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CHAPTER ONE

INTRODUCTION

It is hard to believe that I’m writing the introduction to the third expansion for Frostgrave: Ghost Archipelago. What began as a spin-off to the original Frostgrave has now taken on a life of its own and become a fleshed-out and highly developed setting. That said, I have tried, and will always try, to make sure there is plenty of open space, plenty of ‘grey area’, left for players to forge their own narratives, invent their own locations and races, and generally make the setting their own. Balancing these two ideas has been the biggest challenge, but also the most rewarding part, of writing these supplements.

And so, we come to Cities of Bronze, which takes the numerous small kingdoms of the Dricheans as its central theme. These Bronze Age-style peoples possess the most ‘civilized’ of civilizations within the Ghost Archipelago, but that doesn’t mean they are safe havens for outsiders. In fact, earning the trust of these kingdoms is one of the main goals presented in the book. But, I’m getting ahead of myself…

Much as the last supplement, Gods of Fire, presented rules for creating different Tribal groups, this book contains rules for creating your own Drichean kingdoms. While all these kingdoms have some similarities, they all feature different martial traditions that go a long way to determining their military tactics. Also, while some kingdoms are centres of trade and craftsmanship, others focus on knowledge and learning, and still others are more mystically inclined and consult with seers to read signs and portents. These differences become increasingly important as Heritors work with a specific kingdom and potentially gain access to their soldiery, their libraries, or other resources.

Of course, gaining the trust of these kingdoms is no easy feat. Only Heritors willing to take on desperate and dangerous quests have any hope of surviving behind Drichean walls. The heart of this book is three campaigns: two with three scenarios each, and one with five. These are all tough missions, and probably better suited to Heritors that have a few levels under their belts. Over the course of these adventures, the Heritors will have to fight past enormous lions and bronze giants, attempt to destroy an ancient and evil magic, and even descend into the forbidding darkness of the Drichean underworld. The risks are great, but so are the rewards!

Some players, upon reading these adventures, may feel a slight sense of familiarity. That is understandable. More than ever before, I have drawn upon on a specific source for inspiration. In this case, Greek mythology. For as long as I can remember, I have been fascinated by the tales of Jason and the Argonauts, Hercules, and the other ancient Greek heroes, and I have used that love and enthusiasm to drive my scenario writing in this book. In many ways, the Heritors are like those ancient heroes – mighty individuals, defined by their bloodlines and capable of feats that most mortals could never attempt. This is not a book about Greek heroes though, and so, while some of the monsters or situations might have mythic parallels, players will hopefully find that they have their own place in the Lost Isles and add to the richness of the setting.

Beyond Drichean kingdoms and the eleven scenarios, the book also contains a few new resources to aid the Heritors. Five new specialist crewmen are available to hire, from the deadly Drichean blade-dancer to the lowly cabin boy! In some scenarios and situations, Heritors will also be able to control allied Drichean soldiers, with their distinct martial disciplines. The book also contains a new treasure table filled with strange items that can be found during these adventures.

Finally, I would like to once again thank everyone who has supported my efforts to develop this game as well as the original Frostgrave. It is largely because of your continued support and enthusiasm that I have had the opportunity to grow as a games writer, to add new aspects to these games, and to devote so much of my attention to this fantastical world. I hope you enjoy Cities of Bronze and hope to see you again in the Lost Isles!

If you would like to learn more about the game and interact with other explorers of the Lost Isles, join the Frostgrave: Ghost Archipelago Facebook group or the Frostgrave page on the Lead Adventure Forum. If you would like to keep up with my work, and hear about what I’m currently up to, check out my blog: therenaissancetroll.blogspot.co.uk.
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CHAPTER TWO

DRICHEAN KINGDOMS

Hidden away amidst the dense jungles and crumbling ruins of the Ghost Archipelago, the scattered city-states of the Drichean kingdoms stand as small bastions of civilization in the untamed wilds. Protected by heavy stone walls and guarded by warriors encased in bronze armour, many have stood for centuries and developed their own complex and unique cultures. And yet, despite often extreme differences of attitude, belief, and politics, there is clearly a common ancestry. Physically, Dricheans tend towards dark eyes, olive complexions and thick, dark hair. Rarely, a child will be born with striking blonde hair or bright blue eyes – this is generally considered an omen, the exact nature of which varies from kingdom to kingdom.

The Dricheans all speak the same language, though there are many different dialects, a few of which are sufficiently removed from each other to cause confusion between speakers of different kingdoms. The written language seems to have retained a ‘purer’ form, however, and is nearly identical throughout the kingdoms. The unique, semi-pictographic alphabet allows even non-Dricheans to occasionally grasp the meaning of a text. It should be noted, however, that Dricheans use many poetic forms, especially in writing, so it can sometimes be difficult to know if a text is being literal. Achieving fluency is a long and laborious undertaking, but basic communication can be achieved easily enough with a modicum of tuition.

