he officers joined 
for t heir own personal  ego 
rat her t han a desire t o 
serve.  Because of t he 
imbalance in ranks, as wel l  
as t he disdain Arogansans 
have for non-spel l  cast ers, 
t he unit  suffers from a 
severe morale problem.

- Blackheart
St rengt h: 1 Bat t al ion.  
5,000 st rong.
One of t he more feared 
unit s in t he Alphat ian 
mil it ary, t he Blackheart  
t roops are known for t heir 

rut hlessness in combat .  
The nat ion is famous for it s 
dark magic, and is not  
afraid t o unleash it  on t he 
bat t lefield.  They t ypical l y 
do not  t ake prisoners, and 
t he ones t hey do are t aken 
back for experiment s.  The 
bat t al ion is bolst ered by 
large amount s of magical  
asset s, mainly undead and 
const ruct s.  

- Dunadale
St rengt h: 1 Bat t al ion.  
5,000 st rong.
The army is under st rengt h 
and in a very dangerous 
posit ion at  t he nort hern 
end of t he Isle of Dawn.  The 
government  of Dunadale is 
a confederat ion which also 
hinders operat ional  aspect s 
l ike raising t roops or even 
moving t hem t hrough t he 
borders of neighboring 
t owns.  The area is most ly 
swampland and moors, 
which does part ial l y 
compensat e for t he lack of 
numbers.

- Est erhold
St rengt h: 1 Army.  20,000 
st rong.
Possibly t he most  
bat t le-hardened army in 
t he ent ire Alphat ian 
empire. The army is 
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comprised of large amount s 
of levied slaves kept  under 
cont rol  by magic and 
hardened heavy infant ry.  A 
pacificat ion force, t he army 
is deployed specifical l y 
against  t he Jennit e t ribes 
of Est erhold, meaning large 
blocks of caval ry assist  t he 
largely expendable 
infant ry.  Losses are quickly 
replaced by conscript ing 
replacement s from t he 
slave populat ion.  What  is 
unknown is how t he army 
would fair against  a more 
t radit ional  and modern 
enemy.

- Float ing Ar
St rengt h: 1 Army.  10,000 
st rong.
The home of t he Air Fleet , 
t he mil it ary is spl it  
bet ween naval  crews and 
marines.  When t he 
kingdom goes t o war t he 
king put s out  a cal l  for 
volunt eers t o must er.  The 
number of airships 
available varies great ly by 
confl ict , depending on t he 
at t it ude of t he wizards at  
t he t ime.  The fleet  is 
known for being unrel iable 
when cal led upon, even 
when ent ire campaigns 
hinge on air support .

- Greenspur
St rengt h: 2 Armies.  25,000 
st rong each.
Greenspur provides much of 
t he navy for t he Alphat ian 
empire, unit s are 
const ant ly re-purposed t o 
serve aboard merchant  
ships as wel l  as guarding 
t he shores of much of t he 
Alphat ian mainland. 
Greenspur's mil it ary is 
normal ly spread across t he 
empire and rarely fielded as 
a single force.

- Haven
St rengt h: 2 Bat t al ions.  
5,000 st rong each.
One of t he few armies t hat  
rely heavil y on conscript s, 
t he t roops of Haven are 
famous for t heir out landish 
uniforms because t he 
Queen of Haven loves 
t heat re.  While t heir 
qual it y on t he bat t lefield is 
considered below average, 
t he queen does love t o 
parade her t roops around 
before t he publ ic.

- Isle of Dawn
St rengt h: Varied unit s.  
10,000 st rong.
Aside from t he forces 
ment ioned elsewhere in 
t his guide, t he current  
st anding armies for t he 
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rest  of t he Alphat ian 
t errit ories is t he equivalent  
of t wo bat t al ions.  This 
number is misleading as 
t he forces are spread t hin 
across t he ent ire island, 
usual l y in pocket s of only a 
few hundred at  a t ime.  
These are more pol ice forces 
t han act ual  mil it ary unit s.

