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House Taranis: 

Lords of Blood and Storm
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“Cry havoc, and let slip the dogs of war!”

· Macbeth                         

Blood Brothers


     Count Maxwell von Eiluned smiled thinly as his guide led him through the caverns of the mountain, ever deeper into his enemy’s freehold. It had taken him weeks of effort to uncover this hole in his enemy’s weakness, and  now, at last, his battle to control the area was almost won.

     Ahead, Samuel ap Taranis paused by a well-made wooden door, looking back at Maxwell and the ten soldiers who accompanied him. “Be quiet. If we are to overthrow my villainous brother, he must have no foreknowledge of our arrival. I will go ahead, and check to ensure that the way is safe.

     “That won’t be necessary, my good man.” Maxwell waved forwards one of his men, gesturing his guide away from the door. “Jack here is an able scout, and will take the danger of the approach from you. You needn’t worry about placing yourself in unnecessary danger. Soon now, this freehold will be yours once again, and our most profitable relationship will have born fruit for us both.” As he soothed his temporary ally, Jack slipped the door open, looking around for a threat. When he nodded the all clear, the twelve men advanced into the freehold proper, and Maxwell spoke quietly. “It was lucky that your brother was foolish enough to trust this hallway to soldiers loyal to you. When we have them on our side, we will be unstoppable!”

     At that moment, a sidhe and two trolls walked through a door ahead and to the right, conversing. They froze upon seeing the invaders, and the sidhe spoke. “Samuel, who are these people? What’s going on?”

     Samuel simply smiled, walking forwards and clasping the hand of the sidhe. “Thomas, my dear, dear brother, what a delightful surprise to see you here. This man with me is Lord Maxwell and his men, who our hold has been fighting these long eight months.” He turned to regard the other eleven intruders, and, smiling, drew his sword. “And it is well past time for the snake to die.”

     At that moment, ten more soldiers came around the corner, surrounding Samuel and Thomas like an avenging hoard. Turning in shock, Maxwell saw twelve more converging from the tunnel, blocking off all chance at escape. He gave a panicked look to his erstwhile ally. “But. . .I thought that we were allies, Samuel! What are you doing?”

     “You are a fool, Eiluned, if you thought that I would betray my brother here.” Samuel spoke with an unpleasant chuckle, smiling slimly as he regarded Maxwell. “The dispute that is between him and me shall be resolved one day, but not by treachery or a dagger in the night. I simply let you think that I was stupid enough to go along with your little plot long enough to draw you here, and I succeeded.” His smile vanished, and he raised his sword. “Shall we kill them, brother?”

     “Yes, let us do that.” Drawing his own sword, Thomas smiled as well, a dark gleam in his eye, and the two lead the charge against Maxwell’s forces. The Eiluned count fought desperately, but he was no match for the Taranis. As their blades sliced through his armour and into his chest, he bitterly cursed the twist of fate that caused him to trust a traitor.

     After the fight, Samuel looked over the remains of the Eiluned and his retinue, and shook his head, wiping his sword on the other man’s tunic. “Fool, indeed, Maxwell, to not have a proper escape route planned. Trust is a dangerous thing to have too much of. Perhaps in your next life you will remember that.” Turning, he and his men took a moment to lock the gate before returning to the freehold. Tonight, there would be a celebration. A great victory had been won. Perhaps, on the next day, Samuel and Thomas would fight for the hold. But tonight, they were best of friends and allies.
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“Red – The blood of angry men.

Black – The dark of ages past.

Red – The world about to learn,

Black – The night that ends at last.”

- Les Miserables (musical version), “Red and Black”

     This ebook deserves something of an explanation, given that there are already thirteen sidhe houses in existence, and that the last house should be neutral, to balance Scathach (House Nudd, as laid out on the Second Brood website, is an excellent choice). House Taranis is not meant to be an extra house, and should not be added as such, as doing so will tilt the makeup of the houses rather too far towards the Unseelie side. Instead, it is a replacement, based on some modifications to the canon setting that I created. Feel free to keep it or change it, as desired.

     Why change things around? A two-part introduction is required to fully explain it. First, there is the problem of House Aesin. I’ve noticed that while many people seem to like House Aesin, almost no one actually includes them. Personally, I’ve always thought there was something slightly odd about the House, and recently, I figured out what it is. On a whim, I checked to see how many of the Unseelie tenants they filled, and then how many Seelie tenants. The answer: One Unseelie and EVERY Seelie. House Aesin is the single most Seelie house in existence. After muttering about this for a moment, I had an epiphany. Move Aesin into the Seelie roster, and create a new Unseelie house to replace them. The only question was what Seelie House to drop, and that was no question, really.

     This is a pet peeve with me, so feel free to skip the next bit: House Beaumayne is the fricking STUPIDEST House in existence. It’s like someone sat down and said: “Let’s make House Gwydion, but seeing the future! Ooh, and let’s make a whole faction of the house Dauntain, and not mention that THAT IS WHAT THEY ARE. Not that I’m bitter. Stupidest Changeling idea ever. So, out with Beaumayne, in with Aesin. Which just left us with one last house. And I decided, after much consultation, to go with the ultimate survivalists. Sort of an Unseelie version of Aesin, primal and dangerous. Enter Taranis, stage right: Named for a god of lightning, flame, and change. A god who demanded human sacrifice, and gloried in strength. The perfect Unseelie force, who would emulate the Scottish tribes from which they grew.  

