
Midian 
 
Precis: A degenerate family feuding amongst itself for control of a fractured kingdom amidst a backdrop 
of traveling carnivals, fanatical inquisitors, and duelists looking to prove their skill. 
 
Conspectus: Ruled in the east by Prince Medrose II and ruled in the west by Princess Avengelina—two 
siblings who contest the other's right to sit upon their father's throne; traveling carnivals and fortune 
tellers; fanatical worship of a goddess known as The Lady of the White Way (a warrior-mother goddess 
whose faith was spread by the sword in ancient ages); inquisitors, witch hunters, templars, and flagellants; 
settling matters of honor with rapier and dagger duels; fencing schools; dust bowl-roaming bandits and 
bugbear thugs; Southern Gothic atmosphere; rising cults devoted to Kumo-Thlis (the Snake God, The 
One Who Slithers) 
 
Taste, Sound, Image: Rotgut tequila and beef jerky, Nick Cave and the Bad Seeds's “Papa Won't 
Leave You, Henry,” Jerome Jean Leon's Duel After a Masquerade Ball. 
 
Geography 
 
• Shield of Faith. To the south, a rugged range of mountains stands between the Welcoming Sea and 

Midian. Legend suggests the mountains were erected to protect Midian from Mord-Stavian. There are 
enough caves and canyons in the badlands and the mountains to hide numerous packs of desperate 
bandits, hermits, heretics, and other fugitives. 
 

• Searching Desert. The center of Midian is filled with an arid dust bowl, plains mixed with badlands. 
Those seeking a closer relationship with the Lady of the White Way go into this wilderness to test 
their bodies, minds, and spirits, to cleanse their souls of impurities. 

 
• Casrian Hills. These confusing ridges have sparse trees, small unexpected streams, and natural 

ambush locations too numerous to avoid. 
 

• Bethelesque Forest. These dry pine forests are thick and dark, and they whisper or roar as they snag 
at the gusting wind. This is the primary source of lumber for the Calrissia shipyards. 

 
• Salvation Passage. Mountains lower to hills, allowing passage into Scarabae and the rest of the 

World Between. Every crusade has marched through that passage, and its defense has often saved 
Midian from heathens and despoilers. 

 
Major Cities 
 
• Calrissia. Armies of the Lady of the White Way have landed here twice in the history of the World 

Between, during the First Crusade that started recorded time about 7,000 years ago, and again for the 
Third Crusade in 4,540 to save the World Between from domination by Ulverland and the Storm 
Sovereign pantheon. The failed Fourth Crusade was launched from Calrissia around 6,500. The 
secular city calcified around the holy core of the Church’s beating heart to protect it. 



2 

http://fictivefantasies.wordpress.com/ 

o The Landing. The Pontiff is the ruler of the Church of the Lady of the White Way, and he 
rules from a palace at the Landing. This rocky location is where the first Army of the White 
Way landed, 7,000 years ago. Now the Church rules from that location, assuming for 
themselves the authority of representing the Lady in the World Between. The Landing is the 
center of Church rulership, and it answers to no king, queen, or imperial leader. 

o Prince Eduardo Medrose II. He claims to rule Midian with his authority based in the 
Pontiff’s blessing and the family’s relationship with the Church through history. If he gained 
control of all Midian, he would intensify the Inquisition to burn Midian to previously 
unattained levels of purity. 

o Telcharo Seminary. This university houses various schools of fencing, theology, linguistics, 
military tactics, and culinary arts. 

o The Beating Heart. The center of the church administration is here, and pilgrims flow 
steadily towards Calrissia. Many races are drawn here, and the cultural mix in Calrissia leads 
to wide-spread acceptance of various traditions and cultures among the people (and among 
some church leaders.)  
 