- Limn
St rengt h: 3 Armies.  25,000 
st rong each.
One of t he largest  forces in 
Alphat ia, Limn's mil it ary is 
t he only one in t he empire 
comprised mainly of 
humanoids.  The mil it ary is 
primaril y non-spel l  cast ers, 
and even t he few officers 
t hat  can cast  spel l s are 
forced t o go t hrough t he 
ent ire t raining program t o 
harden t hem up.  Despit e 
t he reput at ion of 
humanoids as being 
disposable, t he generals in 
t he Limn army do t heir best  
t o minimize casual t ies.  
Because of t he size of t he 
mil it ary, t he Limn forces do 
see quit e a bit  of act ion in 
t he Isle of Dawn as wel l  as 
suppressing t he Jennit es.

- Norworld
St rengt h: 3 Regiment s.  
1,000 st rong each.

Norworld is 
underpopulat ed, so it  has a 
smal l  for a province of it s 
size.  The mil it ary is 
primaril y volunt eers or 
convict s pressed int o 
service wit h very l i t t le 
magical  support .  The King 
is pushing a colonizat ion 
effort  t o bolst er t he 
populat ion, as defending 
t he borders wit h his 
exist ing force is impossible.

- Shiye-Lawr
St rengt h: 1 Regiment .  
1,000 st rong.
A force almost  ent irely 
made up of elves, it  has t he 
curious posit ion of having 
far more officers t han 
enl ist ed.  To manage t his 
al l  ranks in Shiye-Lawr are 
considered officers. When 
deal ing wit h ot her nat ions, 
a magic using el f is t reat ed 
as a rank of sardar at  t he 
least .  The army is an el it e 
force, t hough t hey wil l  not  
fight  in areas out side of 
forest s unless necessary.

- St out fel low
St rengt h: 1 Army.  10,000 
st rong.
One of t he few non-human 
mil it aries in t he Alphat ian 
empire, St out fel low is 
comprised almost  ent irely 
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of dwarves wit h some 
hal fl ings and a few gnomes.  
The mil it ary is rarely seen 
in t he field, as St out fel low 
does not  deploy it s mil it ary 
above ground.  
Underground, St out fel low 
deploys it s army t o fight  
humanoid t ribes it  finds in 
t he caverns uncovered by 
dwarven mining 
operat ions.

- Surshield
St rengt h: 3 Armies.  25,000 
st rong each.
The only real  mil it ary force 
on t he Isle of Bel lassaria 
(Meriander by agreement  
wit h Surshield provides 
logist ical  support  inst ead 
of t roops), Surshield 
provides more t roops t han 
any ot her nat ion save 
Vert i loch.  Primaril y a 
defensive force against  
raiders, specifical l y 
Minaeans from Skot har, t he 
army is rarely deployed 
abroad prot ect ing t he 
agricul t ural  regions of 
Bel lassaria is vit al .  The 
army does mimic t he 
st ruct ure of Vert i loch's 
forces as much as possible.

- Theranderol
St rengt h: 1 Army.  15,000 
st rong.

Typical l y deployed under 
t he banner of General  
Torenal , t he Theranderol  
army closely fol lows t he 
organizat ion of t he 
Vert i loch armies.

- Thot hia
St rengt h: 1 Army.  10,000 
st rong.
One of t he most  powerful  
mil it ary forces on t he Isle of 
Dawn, Thot hia's low 
numbers are deceiving.  
Their ext ensive use of 
const ruct s and undead can 
t riple it s numbers in t he 
field.  Thot hians don't  have 
t he same aversion t o 
necromancy as t he ot her 
kingdoms; it  is considered a 
high honor t o be 
reanimat ed aft er deat h t o 
fight  for t heir Pharaoh.  

- Trikel ios
St rengt h: 1 Bat t al ion of 
infant ry, 1 regiment  of 
naval  t roops.  6,000 
st rong.
The mil it ary is ext remely 
wel l  t rained and equipped 
but  is largely wast ed as 
garrison forces for t he 
cit y-st at e.  The 
monst er- infest ed areas 
around Trikel ios need 
const ant  pat rols, so t he 
army rarely leaves it s own 
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t errit ory.
- Vert i loch

St rengt h: 2 Armies.  25,000 
st rong each.
The st andard by which al l  
ot her Alphat ian mil it aries 
are measured, t he Vert i loch 
armies are raised from t he 
populat ion of t he 
Alphat ian capit ol .  Despit e 
being in t he cent er of t he 
Alphat ian empire, t he 
armies do not  
have many 
spel l cast ers in 
t heir ranks.  
The 
opport unit ies 
provided by t he 
Vert i loch 
mil it ary are 
one of t he few 
ways 
commoners can 
gain some 
measure of 
social  st at us.

