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Disclaimer
Our legal department requires we add this: Repeat 

after us, “I am not my character. I can’t do the 
things my character can do because he is a fictional 
character in a fictional universe.” In other words, do 
not do anything that might be dangerous to yourself 
or others. Roleplaying is meant to be fun.

We’d also like to explain that Suzerain is our take 
on reality with mythological and magical elements. 
It depicts religions and mythologies with a twist, 
differently perhaps than a true believer might 
see them. We mean no disrespect if you’re such a 
believer but ask you to respect our right to our own 
interpretation.

Foreward
Humbly and from the bottom of our heart we thank 

every player and GM who participated in the events 
of the original Thundering Skies living campaign 
through the Legends Awaken initiative (Justice and 
Life,  as was).

If you would like to take part in the living campaign, 
in Shaintar or any part of the Suzerain universe, then 
you can find us on the Legends Awaken facebook 
page - we’re looking forward to seeing you there, 
hero!

We’d also like to say a big thank you to all Shaintar 
players and GMs across more than 25 years of high 
fantasy adventuring. From Sean Patrick Fannon’s 
gaming table to campaigns across the world, Shaintar 
has given a huge amount of joy to so many people, 
but you have all given so much back too.

  By being a passionate community you’ve literally 
shaped the face of this great realm. Mountains have 
risen, seas formed and cities grown based on the tales 
you have told. Sean’s amazing imagination brought 
it all together in his own vision, but every corner of 
Shaintar carries the hallmark of fans’ involvement. 
When you look at the map of the world you’ll realize 
how, quite literally, you’ve all left your mark.

  Now, thanks to Thundering Skies, you get to do 
it all again.
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For Players
Welcome to the Player’s Guide for Thundering 

Skies. This is where you’ll find all the world 
background, the cool new gear, new Edges, and 
other tools your heroes need to take the fight to the 
Tempest and its forces.

What better way to help you prepare for that, than 
to set the scene within Shaintar, just at the point when 
things go from bad... to worse!

The State of Shaintar
The Legends Arise book gives the background on 

Shaintar as a roleplay realm. Here we are focusing 
more on a particular moment, a time when Shaintar 
is about to change forever. The following Thundering 
Skies information takes us from the last year 
discussed in Legends Arise, but this isn’t everything 
that’s going on. Your GM will have additional secrets 
to reveal during your game.

The political situation across Shainter is complex 
(as always!) but bear with us. It’s worth knowing 
what’s going on in the world when the skies start to 
thunder.

Wars and Rumors of Wars
3121: The War of Flame

The War of Flame begins with the Gates of Hell 
opening once more along with the Seven Great 
Cauldrons. These portals hurl Childer, demons and 
other beings of Flame across the land. The forces of 
all that’s good and right in the world immediately 
mobilize to counter, yet they’re beset on all sides as 
the Kal-A-Nar follow up by fielding a massive army 
to the south and a second front opens between the 
Malakar Dominion and the Fae Nation.

The Southern Kingdoms are engulfed in conflict 
once again and things look desperate. Late into 3121, 
when the second front opens from the Dominion, 
the Elves and Olarans call upon the Rangers of the 
Wildlands for aid. Thousands of Rangers answer 
the call, becoming soldiers on the front lines and 
through heroism and sacrifice, begin to turn the tide. 
“Greencloaks”, as they are affectionately called by the 
stern and taciturn Olarans, gain respect as warriors, 
and open the possibility of new Ranger outposts 
opening in kingdoms outside of the Wildlands. 

At the same time, ex-mercenaries from the Drenmar 
and the Unchained reform Harrigans Heroes and 
begin to fight back against the Kal-A-Nar. They attack 
Essal’s Keep; the first step in making sure Drenmar 
becomes a kingdom of its own. These heroes become 
part of a growing rebellion in the Empire which soon 
changes the fortune of the War.

A strange cult pops up in the Drenmar region, 
serving someone called ‘The Visionary’. They are 
ruthless and brutal vigilantes, punishing criminals 
harshly, and their ultimate agenda seems to be to 
bring the ‘word’ of their leader to all - whether they 
like it or not. The Oddballs of Harrigan’s Heroes, 
on behalf of the Baron of Drenmar, discover that all 
it not what it seems; the powers of Darkness are at 
work!