So, as a quick summary, the Seelie houses in my house setting are: Aesin, Dougal, Eiluned, Fiona, Gwydion, and Liam.

The Unseelie houses are: Ailil, Balor, Daireann, Leanhaun, Taranis, and Varich. 

Enjoy the house!
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Evolution in Progress:

History and Society
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“Do not praise yourself going into battle. 

Praise yourself coming out of it.”

History

     Welcome, child of the Seelie. Come, and warm yourself by the balefire. Tell me, why have you come to this old man? A young one like yourself should be out earning a name for herself, not cooped up in here with us old ones. 

     Ah, you seek knowledge. That is a good goal, for without knowing your friends and enemies, you will never learn better. You are a wise one, child, to see that Taranis has knowledge to give. Very well, I shall instruct you in the ways of our House, that you might better understand us. 

The Mythic Age

     Like many houses, ours was born in the flames of the Mythic Age. Many sidhe claim that the Tuatha De Danaan, and by extension ourselves, were in existence long before humanity, but we cannot be so certain. Nevertheless, our tale begins during the second great war between the Tuatha and their dreaded enemies, the Formorians. 

     Taranis was a great sidhe lord of the time, a warrior of the north who had carved a place for himself in the rugged highlands of what would later become Scotland, worshipped by mortals as a god and taking what he wished. Other sidhe scorned him as little more than a disgraced beast, and he in return scorned them. Instead, he gathered about himself any who would train under him. Their only objective was victory and power, and for this they were further scorned. 

     Over time, many of Taranis’s pupils decided that they had surpassed him in prowess, and they fought to overthrow him. Each used their mortal followers against the other with impunity, battling constantly to prove their strength over one another. When the Formorians manoeuvred the kiths into war, they thought to use this to their advantage, driving Taranis’s former pupils apart and allying with only a few. They failed. In the face of the foreign threat, every one of the lordlings of the highlands lined up behind Taranis, and they marched to war against the Formorian host.

     Although other fae at first spurned Taranis for his lack of honour, he was soon distinguished for his loyalty and skill, and more and more fae flocked to his banner. By the end of the war, he was personally responsible for several overwhelming victories against the Formorians, and the other sidhe finally agreed that his actions had proven him worthy. They named Taranis High Lord of the new House Taranis, and he accepted gratefully, granting various titles to all of his people. Therefore, it was with some surprise that the other houses saw Taranis and his followers almost immediately dissolve into their original tribal loyalties upon returning to their homes. 

     When some of the other sidhe finally approached Taranis to ask about his divided house, he informed them that this was the best way to ensure that the society remained strong. Constant warfare honed them into a fine blade, and they would be ready for any challenge thrust against them. The other sidhe greeted this with some bemusement, but after consulting amongst themselves, they decided to let the Taranis be; besides, no one wanted to be the ones to go in and try to break it up. 

     House Taranis spread in its power, attracting ever-more sidhe to its banner, and soon we were the gods of the land. Sacrifices were made to Taranis and his people to lend their strength in conflicts, often human sacrifices. In many cases, we even stole away promising mortals to train for greater glory, leaving many kinain lines in our wake. It was in this time that our policy of helping deserving mortals achieve strength of their own began, a policy that many have disagreed with. Still, it was a good time. We fought well, and were given the respect that we deserved. But nothing stays the same forever.

The Sundering

     Change is like a flame, burning across the world, and in its wake it leaves the ashes of those who could not survive it. So it was with the Sundering. Many fae bemoan this time, as our powers weakened, and brother warred with brother in fear and anger. It was a grand time for us, however, for we were secure in the knowledge that whatever happened next, House Taranis would be prepared. I myself remember the great battles we fought, battles in which we were often victorious, for while many of our fellows were not used to the desperate edge that such battles took, as resources dwindled, we had always fought this way, and so were better prepared. Still, had we known what was coming next, we would have fought for a different ending. In these times, many fae pulled away from the mortal world, which was a mistake. It allowed them to become able to shrug off many of our powers, and this was something that should not have been allowed. It was also during this time that Taranis departed his house, saying that he could not increase his strength with us, and left into the depths of the Dreaming to grow in strength. He has not been seen since, although we hope for him to return and show us the strength that he has gained.

The Shattering

     The conflagration that put an end to the Sundering, the events of the Shattering were our greatest mistake. Our first hint that the lean times were about to grow worse was when the Varich fled, and, after studying the signs, we saw that Glamour was soon to leave the world. However, we made the wrong choice. Feeling that no fae would survive on Earth, High Lord Duncan ordered us to secure gates to Arcadia, and ensure that all members of our House, be they sidhe or otherwise, were through before the portals collapsed forever. And we were successful. Although there were many fierce battles fought, those who had beholden themselves to us were not left behind, as were many of the others’ servants. As for the rest? We felt that those who weren’t strong enough to find their way through did not deserve to survive. Our great mistake was in assuming that Arcadia was the correct place to be.

The Interregnum

     My memories of Arcadia are faint at best, but what I do remember confirms the theory that our house has set forth – remaining on Earth strengthened the commoner kiths, without the sidhe to coddle them any further, whereas Arcadia, for the most part, weakened the sidhe by removing any threat to us. Even the Taranis were not immune to this. Although we still fought amongst ourselves, we slowly grew complacent. When the Formorian menace approached, we had lost the edge that Taranis laid within us, and resolved to stand in the front lines against them while the weaker houses fled to Earth to prepare. This, also, was a mistake. The Seelie were not prepared for how the world had changed, and lost sight of their mission in a simple struggle to survive. I suppose that struggle strengthened them, but not enough. When at last the time came to abandon Arcadia and return to the Autumn World for the final battle, we at last realized just how much things have changed. It is only on Earth that we stand a chance against the Formorians, if only because we suspect that they will be no more prepared to weather this world than our noble brethren are.