Thyat ian Mil it ary 
Organizat ion
The Thyat ian mil it ary is a 
wel l -honed fight ing machine.  Al l  
t roops go t hrough t he same 
t raining, save officers who bought  
t heir commissions.  Every soldier 
is not  only expect ed t o know his 
or her role but  t he role of t he 

soldiers direct l y support ing t he 
unit .  Each legion is almost  
ident ical  t o t he next .  The same 
rank st ruct ure is appl ied across 
t he ent ire mil it ary, al l  soldiers 
are equipped ident ical l y t o ot her 
soldiers of t he same rank and 
funct ion.    

If t he commanding officer of a 
unit  is ki l led or wounded, t he 
chain of command immediat ely 

knows who is next  
in l ine and t he 
new commander 
is ready.  Unit s 
can be t aken from 
one legion and 
t ransferred t o 
anot her wit h 
l i t t le disrupt ion, 
and special t y 
unit s l ike 
forest ers or t he 
air force can be 
broken down in 

smal ler unit s and t ransferred 
across t he empire as necessary.

A legionnaire recruit ed from t he 
crowded st reet s of Thyat is is 
t rained, armed and deployed 
exact ly as a legionnaire from t he 
past oral  ranches of Kerendas or 
smal l  fishing vil lages of t he Pearl  
Island.  Thyat ian t raining is 
harsh, t aking mont hs t o t rain a 
soldier in al l  manner of weapons 
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and t act ics t hat  wil l  be required 
in t he army.    

Talent  is recognized and 
rewarded in Thyat is.  A recruit  
t hat  proves t o be a superior 
archer wil l  be t ransferred t o 
program t o focus on t hat  t alent .  
Recruit s t hat  show a capacit y for 
leadership are oft en fast - t racked 
for promot ion if t hey can prove 
t hemselves on t he field.    

Thyat ian cul t ure pervades t he 
mil it ary process.  Those wit h 
t alent s are rewarded wit h 
promot ions and desirable 
post ings.  Those t hat  are deemed 
incompet ent  spend t heir mil it ary 
career digging lat rines and 
pol ishing weapons.

Infant ry
The st andard infant ry of t he 
Thyat ian army is armed wit h a 
gladius st yle short  sword, a spear 
and t ypical l y t hree pilum st yle 
javel ins.  They are given leat her 
armor and a t ower shield for 
defense.    

 The infant ry fight s in ranks.  
Legionnaires support  each ot her 
wit h shields or in t he back ranks, 
spears.  Soldiers wil l  fight  for 
several  minut es before being 
cycled t o t he back for t he next  
row t o st ep up.  This al lows t he 
Thyat ians t o st ay fresh, while 
enemies t ire t hemselves out  

against  t he shield wal l .   

 The infant ry is t rained t o use 
t heir shields in a variet y of 
defensive format ions, each 
designed t o t hwart  a specific 
t act ic.  Against  archers t he 
legionnaires wil l   shel t er under 
t heir shields forming what  is 
cal led a t est udo.    

 Thyat ian infant ry was 
vulnerable t o heavy caval ry, unt i l  
t act ics developed by Legat e 
Publ ius Bassil ius were put  int o 
t he Liber Tact icius.  Thyat ian 
infant ry now carries longer 
spears t o count er t he lances of 
enemy horsemen.  While t he 
infant ry is slow t o move, t hey are 
t rained t o react  t o most  t hreat s 
deployed against  t hem.

