
Kingdom of Aarbat Background Information 
 

Located just North of the 
Rock Coast, the Kingdom of Aarbat 
is a region of mostly grasslands on 
the West side of the Norse Passage 
between the Allantic Ocean and the 
Turbidic Ocean.  The plains are 
punctuated by low hills, though the 
Great Rock Mountains lie to the 
South and West.  The region has 
been settled by humans for many 
centuries.  There were several petty 
kingdoms that fought among each 
other until the arrival of seafaring 
settlers from the East three centuries 
ago.  The newcomers brought 
greater skills in the use of wood and stone, and a new religion: the Way of the Cross.  This was 
the founding of the Kingdom of Aarbat, named for the first king who led the original settlers, 
Aarbat the Great.  Many of the older kingdoms were displaced, to less fertile areas in the hills 
and mountains, or wilder lands farther West.  There have been many generations since.  Aarmit 
the Only was a previous king followed by his son Aagarwal III as king, and more recently King 
Aarmit, who has been on the thrown about 15 years.  The capital city Aahfundit is a port, though 
the Kingdom is no longer a naval power, relying mostly on traders and merchants from other 
lands for trade.  The Kingdom exports furniture and other wooden goods to the Kingdom of the 
Sun, where there are few trees.  Other exports include metal goods and especially tools and 
"machines" fabricated by the craftsmen of Selleze.  The kingdom imports fabrics, carpets, and 
precious metals from the Kingdom of the Sun.  Aarbat is usually allied with the Kingdom of the 
Sun, which is on the East side of the Norse Passage. Aarbat and the Kingdom of the Sun are in a 
perpetual war with Northmen raiders, who live in a land further North.  Due to pirates, sea 
monsters, and Norse raiders, travel by sea is dangerous. 

Money:  The currency of the realm is generally acknowledged to be debased.  The coins that are 
called "gold pieces" or "Sovereigns" are mostly lead, tin and copper, with perhaps as much as 
1% gold content.  The silver pieces, "Ducats," are likewise no more than 20% actual silver, with 
the remainder lead and tin.  "Pennies" of copper are likewise debased as much as 50% with lead 
or other metals.  So-called platinum pieces, "Empros", rarely contain any platinum, being mostly 
lead, silver, and tin.  By Royal decree, an Empro is worth 10 Sovereigns, A Sovereign is worth 
10 Ducats, and a Ducat is worth 10 Pennies.   In the capitol, you need to use the correct 
terminology.  Elsewhere, most people outside the nobility and merchant circles just say gold 
pieces, silver pieces, and such, although gradually the official terms are used to distinguish the 
most common coins of the realm from those of other currencies. 

In addition, the City of Selleze mints its own currency.  The most common is a coin made 
of a tin allow called a "Pewter", which is worth 10 silver pieces.  The quality of these coins is 
superior to the currency of the kingdom.  They are most often used by the nobility for trades 
within the city.  There are also some "coins" made of gemstone slices, made by the gemcutters of 
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the town.  These are greatly valued for their compactness, as the "Aegaton" is valued at 10 
Sovereigns, the "Quartzon" at 100 Sovereigns, the "Peridoton" piece is worth 1000 Sovereigns, 
the "Sapphron" is worth 10,000 Sovereigns.  Moneychangers will usually charge a stiff premium 
of up to 25% to convert Sovereigns and Empros into Pewters, Aegatons, Quartzons, Peridotons, 
and Sapprons.  The use of these special coins outside Selleze is often a problem.  Many 
merchants in Aahfundit take them, but some don’t.  The farther away from Selleze you go, the 
less likely a merchant will take such coins.  Occasionally worthless counterfeit versions of these 
coins are encountered, though anyone with an “appraising” or “gemcutting” skill can easily tell 
the difference.  (For others, an intelligence die roll is needed.)  Merchants who deal in expensive 
goods can usually easily recognize the fakes, and merchants of inexpensive goods either will not 
take such coins or will charge a premium to have them examined and certified. 