Seasons of Blood

     And now, the world has once again dissolved into war. We are all for this. This war prepares us for the greater one, and winnows out those who would drag us down when the Formorians arrive. However, our enemies hope to ensure that we are still fighting amongst ourselves when they arrive to destroy us. This must not be. We will unite the kithain, before it is too late. But we must be careful. Too soon, and we will not have the edge needed to defeat the Formorians. Too late, and we will fall before them without even organizing a coherent defence. 

     However, House Taranis has never fallen before, and we do not intend to fall now. When the time comes, the Formorians will find us more than ready to face them. And woe to our enemies when that time comes. The world will be drenched in blood, and our house shall rise above it like a colossus, along with any other fae who can survive. The Formorians are simply another threat, and the fae will be stronger for defeating them.

Society

     My dear child, you look somewhat pale. Were you expecting our history to be more like that of House Gwydion or your own House Fiona? We are not chivalrous knights in this House; we fight to win. Perhaps you should return to the Seelie? No? Excellent. I am glad, because we can always welcome one more who can see past their preconceived honour and glory. Now, shall we continue?

Life in the House of Blood

     Life among House Taranis is not what you may think it is. We do not coddle our children, or our servants. In modern days, this has led us to have very little in the way of territory that we cannot hold ourselves, but our knights are numerous and our people many. 

     Our house reveres its strength, and our members are trained that the only thing more important than improving oneself is remaining loyal to one’s allies. The treatment given to our children is harsh, but needed – we almost never induct childlings into our house unless they are reincarnations of former members, and such childlings are already able to withstand the harshness of our life. Luxuries are acceptable, within reason, but anyone who focuses overly on them will soon lose the strength that enables us to survive.

     Our house follows three prime virtues, which we fit into the Codes of the Unseelie and Seelie courts.  They are: Strength, Loyalty, and Adaptation. Without these three gifts, we would not have survived the Sundering, nor would we survive what is to come. And those members of our house who cannot survive soon fall. It is not a formal process; rather, when we sense weakness, we strike to gain more power for ourselves. It is our way.

     Perhaps this seems odd to you, as it did to many of our brethren. However, the most important thing to remember about our house is that survival is considered the most important goal, as it was long ago. Survival requires us to weed out the weak among us, lest they draw us down. We do not solely seek out martial prowess; other strengths are appreciated as well, but they form a distinct minority, usually standing just behind a warlord.

     Those who wish to enter House Taranis are taught how to survive. Weapon-craft, wilderness survival, and even the finer points of living on the streets are taught to our followers, as well as a small amount of teaching in how to survive in the politically charged landscape of the fae, although we prefer to avoid such when possible. If a potential member proves worthy, we have them swear loyalty to our house forever, and they are inducted as a full member of the house.

Codes of Conduct

     House Taranis is Unseelie because we follow the Unseelie code much more closely than the weaker Seelie form. However, as do all fae, we have our own interpretations of how each part of each code should be taken, along with the Escheat, much of which was written by frightened Seelie fools, desperate to hold on to power that they should not have.

The Unseelie Court


     The vast majority of House Taranis belongs to the Unseelie Court. We feel that the Seelie simply aren’t flexible enough to survive what is coming, and the Unseelie code fits us quite well. 

     Change is Good.

     Well, this part of the code goes without saying. If one does not change, one will fall to the strengths of those who do. Refusal to change is our prime objection to the current situation in Concordia, and it is that refusal that may yet lose the nobility their titles.

     However, there is one caveat. Sometimes, change is for the worse. In these cases, one must simply learn to adapt enough to weather the change, without being destroyed by it. In the end, the reed survives longer than the oak.

     Glamour is Free.
     Well, not free, exactly, but the idea is sound. Those with the strength to take Glamour should. Hoarding it on the off chance that you might not find more is weakness of the worst kind. Squirrels hoard; not warriors.

     Honour is a Lie.

     Honour is a concept invented by the weak to ensure that only their strengths are considered worth having. Claiming that there are ‘right’ ways to fight, and that other ways make opponents evil is a simple tactic designed to cripple your opposition. However, loyalty should not be confused with honour. Do not betray your brethren, but do what it takes to win, regardless of what some Seelie nobles whines about being right.

     Passion before Duty
     Now, this is a tricky one. If your passion is allowed to rule you, it will often draw you into situation where you cannot survive. However, a passionless duty denies all that is good about the fae, and brings us closer to Banality. Enact your passion within the bounds of duty, and ensure that your duty is always passionate, and you will not have trouble.

The Seelie Court


     A small but persistent minority of us belong to the Seelie court. These misguided members feel that loyalty is the core of our being, even more than survival, and they often give their lives to ensure the survival of another. Of course, this means that they themselves are gone, but such is life. They are also the most opposed to our constant warfare, feeling that there are other ways to hone ourselves. Which, incidentally, is another reason there are so few of them.

     Death before Dishonour.

     Please. More crap from the Seelie about honour and glory. There are many things in the world worth killing for; but very few worth dying for, and so nebulous a concept as honour is not one of them. Dying for your friends, or a cause, I can see. But reputations can change. Death cannot.