Archers
Thyat ian archers t rade out  t heir 
normal  weapons for short  bows 
and daggers.  They aren't  
expect ed t o see close combat , so 
are l ight l y armed.  Archers are 
t rained t o vol ley fire rat her t han 
t arget  enemies direct l y.  The 
decurions t rain t heir archers 
const ant ly, t rying t o get  t he 
ranks of bowmen t o fire vol leys 
fast  enough t o block out  t he sun.  
The archery cohort s are 
const ant ly dri l l ed t o provide 
covering support  t o t he infant ry 
unit , ki l l ing approaching enemies 
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before t he infant ry can engage on 
t heir t erms.  In some bat t les, t he 
infant ry wil l  form a t est udo 
while t he archers fire direct l y 
int o t he melee while t he enemy is 
engaged in combat  and not  
shielding t hemselves from 
arrows.

Caval ry
For t he most  part , Thyat is is not  
known for it s caval ry t act ics.  
While it  has t housands of 
horsemen, it  prefers t o use t hem 
t o support  t he infant ry 
format ions rat her t han 
part icipat e in direct  assaul t s, 
unl ike ot her nat ions.  Thyat ian 
caval ry is l ight l y armored when 
compared t o ot her nat ions, using 
primaril y leat her armor and 
shields.  That ian caval ry prefers 
long spears and spat ha-st yled 
long swords, and use t hese 
weapons mainly for hit  and run 
t act ics.   

 The except ion is t he Kerendan 
caval ry, which is one of t he finest  
caval ry unit s in t he Known 
World.  Kerendan caval ry unit s 
are t ypical l y armored wit h 
banded mail  and are armed wit h 
lances inst ead of t he l ight  spears 
of ot her caval ry unit s.  Kerendan 
legions are largely caval ry, using 
t hundering charges on horseback 
as t heir init ial  at t ack.  Once t he 

Kerendans finish t heir charge, 
t he infant ry moves in t o mop up 
any resist ance.

Art i l l ery
One of t he major asset s Thyat is 
uses ext ensively is it s war 
machines.  Thyat is makes use of 
a host  of combat  engineers t hat  
can design, const ruct  and fire 
art i l l ery weapons.  Thyat ian 
special ist s, cal led immunes, are 
skil led at  building any number 
of war machines depending on 
t he needs of t he bat t le.  
Trebuchet s and bal l ist a are 
common in most  bat t les, while 
sieges wil l  oft en see siege t owers 
and bat t ering rams const ruct ed.   

A common war machine found in 
Thyat ian format ions is t he 
scorpion, a smal l  t ype of bal l ist a 
t hat  has been refined int o a 
rapid firing crank act ion weapon.  
Init ial l y just  a large crossbow, 
cent uries ago Ylari raiders 
proved t he original  t o be t oo 
slow firing. Emperor Rubus 
Ylarus paid a large fort une t o 
t he dwarves of Rockhome t o 
improve t he design.   

Ot her, more exot ic, war machines 
are somet imes found in Thyat ian 
ranks depending on t he 
preferences of t he Legat e or t he 
commanding officer of t he 
art i l l ery cohort .  Rare and 
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magical  war machines are 
deployed only when facing 
const ruct s or magical  beast s.  
Most  of t hese t reasures are 
maint ained by t he more 
influent ial  legions, and t hey are 
as valued as t he legion's 
st andard.

Support
The Thyat ian mil it ary requires a 
massive amount  of logist ical  
support .  Each legion has a 
support  cohort  in charge of 
feeding, arming and building 
fort ificat ions for t he combat  
unit s.  While not  considered a 
prest igious posit ion, it  is st i l l  a 
vit al  one.  Vet eran support  
cohort s can build fort s and 
t renches in a mat t er of hours 
depending on nat ural  resources.  
They use t he displaced eart h 
creat e berms and redoubt s t o 
channel  enemy movement s or 
count er enemy caval ry advances.  
The support  cohort  has many 
slaves t o cook and move suppl ies 
back and fort h where needed.  

Magical  Support  
Thyat is doesn't  provide any 
special  privi leges t o it s 
spel l cast ers, requiring t hem t o 
undert ake t he same t raining as 
t he rest  of t he t roops.  While 
t here are chances for promot ion 
for spel l cast ers, t hey must  prove 

t hemselves t o earn t hem.    