It should be noted that occasionally one might encounter currency from the Kingdom of 
the Sun, "Solars" (gold), and "Lunars" (silver).  These coins are not debased as is the currency of 
Aarbat, and are typically traded 50 to one, at least in Selleze.  That is, 20 Sovereigns are needed 
to buy a gold Solar.  These coins are normally only used by merchants for trade among 
themselves, and are favored for their light weight for the value.  Lunars are 20 to 1.  The 
exchange rate varies.  They are encountered in Aahfundit , sometimes in Selleze. 

 
Governance:  The legal system is personal rule by the local Lord except for the City of Selleze.  
The local Lord makes laws and enforces them as he sees fit.  With the payment of a suitable fee a 
judgment can be appealed to the local Earl, to whom the Lord is a vassal, or even to the King.  If 
an appeal is judged unworthy, the supplicant may be found guilty of wasting the time of the Earl 
or King, and condemned to an appropriate additional punishment.  The Army has its own system, 
and criminal acts by members of the Army may be judged by the local Lord or by officers 
(Lieutenants, Captains, the Captains General, or the Lord of the Army).  This is a contentious 
issue. 

 
Time:  Aarbat uses a 12 month calendar of 365 ¼ days, 7 day weeks, and a 28 day lunar cycle.  
For convenience, we use our conventional month, day of the week, and a 24 hour per day clock.  
(Although, the “first hour” starts at Sunrise, and the “twelfth hour” ends when the evening stars 
appear, as in antiquity before precise timekeeping.)  The equinoxes and solstices are on March 
21, June 21, Sept 23, and Dec 21, marking northern hemisphere weather cycles, though snow is 
rare except in winter and in the mountains.  The summer is hot and fairly dry.  Prevailing winds 
are from the northeast, though that’s less consistent inland than on the coast.  The campaign will 
keep a cumulative calendar with “day number” starting on January 1 as the first day of the 
campaign.  The phase of the moon will correspond to day number modulo 28, so January 14 is 
the first full moon, Jan 28 is the new moon, and Feb 11 would be the next full moon, and so 
forth.  The Moon’s phase is especially important when camping on wilderness trips. 
 
Religion:  The predominant religion in Aarbat is “The Way of the Cross.”  Essentially that’s a 
medieval Christianity with an emphasis on ceremony and allowance made for magic, having an 
overall “Good” ethic.  There is a religious hierarchy in Aarbat headed by an archbishop, with 
cathedrals and bishops in important towns and churches in most towns and villages.  The clerics 
of the Way of the Cross believe theirs is the only true religion, and the others are various forms 
of idolatry or paganism.  However, due to the necessity of maintaining civil relationship with 



nearby powers, other religions are tolerated and even allowed some form of “shrine” worship 
center in the capitol Aahfundit, though not rising to the status of a “temple.”   

The Kingdom of the Sun worships a pantheon based on gods of the Sun and other 
celestial beings, somewhat of an Egyptian nature.  The Sun god “Ra” is the head of the pantheon, 
and to the Way of the Cross, the whole religious system is considered the worship of Ra.  The 
Kingdom of Northzemlya is rather Viking in character, with a chief god Wotan who is taken as 
representative of a much larger pantheon.  The Kingdom of the Sun and Northzemlya are often a 
war, but Aarbat tries to maintain peace with both.  (It helps that Aarbat is not a naval power, and 
has no navy worthy of the term.)  The Kingdom of Xrune also is predominantly of the Way of 
the Cross.  To the South of Aarbat, on the Rock Coast, the predominant religion of the Kingdom 
of Prespirity is the worship of Marduck, a LN deity who sternly supports enforcing the King’s 
edicts.  But Prespirity too is a minor power, smaller even than Aarbat.  Way to the West and 
south is a Kingdom of Allanta, a mostly evil place where the deity Beelzebub is worshiped, 
along with an assortment of other evil deities.  That’s far enough away that their religion is not 
allowed in Aarbat.  In addition, the nomads have their sky gods, dwarves and the giants in the 
mountains call on their particular gods in their never ending war, and various freeholds and 
isolated colonies here and there practice sometimes heretical and sometimes merely strange 
religions.  Druids have their own “Old Way” religion that is barely tolerated.  People from Circe, 
a Kingdom to the north of Aarbat, are secretive about their religion.  It’s believed to be a mixture 
of paganism and wisdom philosophy. 
 