     Love Conquers All.

     Love is powerful. A man (or woman) who fights for love, be it love of a spouse, a child, or a brother, is twice as strong as one who fights alone. However, there are times when even love falters. Bear that in mind before you assume that love will grant you victory, but do not betray your love. Ever.

     Beauty is Life.

     More Seelie junk. Beauty is nice. It is a welcome distraction from constant warfare. But it is most certainly not life. Do not trust in beauty to grant survival where a sword fails.

     Never forget a debt.

     For once, the Seelie have a glimmer of a thought here. If someone helps you, it is only fair to help them in return. To do otherwise is to betray the loyalty that they have shown you. If, of course, they help you solely for your return aid, give them exactly what they gave you. If we gain a reputation for refusing to honour our debts, others will stop granting favours to us, and not even our House can stand alone.

The Shadow Court

     Bah! Fools and plotters, all. The Shadow Court exists, and it is far more than a simple shadow-play each Samhaine, but it is hamstrung by internal division that makes us look like the Varich, and by conflicting loyalties and plans. They are fools and idiots, and will all most likely soon be crushed under the heel of the other Houses. There are no Shadow Court members within our house; to do so would be to betray the very foundation upon which we are based.

The Escheat
     The Right of Demesne

     Well, this is another one of those laws that the Seelie have rather twisted for their own ends. While it is obvious that one must support those above one, this state of affairs should only exist as long as they are indeed superior to you. House Taranis make the most loyal of vassals, as long as their patrons continue to hone themselves and grow in strength. This, in itself, is incentive to improve. 

     The Right to Dream

     Oh, by Dàn! This piece of drivel is one of your founding codes? No wonder the Seelie are so weak! Mortals have the right to dream, I’ll grant you that, but if they are not strong enough to guard their dreams from us, then they deserve what they get. Ravaging should only be used in moderation, lest you destroy forever the source of your Glamour, but banning it altogether is just the sort of weakness that we have come to expect from the Seelie!

     The Right of Ignorance

     More foolishness. It is fear, masquerading as care for mortals. Right, indeed! If anything, mortals have the right to know who lives among them. We do not do this, in large numbers, simply because it would be suicide, but if we feel that a mortal might make an ally, we will not hesitate to include them in our number, and you will simply have to get used to it.

     The Right of Rescue

     Argh! Who writes this Escheat? If a fae is unable to avoid their own destruction, why should we risk stronger men dying to save them? This is exactly what I mean when I say that the weakest among us will drag us down. Obviously, there are exceptions, but in general, we refuse to rescue those who were too weak to rescue themselves, unless they were felled by treachery or similar plotting.

     The Right of Safe Haven

     Fair enough. In these times, it behoves us to give fae the chance to prove themselves. Times are dangerous, and young fae especially can be felled long before they are strong enough to truly stand alone. Besides, without Safe Haven, we will never come together enough to stand against the true threats. If one fears a knife in the back in another’s home, one will never return.

     The Right to Life

     Foolishness, and poppycock! I honestly have no idea where this particular right started, but I can well guess. Have you noticed that, to the Seelie, certain killings seem fine, whereas others (generally against the Seelie) are atrocities? Claiming that no kithain should ever die is weakness and foolishness.

     However, it should be noted that all effort must be made to keep death to a minimum. Even most of our wars rarely end in more than one or two deaths, simply because there really aren’t enough warriors to go around. Besides, in a fight between the two strongest soldiers in the Kingdom, no one wins if the second-strongest dies. 

     It should also be noted that we will, in absolutely NO circumstances, use any sort of iron weaponry, or any method of destruction that results in the permanent demise of the fae soul. Iron is a travesty – even the weakest soul deserves a chance to learn from their mistakes, and to give their next life a better shot. If we ever catch one of our members using iron, our response is swift, although their death rarely is – we prefer to teach a lesson to the offender that will last through multiple lives.  

The House Blazon

     House Taranis’s blazon is pair of crossed red swords on a black field. It is simple, much like us, and we don’t hold with all the fancy trims and colours used by some of the other houses.

[image: image7.png]


 

House Boon and Ban

     Primal Fury: House Taranis is primarily a house of warriors, and their house boon reflects this. When in combat, a member of the house can at any time enter a primal state. While in this state, they gain +1 dots to all Physical Attributes, even if it brings it over 5, +2 Willpower, up to a maximum of 10, and halve all wound penalties until killed (round down). However, while in this state, house members act on a fight or flight reflex. Everything beyond the battle is disregarded as unimportant, which can lead to unfortunate mistakes wherein a foe is slain instead of captured, or an important fortification is destroyed through the over-zealousness of the Taranis. In addition, if they are clearly losing, warriors in this state will always do their best to retreat. This animalistic lust lasts for one scene, or until all enemies are defeated.

If in combat and not in a primal rage, members of the house must pass a Willpower roll (difficulty 7) each round, or enter the battle frenzy.

     Alpha Male: House Taranis has been trained to think of the strongest person as the best. Because of this, they have a hard time standing up to those stronger than they are, as long as they believe that they might survive. House Taranis makes all Leadership, Intimidation and Willpower rolls against a clearly superior person at +1 difficulty, and that person makes all Leadership, Intimidation, and Willpower rolls against them at –1 difficulty. The only exception is if the stronger person would clearly destroy the House Taranis member if not defeated, in which case the house will fight to destroy them. 