 Clerics are deployed where t hey 
needed most , and t he pat ron 
Immort al  of t he cleric plays a 
large part  in where t hey are 
deployed.  Clerics of Vanya or 
Diulanna are deployed on t he 
front  l ine where t hey enhance t he 
combat  abil i t ies of t he t roops.  
Clerics of Terra or Valerias are 
found in t he back providing 
heal ing or blessing t roops.  
Wizards are oft en found in t he 
ranks of t he various cohort s 
where t hey can use t heir spel l s 
direct l y t o eit her dest roy enemy 
t roops or augment  Thyat ian 
forces.  Thyat ian wizards wear 
uniforms t hat  mimic t he armor 
worn by t he legions t o make it  
difficul t  t o single t hem out  in 
combat .

 Ret ebius Air Fleet
One of t he definit ive unit s of t he 
Thyat ian mil it ary, t he Air Fleet  
is comprised of several  cohort s of 
knight s wit h fl ying mount s.  The 
act ual  number of cohort s 
depends on t he creat ures and 
magical  it ems available.  The 
empire has a st anding bount y for 
fl ying creat ures and magical  
it ems t hat  can provide fl ight  
capabil i t ies.  The cohort s are one 
of t he more independent ly 
operat ed unit s, oft en divided up 
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and deployed across mul t iple 
legions where needed.   

The Air Fleet  is one of t he most  
prest igious posit ions in Thyat is, 
and many of t he officers have 
bought  t heir commissions.  
Fort unat ely for t he Air Fleet , t he 
officers t end t o come from noble 
famil ies t hat  have long fought  in 
t he Air Fleet .  The commissions 
help pay for t he expense of 
raising creat ures and purchasing 
magical  it ems.

Forest ers
A cohort  raised from t he Count y 
of Vyal ia, t he forest ers serve as 
scout s t rained by t he Vyal ia 
elves.  Troops are most ly elven or 
human.  The forest ers serve as 
front l ine scout s, especial l y in 
sylvan environment s.  The 
forest ers are one of t he more 
independent  unit s in t he 
Thyat ian mil it ary, and t hey are 
oft en broken up as a cohort  and 
sent  t o bat t lefields where t heir 
unique skil l s are best  served.

Navy
Thyat is possesses t he largest  
navy of al l  t he nat ions on t he 
cont inent  of Brun.  While a large 
port ion of t he navy is made up of 
t ransport s and support  vessels, 
t he Thyat ian fleet  has dozens of 
gal leons t hroughout  t he empire.    

Most  of t he crew are raised from 

t he province of Lucinius, while 
Marines are t ypical l y brought  in 
from across empire based on t heir 
basic t raining resul t s.  Naval  
vessels are heavil y armed wit h 
bal l ist a and cat apul t s, and on 
occasion wizards when available.

Auxil iaries
One of t he oldest  met hods 
Thyat is uses t o bolst er it s 
numbers is via auxil iaries. 
Auxil iaries are legions comprised 
of foreign nat ionals serving in 
exchange for cit izenship or former 
legionnaires cal led back int o 
service when needed.  Auxil iaries 
are ident ical  t o legions except  
t he officers are drawn from ot her 
more est abl ished legions.  
Thyat is  has five auxil iaries 
cal led up on average, al l  of which 
are in current ly in t he Isle of 
Dawn or t he Hint erlands.  
Auxil iaries are considered 
reserves for t he legions, but  
Thyat is does not  hesit at e t o 
deploy t hem t o combat  
sit uat ions as needed.

Thyat ian Ranks and Unit s
These are t he  ranks and unit  size 
for a st andard Thyat ian legion.  
Some legions have sl ight  
variat ions wit hin t heir 
organizat ion  The modular 
format  of t he legions al lows for 
any number of layout s 



22

depending on t he needs of t he 
army at  t he t ime.  Each unit  can 
be broken down t o a smal ler unit , 
al lowing for deplet ed legions t o 
be merged wit h exist ing legions 
wit h l i t t le disrupt ion.  Anot her 
common deployment  is t o t ake 
cent uries from 
special ist  cohort s 
and at t ach t hem 
t o ot her legions 
in need of el it e 
t roops.

- Imperial  
Legat e-  
commands 
al l  legions 
in t he 
t heat er of 
operat ions.

- Legion: 
Unit  of 5,000 t roops.  Led 
by a legat e.