3122: Unchained and Prelacy Threat
After a year and a half of constant and brutal war, 

vast swaths of land between the Kal-A-Nar Empire 
and Olara are a scorched wasteland. The eastern half 
of the Defiant Lands, the southern Norther Gathers 
(other than the four Guardian Gathers), and even part 
of the Malakar Dominion and Stahlheim are either 
occupied by Kal forces or have suffered predation at 
their hands.

Rumors about of back door negotiations between 
the Dominion and the Empire allowed Kal armies to 
use the lands of the Malakaran as a “safe” invasion 
route. This fear was further cemented by the Kal 
mercenary army, the Maelstrom, having launched 
their attack across the Shaintar River from the 
Malakar Dominion.

Liner Notes: War of Flame
How long did the war last? About two years. It 

began early 3121 and lasted to mid to late 3122.
Where was the fighting? North Front: Olaran and 

goblinesh lands just north of the Forges. Northwest 
Front: Goblinesh lands around Jasara and Malakar 
lands near Rhion. Western Front: The north-west 
third of the Elvish Nation.

Who won? Stalemate. The Kal-A-Nar Empire was 
forced to retreat due to rebellions at home. The elves 
and Olarans were too weak, and preoccupied with 
Camon to launch a counter attack.

How big were the armies? The Empire: 433,000. 
The Southern Kingdoms: 233,700.

What were the casualties? High on both sides. 
There are no accurate accounts, but among the 
Southern Kingdoms, some battles saw very high 
casualty rates.
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However, after over 24 months of bloody stalemate, 
both the Empire and the Southern Kingdoms have 
run out of momentum. The respite is a blessed relief 
for the beleaguered forces of Olara and Landra’Feya 
who came very close to the brink of collapse, and 
for the Rangers who are decimated by the losses of 
war. What the heroes of the Southern Kingdoms do 
not yet realize is that the sudden withdrawal of Kal 
troops is due in large part to the open revolt in the 
Kal heartland. The Unchained rebellion begins in 
earnest.

With the war in stalemate and Kal armies quitting 
the field of battle, the weary kingdoms of Landra’ 
Feya, Olara, and the Wildlands turn their attention 
to rebuilding. Due in large part to their successes in 
the War of Flame, demand for Rangers reaches fever 
pitch. New outposts begin opening throughout the 
Wildlands, and even within Olara and Landra’Feya.

Even as the fires of war just begin to cool, the 
Coastline outpost for Grayson’s Grey Rangers is 
founded. Maggie Silver with Blodwen, Griatta, 
Zori the Red Lyre, Liarra Byrne and Father Artivan 
Galadrius are sent into the field: they acquit 
themselves well on their first mission, dealing with 
ghouls, troglodytes and a Corrupted family running 
the Happy Vulture inn.

A few months later, the first Olaran Ranter outpost 
in Escher’Naught is founded. One of the Rangers’ 
first missions is to locate hostages kidnapped by the 
Acolytes of Flame which, though successful, results 
in the tragic loss of Sergeant Olaf Algorian of the 
Order of the Hammerfall Riders, a companion of Lord 
Wolfhaven. Later, a faulty Cauldron is discovered 
beneath Echer’Naught, a holdover from the war 
that allows a small number of ratzin into Shaintar 
at certain times each day. The first commander of 
the outpost, Captain Gerald Manning, and his entire 
team are lost to the infestation. The outpost’s second 
team, under direct command of Captain Wolfhaven, 
eventually succeeds in eliminating the threat, and the 
Knight-Captain assumes command in Echer’Naught.

Over the course of the same summer, Childer are 
discovered in the Stoneheart Mountains and a temple 
is consecrated to the Silver Unicorn. By autumn of 
that year, the threat of invasion seems over and newly 
founded outposts begin mopping up marauders, 
Childer, and local bandits. The Rangers of Coastline 
discover an ancient temple to Ceynara, and prevent a 
ritual that would have opened a new Cauldron.

Through the summer reports have begun to reach 
the Rangers that the Prelacy of Camon is massing 
forces for a new war! As autumn turns to winter, 
violent and strange storms begin to appear across 
Shaintar. Sages postulate that this is the beginning 
of some terrible new threat, a new force they call 
“Tempest”, but their warning falls on deaf ears as 
Olara and Galea brace for invasion from Camon. 
With the Unchained diverting the Empire’s focus, 
and the Malakar Dominion recovering from the War, 
none within Shaintar are prepared for the dark cloud 
of the Tempest.