Birds of a Feather: Secret Societies

     Secret societies? If I knew about them, they would hardly be a secret, now, would they? Jesting aside, House Taranis does not have secret societies, per say. However, we do have a number of smaller factions within the house, making up a small minority of our members. 

The Children of Lightning

     Taranis himself was revered as a lightning-god, and used his powerful magic in time with his formidable fighting skill. The members of this extremely small faction follow in his footsteps, developing their magical might to an impressive degree. Although they are capable of fighting normally, these Taranis prefer to use their magical muscles, often pairing with a more standard member of the House to give them time to focus their magic while their partner defends them. Many of the Children of lightning have knowledge of Stormcraft; whether this was learned from the merfolk, or developed separately, we are uncertain.

The Foresters

     The early days of Taranis’s life were spent in the wilds, and in these modern days of cars and electronics, they are not as hotly contested as they once were. The Foresters of Taranis take advantage of this, placing Taranis strongholds deep in the wilds, outfitting them with the appropriate fae and mortals, and leaving them to train, while ensuring that our enemies do not place similar bastions nearby. Much of our strength is focused on these hidden places, and when the time at last comes for us to leave them, the others may once again be surprised to learn just how powerful we really are.
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Survival of the Fittest:

Relations and Famous Taranis
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“Death is the only inescapable, unavoidable, sure thing. 

We are sentenced to die the day we're born.”





- Gary Mark Gilmore
Relations with Others

     In our times, we have met and interacted with all manner of people and creatures, and, as is usual, we have not been able to escape forming opinions of them. The following opinions are my own, but as most of our house thinks alike, you’ll find that most of us will agree with them. But beware, because assumptions get you killed.

The Unseelie Houses

Ailil

     Why is it that these people always have to have a plot? There is much to admire about House Ailil, mainly that they are survivors; I fully expect that they will be one of the few houses to survive the war with the Formorians. However, they have no loyalty, not to each other or to anyone, and so you can never trust them. Watch them closely, and know that you can only trust them to help themselves.

Balor

     Twisted and evil, this house glories in lies and treachery. They name themselves after our hated enemies as a way of identifying with them, and may even choose to side with the Formorians against us in the final days, little knowing that they will not live long past the Dark’s victory. It is a shame that we cannot simply wipe them out, but watch for openings, and if you can do so without repercussions, kill them. You will be doing us and the Dreaming a great favour.

Daireann

     Now this is a house worth its breath! The Daireann are not unlike us in many ways. They are perhaps too attached to their honour, shying from certain tasks which are necessary, but they define that honour personally, rather than adhering to some trumped-up code. In addition, they can match even us in battle, and are quite hospitable outside of it. In fact, if they have any flaws, it is their overwhelming pride. Never insult a Daireann, unless you face one in battle; they will never forget it. And never share secrets with them, either. They do not mean to, but they are terrible at keeping them.

Leanhaun

     A waste of space. Leanhaun is a useless house, glorying in its weakness to gain the help of those who should be spending their time working against actual threats. Their only benefit is their natural talent for finding Dreamers, but that hardly excuses their utter lack of anything approaching survival tactics. Sidhe are not meant to be parasites.

Varich

     We have a fairly friendly relationship with the Varich. Like us, they understand that warfare is sometimes necessary for survival, and that not all choices made will be pleasant ones. However, they spend so much time fretting over their precious patterns that they sometimes lose track of the personal line. Still, they are loyal allies and skilled warriors. We welcome them to the fight.

The Seelie Houses

Aesin

     Hidebound fools. This house epitomizes almost every flaw with the Seelie. The Aesin are desperate to force the world back to a time before the Sundering, and lash out at anything and anyone than interferes with this. They think that they can throw themselves to war against all comers, using the old ways, and that they will succeed. The only thing that they have going for them is that they aren’t afraid to cut loose those who would drag them down. Let them fight first in the End Times, and die first as well.

Dougal

     Our views are split on this house. On the one hand, they are fine craftsmen, and without weapons, a war is lost before it begins. On the other, Dougal is much too concerned with the aesthetics of their craft, rather than its function, and their fighting skill is slim. Still, they are better than some we could mention, such as. . .

Eiluned

     There is nothing but animosity between this house of shadows and ourselves. The Eiluned are our antithesis. They betray without remorse, plot and scheme, and always delude themselves into thinking that it is for the greater good. We won’t have to do anything to these fools – when Winter comes, they will simply fall.

Fiona

     Oh, don’t look so worried, my dear. I realize that I’ve been less than kind to the Seelie houses to date, but yours is a house that we can live with, at least. Although Fiona has a tendency to coddle their charges, they at least understand that without change, we will all be destroyed. Fiona can also tolerate our ways, which is more than we can say of most Seelie houses. In fact, of the Seelie, your house is the one that we most appreciate. There have even been a few affairs carried on between our members – many Fiona seem attracted to the aura of danger that is about our house, and we have a hearty respect for your willingness to battle on despite the odds, something that we ourselves cannot always do. Of all the Seelie houses, Fiona is the only one I fully expect to see standing past the end of the world.

Gwydion

     Speaking of houses that won’t stand past the end of the world, we have House Gwydion. I suppose that they are skilled martially. That is about the only positive thing that I can say about them. They are hidebound, refuse to see that those weaker than them will remain so forever if they aren’t allowed to DO anything, can’t accept an entire half of our being, fly into rage whenever they are denied, and generally act like utter asses. Have I mentioned that they consider us to be cowardly, dishonourable, and a waste of space, in addition to Unseelie (to them, that’s a curse)? No wonder we don’t get along very well.