- Cohort : Unit  of 500 t roops.  
Led by a t ribune.

- Cent ury: Unit  of 100 
t roops.  Led by a cent urion.

- Maniple: Unit  of 50 t roops.  
Led by an opt io

- Squad: Unit  of 10 t roops.  
Led by a decurion
The basic soldier of t he 
Thyat ian mil it ary is t he 
legionnaire.
I Legion (Thyat is)
Considered t he most  el it e of 
al l  t he legions.  1st  Cohort  

is comprised of Legionaries 
al l  handpicked by t he 
Emperor for t heir heroism 
in combat .  10t h Cohort  
consist s of magical l y 
enchant ed war machines, 
specifical l y for use against  

Alphat ian magical  
asset s.

- II Legion 
(Thyat is)
Has been awarded 
more mil it ary 
honors t han any 
ot her legion dat ing 
al l  t he way t o t he 
founding of t he 
Empire.  Known as 
t he first  legion t o be 
deployed and t he 
last  t o be recal led.  

Only recruit s t hat  excel  
during init ial  t raining are 
assigned t o t he II Legion.  
Current ly deployed t o 
Cast ra Corvus.

- III Legion (Thyat is)
Permanent ly assigned t o 
cent ral  Isle of Dawn at  
Kendach.  Frequent ly 
deployed in clashes wit h 
Alphat ian raiders.  Known 
for being an ext remely 
difficul t  post ing as t he III 
rarely cycles off t he front  
l ines.  Troops are 
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const ant ly dri l l ed t o keep 
t hem fresh and from 
becoming bored.

- IV Legion (Thyat is)
Deployed t o t he nort hern 
coast  of t he Isle of Dawn 
near Finnegar's Wat ch.  The 
IV Legion is deployed along 
t he coast  t o st op raiders 
from t he Nort hern Reaches 
and Alphat ia.  It  makes 
heavy use of auxil iaries t o 
maximize it s reach on t he 
coast  when raiders are 
known t o be approaching.

- V Legion (Thyat is)
Deployed t o Sout hern Isle 
of Dawn and quart ered near 
Caerdwicca t o pat rol  t he 
cont est ed t errit ories.  The V 
Legion has absorbed large 
numbers of local  auxil iary 
t roops t o replace losses 
suffered due t o Alphat ian 
incursions.  It  is due t o be 
cal led back t o t he mainland 
for reorganizat ion.

- VI Legion (Thyat is)
Deployed across t he 
Imperial  t errit ories as a 
pol ice force against  
humanoids and bandit s.  
Considered one of t he worst  
post ings in t he mil it ary.  
Officers t hat  are considered 
incompet ent  are deployed 
t o t he VI Legion as a 

punishment  and t o get  
t hem out  of t he way.

- VII Legion (Machet os)
Deployed t o t he Karameikos 
border.  The post ing is 
considered busy work as 
most  of t he t ime is spent  
maint aining roads and 
performing maint enance on 
Imperial  buildings.  The 
most  common act ion is 
against  humanoids in 
coordinat ed operat ions 
wit h t he Karameikans.

- VIII Legion (Buhrohur)
Deployed t o Fort  Nicos.  
Anot her of t he least  
desirable post ings in al l  of 
Thyat is.  The VII Legion is 
used t o pol ice t he 
mount ains of t he provinces 
of Buhrohur and Biazzan.  
Troops see heavy combat  
from humanoid ambushes 
and, as a resul t , morale 
t ends t o be low.

- IX Legion (Thyat is)
Deployed t o Raven Scarp in 
t he Hint erlands.  Current ly 
t he headquart ers for t he 
Imperial  Legat e in t he 
Davania campaign.  The IX 
Legion has seen large 
amount s of combat  against  
t he Hint erland t ribes, and 
is current ly being 
reinforced and reorganized 
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before being redeployed.
- X Legion (Thyat is)

Deployed t o Cast ra 
Alexandras in t he 
Hint erlands.  Vanguard of 
t he Hint erlands invasion, 
t he X Legion has seen more 
combat  t han any legion 
except  t he II.  Due t o be 
cycled back because of 
report s t he t roops are 
becoming highly 
unorganized and 
commit t ing at rocit ies 
against  local  populat ions.

