Things you should know

Eagles reach is run by martial law.  There is a city watch that wears blue tabards, these tend to be realm people (but not always) and they answer to the will of the city magistrate (which changes frequently).  The supreme law of the city however lies in Seth-Kon’s elite forces, the Tanzar, which roughly translates as the dragon’s claw.  These are above the watch and usually can be recognized by their gold and red belt/sashes.  They serve as city watch and royal guards; they are merciless and have been known to dole out punishment on the spot.  Most people in the city give them wide birth, and only the foolish talk ill about them (they seem to have a vast and intricate network of spies).

The city supports an open carry law and it is acceptable to pull weapons to defend honor or property, the fights however should be between the person who insulted and the person being insulted.  Multiple assailants on one or few individuals is looked at as poor form and dishonorable, dishonor is something that the Tanzar consider a trespass worthy of punishment.  Typically punishment is an eye for an eye.

Wooden items are in short supply, boats, bows, and long hafted weapons are considered a sign of wealth.  Food and wooden items tend to be 3 to 10 times the book cost, while other items tend to be 3 to 5 times the book price (there are a few exceptions so when in doubt, ask me).  The only source for wood is the Naga bush which is about the only thing that seems to grow in the wasts.  It is difficult to work with and not easy to harvest (it is thorny and mildly poisonous).

The City of Eagles reach is not fully walled but does have stiles and watchpoints, those who enter the city are taxed at a rate of 1cp per pound (encumbered) minimum 1gp.  This means that you will need to keep semi-accurate accounts of your current weight status.  The money that is used are Royals=platinum, Crowns=gold, Marks=silver, and pence=copper.  Trade bars are not offered by the Xan though a few merchants and money lenders use their own form of trade bars or certificates.  Adventurers can expect to pay 2gp per night for common room and 5gp for private.  There are usually more expensive and nicer establishments, but usually nothing less expensive (the rates are somewhat regulated by the magistrate).

There is no proper mages guild within the city and spellcasting is generally frowned upon though allowed with a few exceptions, see below.  Those that practice magic must license themselves with the magistrate.  There are 4 patches of licensed mages:


Green patch:  cast healing and beneficial (non-harmful) magics.  This patch is free


Yellow patch:  these mages generally cast abjuration and conjuration spells.  This patch costs 25gp per week and the user must have a member of the yellow patch vouch for them.


Orange patch:  this patch allows the casting of divination and transmutation spells.  This patch costs 25gp per week and the user must have a member of the Orange patch vouch for them.


Red patch:  these are the elite spellcasters of the city, they are considered on par with the Tanzer as they have the freedom to cast destructive evocation magics within the city.  They are deemed to be of high enough training that they are left to their own recognizance to cast destructive spells when they deem necessary.  This patch costs 50gp per week and the user must have a member of the red patch and one other member of any other patch vouch for them.

Illusion and Enchantment spells are forbidden from being cast in sight of the general public (in private dwellings they are allowed), punishable by de-voicing (having the vocal cords surgically removed and magically prevented from being restored).  Mages should also note that it is possible to wear multiple patches at the same time and that holding the red patch does not necessarily impart the ability to freely cast divination or conjuration spells.  Rumors exist of the magistrate licensing a black patch for necromantic arts, but this has never been confirmed, and most consider the necromantic arts to be forbidden.

The Xan have weapons that are not commonly available in the realm:  muskets, Wakashazi, and Katanas.  They also have smoke bombs and mortar-style bombs.  They guard the secrets of the weapon making very carefully, gunpowder is always shipped in and never made in the realms.