The most famous feature of nearly every Drichean kingdom is its martial society. While the arts and sciences are valued, all fields of study are considered secondary to that of warfare, from grand strategy to field tactics and the martial skills of the individual warrior. This is perhaps the only reason that these kingdoms have been able to survive, and even thrive, in such a harsh environment. Dricheans begin their warrior training as soon as they can walk. While this training is not exclusive, and other subjects are taught, it remains an important focus throughout their lives. Training includes fighting with various melee weapons, most notably swords, spears, and heavy, two-handed axes. They learn to fight both with shields and without, and while wearing heavy bronze armour. Unlike nearly every other group in the Ghost Archipelago, the Dricheans will often fight in formation, grouping into small battle-lines and shield-walls to face an enemy. Dricheans also practice several forms of unarmed combat, including wrestling and boxing. Although trained in archery from childhood, few Dricheans will use a bow in battle once they come of age. Warriors-in-training may be tasked with providing ranged support in the field and a few dedicated scouts or hunters will continue to focus on archery, but most Dricheans seek the glory of personal combat. In times of danger, however, everyone must fight, and youths, the elderly, pregnant women, and the like can be found drawing bows and manning the light artillery pieces that often sit atop their city walls.

Most Drichean societies are split into two levels, with the ruler and the extended royal family























	Seer’s Prophecy Table


	Die Roll Will
	Effect


	4 or less
	The seer prophesizes pain and death. After the next game, all crewmen receive -1 to their survival rolls.


	5–10
	The seer speaks in meaningless riddles. Nothing valuable is gained from the visit.


	11–15
	The seer speaks of great riches to be found. You have the option of adding +2 to one treasure roll after the next game. This is not cumulative with any other bonuses (such as for recovering the central treasure). You must declare which treasure roll is the potential recipient of this bonus before rolling. After rolling the die, you must then choose to apply the +2 bonus or not. In either case, the prophecy is completed and the bonus is spent. If the player has no qualifying treasure rolls after the next game, then the bonus is lost.


	16–20
	The seer speaks of hidden treasures and where they might be found. You have the option of adding +2 to all your treasure rolls after the next game. If you recover the central treasure in the next game, add +3 to this roll instead of the normal +2.


	21+
	The seer speaks of the future and the trials to come. Immediately gain +20 experience points. Furthermore, if your Heritor is reduced to 0 Health in the next game, they may roll twice for their survival roll and choose which result to take.











	Drichean Soldiers Table


	Specialist
	M
	F
	S
	A
	W
	H
	Cost
	Notes**


	Drichean Warrior
	5
	+3
	+0
	13
	+4
	12
	120gc
	Hand Weapon, Heavy Armour, Shield, Martial Discipline


	Drichean Infantryman
	5
	+3
	+0
	12
	+4
	12
	120gc
	Two-Handed Weapon, Heavy Armour, Martial Discipline


	Drichean Archer
	6
	+1
	+2
	11
	+4
	10
	120gc
	Hand Weapon, Bow, Quiver, Light Armour, Martial Discipline


	Drichean Artillerist *
	5
	+2
	+2
	12
	+4
	12
	120c
	Hand Weapon, Heavy Armour, Artillery Trained, Martial Discipline


	Drichean Guide
	7
	+2
	+2
	11
	+4
	10
	150gc
	Staff, Bow, Quiver, Light Armour, Martial Discipline


	Drichean Freebooter
	5
	+4
	+0
	13
	+4
	12
	200gc
	Hand Weapon, Shield, Heavy Armour, Martial Discipline


	Drichean Mercenary
	5
	+4
	+0
	12
	+4
	12
	200gc
	Two-Handed Weapon, Heavy Armour, Martial Discipline


	Drichean Savage
	6
	+4
	+0
	10
	+4
	14
	200gc
	Two Handed Weapon, Martial Discipline


	Drichean Blade-Dancer*
	6
	+3
	+2
	10
	+2
	12
	200gc
	Hand Weapon (x4), Throw Hand Weapon, Martial Discipline


	Drichean Saurian Hunter
	5
	+2
	+2
	12
	+4
	12
	200gc
	Two-Handed Weapon, Bow, Quiver, Heavy Armour, +2 Fight vs Saurians, Martial Discipline












































	Random Privileges Table


	Die Roll
	Privilege


	1–4
	Markets


	5–8
	Tutor


	9–11
	Soldiers


	12–14
	The Seer


	15–17
	Library


	18–20
	Royal Weaponsmith





	Random Martial Disciplines Table


	Die Roll
	Martial Discipline


	1–2
	Advanced Medicine


	3–4
	Armed to the Teeth


	5–6
	Furious Charge


	7–8
	Hearts of Iron


	9–10
	Paired Fighters


	11–12
	Shield Fighters


	13–14
	Sprint


	15–16
	Tower Shields


	17–18
	Wall of Bronze


	19–20
	Weapon Breakers
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