- XI Legion (Hat t ias)
Deployed t o cont est ed 
regions of t he Isle of Dawn.  
Infant ry is heavil y armed 
wit h segment um banded 
mail  and spat ha long 
swords.  Legat e and 
t ribunes have been 
sanct ioned before for 
al lowing unnecessary 
brut al it y on t he 
bat t lefield.  The XI Legion is 
known for not  t aking 
prisoners.

- XII Legion (Hat t ias)
Deployed t o Cast ra Velerius 
in t he Hint erlands.  Armed 
ident ical l y t o ot her Hat t ias 
legions.  The XII Legion has 
just  ret urned t o t he front  
l ines aft er t he bloodbat h 
t hat  was t he Bat t le of 

Izmara.  Replacement s have 
reduced it s combat  
effect iveness, but  t he Legat e 
is planning anot her 
offensive soon.

- XIII Legion (Hat t ias)
Current ly deployed t o 
Manacupurus.  The XIII 
Legion is t he most  isolat ed, 
having carved out  a 
foot hold on t he Davanian 
mainland.  The XIII has 
earned numerous awards 
for ret urning vast  amount s 
of weal t h t o Thyat is.  It  
achieved t his by enslaving 
ent ire vil lages in t he 
immediat e region.

- XIV Legion (Hat t ias)
Deployed on t he Isle of 
Hat t ias.  The only Hat t ian 
unit  not  deployed in 
combat .  The majorit y of t he 
XIV consist s of older 
legionnaires who are past  
t heir prime but  haven't  
ret ired from mil it ary 
service.  It  is largely 
responsible for maint aining 
t he infrast ruct ure of t he 
province.

- XV Legion (Kerendas)
Deployed at  Kerendas.  
Comprised almost  ent irely 
of caval ry unit s, t he XV 
Legion is t he premier rapid 
at t ack force in t he empire.  
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Because of t he t roops' 
mount ed st at us, t he XV can 
deploy quickly where ever 
assigned.  Kerendan caval ry 
is heavil y armed wit h 
banded mail  and lances 
along wit h long swords.

- XVI Legion (Kerendas)
Deployed on t he Isle of 
Dawn.  The XVI Legion is 
ut i l ized as a response force 
against  raids and 
excursions by t he 
Alphat ians.  It  has al l  t en 
cohort s spread across t he 
lengt h of t he ent ire island, 
wit h eight  ful l  cohort s 
devot ed t o caval ry.  The 
remaining t wo are devot ed 
t o logist ical  support .

- XVII Legion (Kant rium)
Deployed t o Kant ridae.  The 
XVII Legion is responsible 
for maint aining order in 
Kant rium and Halat hius.  
This is considered busy 
work and frowned upon by 
ot her legions.  Morale is 
high as t he legat e is 
ext remely adept  in 
count ering t he const ant  
humanoid ambushes, 
t aking t he fight  t o t hem.

- XVIII Legion (Ret ebius)
Deployed t o Ret ebius.  Home 
t o one of t he most  famous 
cohort s in Thyat is, a ful l  

t hree cohort s are devot ed t o 
t he legendary Air Fleet .  
Ot her cohort s are t ypical l y 
devot ed t o support ing t he 
Air Fleet , while t he act ual  
Air Fleet  cohort s are 
deployed across t he Empire.

- XIX Legion (Vyal ia)
Deployed t o Greenheight .  
Known for it s forest er 
cohort , t he XIX Legion is 
assigned t o pat rol l ing and 
maint aining t he provinces 
of Vyal ia and Biazzan.  The 
forest ers are t ypical l y 
deployed across t he empire 
while t he rest  of t he legion 
has garrison dut y.

- XX Legion (Tel  Akbir)
Deployed t o Lindinis.  A 
prest igious unit  because of 
it s long hist ory and t he fact  
t hat  t he Tel  Akbir 
provincial  governor pays 
ext remely wel l .  The XX 
Legion is known for it s 
conservat ive t act ics and use 
of at t rit ion t o win bat t les.  
Several  t ribes of t he 
Hint erlands have broken on 
t he shields of t he XX Legion.