Liam

     This is another house that may or may not amount to something. They coddle mortals, which isn’t really good, but at least they recognize potential when they see it, instead of just viewing people as Glamour batteries and nothing more. However, they really are weak. They’ve chosen to see themselves as the Seelie see them, which is truly a shame. Of course, breaking an oath is serious – it is a breach of loyalty. But if they had done something to prove their loyalty, instead of wallowing in their disgrace. . .well, we can hope that they will pull themselves up, but we hardly expect it. Only time will tell, however.

The Commoners

     Ah, the commoner kiths. Before I go into each one separately, I should say something, something which I don’t think that anyone but us has truly realized, and which could be a key to resolving the current tensions. During the Mythic Ages, and the Sundering, the sidhe were masters of the Dreaming. Then came the Shattering, and we fled. At the time, it seemed the right thing to do. The strongest would survive, and the weakest would be scoured by the winds of Banality. But we were not entirely correct.

     The fires of the Interregnum did not burn the commoners to ash, they forged them into a more powerful weapon then they had ever been before. Don’t get me wrong – on average, the sidhe remain superior. If you want proof, you need look no further than the Accordance War. Outnumbered ten to one, and with little knowledge of the world they found themselves in, the sidhe were still winning when their High King called the truce.  However, in these modern times, more commoners than ever are deserving of noble status, while many sidhe have faded in their cosseted time in Arcadia. Because of this, you will find that there are many commoners in House Taranis. The times have changed, and only a fool will not change with them.

     That said, some kiths work better with us than others. The following opinions are my own, but once again, our House tends to think similarly. Just don’t make any assumptions.

Boggans
     Hmph. An entire kith devoted to caring for the weak. I don’t know how these creatures survived this long. I suppose it was the coddling of the Seelie Houses. Boggans are not all bad, mind you. Some of them have an admirable tenacity, and they are unfailingly loyal. However, most of the time, this is more than cancelled out by their complete inability to take care of themselves. We keep a few around to do things that we find too boring, but for the most part, we ignore this little kith and let them go their own way.

Eshu
     A kith with some promise. The wandering eshu are always spreading tales, which is good. We appreciate the knowledge, and make sure that any stories told about us are truthful. In addition, eshu are good at surviving, and at adapting, qualities that will serve them well in the future. They value their freedom, but are loyal to one another. You will find more than a few eshu within our house, and House Taranis has not earned the scorn that they hold many of the other houses in. 

Nockers

      The commoner equivalent of the Dougal, we have mixed feelings about the nockers. On the one hand, they construct weapons that aid our martial endeavours greatly. However, it seems sometimes that their weapons take away the wielder’s improvement. Battles with much nocker weaponry don’t depend on which combatant is superior, but on who has superior arms. Still, we can’t ignore that they are good at what they do, and their constant stream of invective we can ignore. At least they’re honest.

Pooka
     Well. There are two types of pooka in the world. The first type are those who glory in the primal fury of their animal selves. They deceive as a prelude to attack, and do not let up until they have destroyed their opponents. These pooka we can understand, and empathize with. You will find a few wolverines and wolves fortifying our own ranks, and the primal fury of House Taranis meshes well with their ideals. 

     However, there are also the domestic pooka. Fluffy, cute, and just trying to make everyone feel better. We don’t like them. They drive us insane, in fact – I don’t know how they survived this long, quite frankly. At least boggans are useful. These pooka are farces. If you encounter a pooka, figure out which sort you are dealing with, and react appropriately.

Redcaps

     Another kith with some promise. Redcaps are brutal and vicious, and this makes many other kiths distrust them, with good reason. Redcaps exist to survive. That is their goal, and it is one that we can understand. Redcaps make up perhaps the largest portion of commoners within our house, and this is one of the many points of contention between us and most others. 

     However, there is one aspect of redcaps that annoys us to no end. Many redcaps seem more interested in scaring their opponents than killing them. To a certain extent, we understand. The enemy’s morale matters. But not as much as the redcaps seem to think. If they persist in driving all their prospective allies away, they will fall in the end. But I suspect that they are intelligent enough not to alienate everyone. Just almost everyone.

Oh, and I should mention that most redcaps truly loathe the sidhe, even us. We suffer for our fellow houses’ actions. Convince them that you are different, and you many have an ally.

Satyrs

     Another kith that may or may not amount to something. The satyrs, properly trained, have quite a bit of martial talent, and they are tireless in war as in love. In addition, it’s always nice to have someone around who can appreciate a brief dalliance, without having to pledge your heart to them. Finally, satyrs make excellent lorekeepers. They are useful on all levels, which is more than I can say for most kiths.

     That said, satyrs are moody, and they tend to engross themselves overly in sex and alcohol. Passion is their strength and their weakness. Do your best to focus it properly, and if that fails, step back and let them destroy themselves. In the end, you’ll both be better off – unhappy satyrs make poor allies.

Sluagh
     Most of our kithmates are not very friendly towards the sluagh, but we feel differently. Sluagh are a useful commodity. Their stealth is legendary, and they are excellent spies and assassins, two tasks that we of House Taranis do not shy from. In addition, they do not compete with us for land or power, directly – they prefer darker places than us, which makes for the potential for deals.