Finally, a mysterious figure known as the Scribe 
reappears at this time, an enigmatic man who is 
gathering information from across Shaintar. If he 
knows what these storms are, he’s not saying a word. 
The stage is set for Thundering Skies….Sam
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Lines of Conflict
Below, you can find brief explanations of the state 

of specific kingdoms and factions leading up to the 
Tempest invasion. This snapshot is great general 
knowledge for you and your hero to set the scene 
as your adventures begin! As for GMs, you can find 
ample fodder for plot hooks and backdrops to your 
own games in this section.

Kal-A-Nar Empire
Even early into 3122, the Empire pushed designs 

to press the attack on Olara and break the shield of 
the Southern Kingdoms. However, their plans were 
thwarted by growing unrest at home. More and more 
forces were stripped from battlefields to maintain 
control of the empire, weakening their offensive 
enough for the Rangers to turn the tide and begin to 
push back their lines.

Unfortunately for the Emperor, these rebellions 
were not so easily crushed. What was intended to 
be merely a pause in their invasion of the south, 
dragged out into weeks and then months. Ultimately, 
the Kal were forced to face the reality that even they 
could not wage two wars, one at home and one on 
the opposite side of the continent. The decision was 
made to withdraw home to deal with insurrection 
first, and then to re-launch the invasion when their 
home front is secure.

However, the Kal are not about to abandon the 
war altogether. Kal armies withdraw, retreating back 
across what becomes known as the “blasted lands”, 
but they leave behind well-armed and equipped 
units of Maelstrom mercenaries and hidden Acolytes 
to continue harassing the Southern Kingdoms, 
particularly Olara, Landra’Feya and the Northern 
Gathers, stalling any attempt at post-war recovery. 
Roving bands of summoned Childer and raids by 
Maelstrom and other banditry continues to plague 
these nations for years after the last Kal-A-Nar army 
quits the field.

Shaya’Nor
The cold, dark land to the far northeast remained 

quiet during the War of Flame. However, they were 
not still. Reports reached the Rangers and kings of the 
south of possible negotiations between Shaya’Nor 
and the Prelacy of Camon. Even more curious, 
after many clashes between the forces of Flame and 
the southern heroes, rear guards would whisper of 
Shayakar Nightguard silently observing the carnage. 
They never directly interfered, but merely seemed 

to be waiting, and watching. While these tales were 
often dismissed as paranoia, they were nevertheless 
chilling. What could Darkness be searching for?

The Prelacy of Camon
As the War of Flame raged, the Church of 

Archanon began amassing large forces, in particular 
along their western and southern borders. This 
would be alarming enough, but by mid-3122 new 
reports emerged telling of strange new weapons, and 
unknown allies. Here too, are the first mentions of 
the words “Builder” and “Arcfire”, though without 
any information.

By late winter, Prelacy scouting parties are spotted 
in the Northern Gather of the goblinesh. Along the 
southern border, Prelacy engineers begin a massive 
buildup in military forces around Krinura, Furalor, 
and Purity. Commanders among the Southern 
Kingdoms are divided on where the Prelacy of 
Camon will strike first. They all agree, however, that 
a new war is inevitable.

The Malakar Dominion
The alliance with the Empire had been a great 

gamble - one the Dominion lost. Kal armies 
withdrawing left the Malakaran alone facing the 
wrath of the elves, Olarans, and Rangers. As spring 
turned to summer, Dominion commanders saw the 
writing on the wall, and began reinforcing their east 
defenses, in particular the fortifications facing the 
Olaran city of Rhion. Strangely, the counterattack 
never came.

Fear of invasion from Camon forced the Olarans 
to turn their attention away from the Malakar 
Dominion and march war-weary troops to castles 
along their northern border. Though they may have 
lost the “gamble”, it seemed that war provided new, 
lucrative opportunities. In accordance with their deal 
with the Kal-A-Nar Empire, the Dominion continued 
to support, arm, and even shelter Maelstrom armies 
raiding into elven and Olaran lands. Meanwhile, 
they waited patiently as the Empire, the Prelacy, and 
the Southern Kingdoms bled out their strength in 
incessant war… all the while preserving their own 
military for the future.

Red Store
War means profit, regardless of who wins or loses. 

The more war, the greater the profits for agents of 
Red Store. Red Store maneuvered themselves as 
go-betweens during secret negotiations between 
the Empire and the Dominion. Pulling levers of 
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