- XXI Legion (Tel  Akbir)
Deployed t o Fort  Zendrol .  
Primaril y used against  
bandit s from Ylaruam, t he 
XXI Legion is considered an 
easy post ing because of t he 
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l ack of enemies.  Known 
more for it s engineering 
feat s t han it s combat  
prowess, most  of t he wal ls 
and aqueduct s in Tel  Akbir 
are t he work of t he XXI 
Legion.

- XXII Legion (Lucinius)
Deployed t o Port  Lucinius.  
The largest  suppl ier of 
Marines t o t he Imperial  
Navy.  Most  of t he navy 
comes from t he legion 
raised from Lucinius and 
Caryt ion.  The XXII Legion 
is t he only one wit hout  a 
large presence on t he land.  
It s t roops are spread across 
t he empire serving as 
Marines in t he navy.

- XXIII Legion (Sout hern 
Islands)
Deployed t o Fort  Borydos.  
Comprised of t roops from 
t he t errit ories of Act ius, 
Sclaras, Borydos, and 
Mosit ius, t he XXIII Legion 
is largely used as a 
garrison across t he four 
islands.  The ot her legions 
consider it  a joke as most  of 
t he t roops have never seen 
combat  and a large 
amount  of t he officers 
purchased t heir 
commissions.  Assignment  
t o t he XXIII is considered a 

career kil ler.
- XXIV Legion (Redst one)

Deployed at  Redst one 
Cast le.  Known for t heir 
rowdy nat ure, t hese 
legionnaires knows t hat  in 
t he event  of open war t hey 
wil l  be t he first  ones 
at t acked.  The XXIV Legion 
spends most  of it s t ime 
building fort ificat ions on 
t he border wit h Alphat ia.  
It s cohort s are deployed at  
a series of fort s along t he 
border.

- XXV Legion (West roarke)
Deployed at  Newkirk.  
Because boggy moors make 
t he st andard format ion 
impract ical , t he XXV Legion 
consist s primaril y of 
skirmishers and archers.  
It s focus is on building 
defensive fort ificat ions, 
making t he swamps on t he 
border a kil l  zone of t raps 
and fort s.

- XXVI Legion (Caerdwicca)
Deployed at  Cast le 
Furmenglaive.  Spl it  
bet ween a naut ical  force 
and a garrison guarding 
against  t he nearby 
Alphat ian forces.  The XXVI 
Legion has several  unit s 
t hat  are assigned t o raid 
Alphat ian shipping while 
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disguised as pirat es.  The 
inact ivit y of t he remot e 
post ing resul t s in 
problems wit h discipl ine.

- XXVII Legion (Pearl  Islands)
Deployed at  Seagirt .  Spl it  
bet ween infant ry legions 
fi l l ed wit h officers t hat  
bought  commissions t o 
garrison a t ropical  paradise 
and hardened marines 
deal ing wit h Ierendi and 
Alphat ian pirat es.  The 
naut ical  unit s are great ly 
feared, while t he garrisons 
are a laughing st ock.

- XXVIII Legion (Ochalea)
Deployed at  Beit ung.  
Ost ensibly a garrison unit , 
t he XXVIII Legion is feared 
for t he precision of t heir 
t raining.  The only t ime t he 
XXVII was deployed in t he 
Hint erlands during an 
offensive it s single bat t le 
was  a decisive vict ory t hat  

cont ribut ed t o t he 
surrender of t he Raven 
Tribe.

- XIX Legion (Hint erlands)
Deployed at  Raven Scarp.  
The first  legion raised from 
t he newly conquered Raven 
Tribe, consist ing of t roops 
promot ed from recent ly 
raised auxil iaries.  Wat ched 
closely in combat , t hese 
Legionnaires have had 
moderat e success fight ing 
t heir former al l ies.

- XXX Legion (Hint erlands)
Deployed at  Cit t anova.  The 
XXX Legion is t he one raised 
most  recent ly raised from 
t he Raven Tribe and 
garrisons and fort ifies 
newly est abl ished 
set t lement s.  Discipl ine is a 
problem as t he t ribesmen 
aren't  used t o t he 
organized st ruct ure of t he 
mil it ary. 
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