     However (have you noticed that there’s always a however?), sluagh have an annoying propensity for etiquette. I have no idea why, but it annoys the hell out of his. House Taranis likes plain speaking. The skulking around the issue that sluagh prefer drives us mad. But we can live with it in order to gain them as allies. Best of all, sluagh always fulfill their bargains – I have never known even the most evil to lie about something that was business. Being able to trust them to hold true to their deals goes a long way towards mollifying us about their annoying tendencies. 

Trolls

     Ah, the trolls. They are not unlike commoner Gwydion. Seelie trolls are almost useless; they persist in spending their amazing talents on protecting those who should really be left to die, and get very upset about our ‘dishonourable’ ways. They have an unfortunate tendency to fight to the death for the slightest point of their amazingly strict honour code, which drives us insane, and they get a bit testy when we don’t join in. In general, we just do our best to avoid them.

     The Unseelie are a whole other kettle of fish. These trolls know how to use their strength, they don’t worry so much about protecting people they don’t know, and they follow a personal honour rather than some nebulous code. There are more than a few of them in our House, and we welcome them – a troll of House Taranis can often outfight one of our sidhe! Best of all, trolls are unfailingly loyal, which is among the best recommendations I can give.

The Wide World

     There are many other creatures in the world, but we don’t have time for most of them. Gallain, Nunnehi, and most of the other fae, we treat much the same as commoners, with no special treatment or particular prejudice granted them, even the Denizens. However, there are a few groups out there that deserve mention, not to mention how we deal with the other creatures of our world. Listen closely, child. You might learn something.


Thallain

     One group of fae stands out from all the rest in our dealings. The Thallain are murderous, selfish, and knowingly serve our ancient enemies, the Formorians. If you see one, destroy it before it causes harm. Never ally with a Thallain – it will betray you as soon as it is convenient. The only thing we can say about these monsters is that a few of them fight well. It’s not much of a recommendation.


Kinain

     Ah, our younger siblings. You Seelie don’t take the kinain nearly seriously enough – they are people of both worlds, more so than we changelings, and they will almost certainly survive the dark times to come. They are useful in dealings where we cannot stand the Banality, and, properly trained, some of them can surpass the Kithain in strength. We even have kinain as squires and knights in our own house. Oh, don’t look so surprised. Usefulness is as usefulness does, and the kinain are a resource that many of the other fae haven’t yet learned to tap.


Mortals

     Ah, the masses. Humanity. Sons of Adam, Daughters of Eve, etc, etc. Obviously we deal with them. It’s rather impossible not to. However, we’ve noticed that most fae hold one of two opinions about the Children of Banality – either they strive to ‘protect’ them from our world, or they consider them to be nothing more than cattle to feed on. The second group usually gets what they deserve, incidentally. Mortals are dangerous, especially in numbers. 

     However, most mortals are weak, pampered, and ruined by modern life. When the Formorians arrive, I suspect that there will be a reckoning in the Autumn World, and we shall see how the mortals react. Until then, we have some mortal retainers among us, but are careful in whom we reveal ourselves to. We will need all the mortals we can get when the final battles come.

     I should briefly mention the Dauntain, mortals that have found a way to hunt the fae. These beings are formidable foes. Try to avoid catching their notice. If you do, destroy them if possible, flee if you doubt your abilities. The destruction of your eternal soul will aid no one.
     To summarize, don’t be afraid to recruit a mortal to your cause if you are confidant that they will not betray, but do not dismiss them out of hand or toy with them. Aside from the fact that mortals are more dangerous than many fae give them credit for, you never know when one will be not as mortal as you first thought. . .


Vampires and Werewolves

     The night has teeth, and claws, and it likes to eat us for a late-night snack. More seriously, I have never personally met a vampire or werewolf, but I’ve heard interesting things about them. Vampires are said to be founts of Banality, eager to devour fae blood, so I would recommend battling them instead of allying with them – fire is supposed to work nicely. As for the skinchangers, they might make powerful allies. Although they seem fixated on their woodlands, they are powerful warriors, and seem to have an innate hatred of creatures of darkness, such as the Thallain. There’s a good chance that they’ll get themselves killed off some day soon, but until then, if you can show them that you are strong, and not a foe, they make good allies.

Magi

     A very good example of why it is a bad idea to dismiss humanity out of idea. Some humans and kinain have the ability to work their own brand of magic, a powerful brand which can surpass even the power of the fae. Properly trained, a magus can be a potent ally, especially if they are also kinain.
     However, many of the magi are both curious and not particularly loyal; not a good combination of traits. Add to that the fact that they can use our Glamour to power their magic, and you have a group that it is generally better to avoid than to ally with. Special mention goes to the Hidden Ones, who work science that a magus I once spoke with claimed was actually magical. The Hidden Ones are very powerful Autumn People as well as mages, and should be avoided at all costs.


Ghosts and Stranger Things

     The world is a dangerous place, and the many creatures that inhabit it make it even more so. I have heard tales of the walking dead, people who return to life whenever they die, ghosts, and creatures that lack names. Some of these are just tales, I am sure, but they serve a lesson – if you take anything for granted, you are likely to die young. Bear that in mind, and you should be fine.

Famous House Members

     Many members of House Taranis are skilled, but a few truly stand out. Listen, and I will tell you of some of our greatest heroes.

High Lord Duncan
     The third High Lord of House Taranis, Lord Duncan has held his own since before the Shattering, and is counted as one of the finest warriors in the world. High Lord Duncan is a tall, burly man, who wields his twin swords with lightning efficiency. He spurns the use of magical weapons or armour, finding that battles cease to be a challenge when he does so, and the entire House is in awe of him. He spends much of his time travelling to the four corners of the Earth, continuing to hone his craft and preparing for the coming wars. When he is encountered, he is a powerful ally to the Taranis, and a dangerous foe to any who dared oppose us. 

Duke Vallan

     It should be noted that there are no Taranis kings anywhere on Earth, and there almost never have been, so Duke Vallan counts as one of the highest-ranked members of our house. The unofficial leader of the Children of Lightning, the duke is a dangerous and powerful master of the Arts, known to be a Master of Stormcraft, Primal, and Wayfare, and with skill in many other Arts. The Duke doesn’t hesitate to show his power, either – in fact, many of our housemates have deemed him overly arrogant, and too certain that he is indeed the greatest magus around. He fights consistent challenges to prove this, and has come close to losing more than once. Until he does lose, however, we accord him the respect that he deserves. Duke Vallan makes his home in the Kingdom of Northern Ice, where he rules over a small duchy north of Edmonton.

Baron William Denver

     Baron Denver is an odd one in our ranking; he isn’t a mortal at all, but the kinain son of one of our dukes. Denver was raised with one foot in the mortal world, and the other in ours, and has trained as a Taranis almost from birth. He proved invaluable in setting up a freehold just outside of Houston, which uses the front of a survivalist cult to attract appropriate mortals. Denver was given charge of the ‘cult’, and now controls not only twelve fae, but over thirty mortals that are aware of the fae aspect of the cult, and are eager recruits and Dreamers. Although the cult itself is nothing special, Denver has easily surmounted challenges that destroyed other freeholds, and uses his mortal nature to his advantage to resist fae magic, while training in all manners of weaponry. He is also a master tracker, and although he is humble about his skills, he is utterly devoted to his house and his compatriots.

Sir Melius

     Perhaps the oddest member of our house, Melius is a rat pooka, of all things – usually a useless breed of the kith, but this one is dangerously effective, and rather enjoys when others underestimate his skills. A tiny combatant (he barely reaches four feet tall), Melius uses his size to his advantage. In combat, Melius darts and weaves around larger opponents, striking vunerable spots with his twin daggers, slicing tendons and otherwise maiming his opponents. Although the Seelie would hardly consider him honourable, he is an excellent example of why it is a bad idea to look down on any kith by instinct.

Conclusion

     So, there you have it, my dear girl. You’ve learned about the most dangerous House, although I daresay not all of the lessons that I’ve taught were welcome ones. If there is one thing that I should say in conclusion, it is this – don’t make assumptions. The other houses often consider us to be simple ruffians, but I hope that you’ve learned that we are much more. Good night, then. Be careful on the way home – you never know when danger will strike.
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Appendix:

Tools of the Trade
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“Death is the only inescapable, unavoidable, sure thing. 

We are sentenced to die the day we're born.”





- Gary Mark Gilmore

Like any other house, House Taranis enjoys the use of magical objects. The weapons and armour listed below are not uncommon among the Taranis, not counting (of course) the unique ones. They are as follows.

Lightning Sword (Level 3 Treasure)

     House Taranis is often considered to be a house associated with lightning, and these crackling swords are a testament to the fact. Lightning swords have two effects. First, the wielder of a lightning sword can move it with supernatural speed. As long as they make an attack with the sword, they gain a second action that can only be used to attack or defend with the sword. This second action cannot be split, and is taken at -2 Initiative to the first. In addition, lightning sword crackle with electricity, dealing two dice of chimerical aggravated damage in addition to the sword’s normal damage. This damage is soaked by metal armour at difficulty 8, and applies also if the sword is parried by someone with bare skin, or a metal weapon. Any weapon that is wielded one-handed can be a Lightning Sword; it doesn’t have to be a sword. The sword’s extra action can be used in the presence of mortals.

Shadow Armour (Level 3 Treasure)

     A boon in planning ambushes, Shadow Armour cloaks its wearer in shadows, blurring the exact lines and confusing their opponents. Anyone wearing Shadow Armour is at +2 difficulty to be spotted or heard, due to the armour’s muting effects. In addition, all opponents striking or dodging the wielder are at -1 die, because it is hard to tell exactly how much of the shadow is a person, and how much is shadow. Shadow armour is always light, and cannot be armour that reduces Dexterity by more than 1. The shadow power can be activated or deactivated at will.

Skysplitter, The Sword of Taranis (Level 5 Unique Treasure)  

     Skysplitter is the greatest weapon in the Taranis arsenal. It is currently in the possession of High Lord Duncan, who rarely uses it, claiming that it prevents him from learning anything.

     Skysplitter is simply an extremely powerful Lightning Sword. In the mortal world, it appears to be an old longsword hilt, lacking a blade. To the fae, however, the blade is made of lightning itself, crackling with force. The sword requires a Strength of 2, strikes at a difficulty of 6, and deals Strength + 7 chimeric aggravated damage, which metal armour soaks at difficulty 8. In addition, anyone parrying the sword with a metal weapon takes 4 dice of aggravated damage, with the same restriction. What’s more, the sword adds not one, but three extra actions if used to attack, all of which must be used to either attack or defend. The blade itself flickers left and right, striking opponents and blocking blades at the wielder’s mental command. 