• Arlona. Astride the Salvation Passage, Arlona defends the only viable land entry into Midian. The 
city has a conflicted history as its cultural pendulum swung back and forth between making it a 
launchpad for efforts to purify the World Between, and a portal through which tolerance leaked into 
Midian. This city has the greatest trade markets in Midian. 

o Princess Saliani Avengelina. She claims to rule Midian with her authority based in the 
Council of Eight, heads of families, the noble advisors to the King (Caballeros). If she gained 
control of all Midian, she would nationalize the extensive lands of the Church and share the 
wealth among her supporters, renegotiating the ancient accords between the Church and the 
secular ruler of Midian. She would risk civil war to do this. 

o Guns of Arlona. The Princess has a company of women in her service armed with the most 
technologically advanced firearms available, trained in horsemanship, and skilled in the finer 
points of fencing. These women are musketeers. They serve as spies, messengers, 
bodyguards, and symbols of the Princess’s will enacted in Midian and beyond. They are 
proud, high spirited, loyal, and effective. They wear black and silver, with high leather boots, 
magnificent plumed hats, and embroidered ponchos. 

o Glory Road. This road begins in Calrissia, passes through Sustantivo, Arlona, and into 
Scarabae’s Valencira and on to the Iron Principalities. It has traditionally been the road upon 
which Midian armies left Midian, then returned. (It can be noted they do more leaving than 
returning.) There are 7 gates on the Road through Arlona, each with historical and religious 
significance to the People of the Lady. 

o Echoing Downs. A haven for the Vistanti has developed in Arlona, focused on cooking and 
music and knife fighting. A section of the city wall was shattered during the War of the 
Traitor Knights, and the Vistanti defended it then. In honor of their sacrifice, the meadows 
around the breach belong to the Vistanti, and the wall was never repaired there. 

 
• Sustantivo. This city is a major port, developed during the Deathfleet invasion in the 5th century, 

continuing to bustle to the present. The culture is arrogant and superior, focused on flexing their naval 
muscle rather than trade. They actively persecute Ulverlanders or Shaelin who visit their city. Much 
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of their cultural identity has emerged out of clashes with raiding ships of Frostreave. Machismo is a 
sign of leadership and manhood, and successful women must be twice as brash. 

o Sustantine Mounts. The horses of Sustantivo are famous through the World Between as 
high-spirited, powerful mounts.  

 
• Armandura. Their greatest accomplishment is survival. The city was utterly shattered during the 

Deathfleet invasion in the 5th century; rather than retreat, the survivors dug into the ruins and 
continued to resist an overwhelming force, buying the time the rest of Midian needed to bring its 
military resources to bear. During the Age of Dragons it was destroyed again, and again the survivors 
refused to leave the smoking heap of their city. In the meantime, this city is a great haven for dragon 
hunters, and insane warbands that take the fight into Mord-Stavian to hunt the dead on their own 
grounds. 

o Order of Valenciar. The greatest vampire hunters train in Armandura with the cults of holy 
warriors that nurture secrets of combating supernatural evil learned when time began. 

o Kumo-Thlis (the Snake God, The One Who Slithers). All those raids into Mord-Stavian 
earned Midian special attention. A cult of Kumo-Thlis has begun manipulating the rulers of 
the Church and Midian with startling success, and the snake cult is suspected of supporting 
Princess Avengelina in opposing the church. Their influence gained momentum before the 
Fourth Crusade, the disaster that weakened Midian to dangerous levels and precipitated the 
fiercest infighting the country ever endured. 

o Bounty Square. A massive square in the middle of town has hundreds of bounties posted, the 
most effective way to deal with bandits in the Shield of Faith mountain range. Many bounty 
hunters are drawn by the rich rewards, and survivors have their own subculture. 

 
Geopolitical Elements 
 
• Linguistics. The people speak Midish, based on the Draxive alphabet (which is based on angelic 

sigils from the World Above.) The educated, including clergy, speak Draxive. Most significant 
literature and theology is written in Draxive, it is used for serious or scholarly conversations (where 
Midish is for everyday speech.) Literacy is widespread among the nobility, but almost non-existent 
among the lower classes (who can learn all the theology they need from plays, sermons, and pictures.) 
 

• Pride. All the cities of Midian are proud. Calrissia has the Church and is the center of the true 
religion of the World Between. Arlona controls the only land entrance to the country, and prides itself 
both on its strong faith and its ability to understand the world beyond the Church. Sustantivo likes to 
strut and bloody the noses of other bullies, ignoring the efforts of others that keep it from facing the 
consequences of its arrogance. Armandura is so focused on never quitting that they can’t accept help 
and won’t compromise on anything; they also harshly judge those who fell to invaders, ever. The only 
factors that keep this nation from repeatedly falling into civil war are the gracious distance imposed 
by the Searching Desert, their interdependence from a trade perspective, and their distinctly different 
military strengths. When civil war has threatened, the Church has always stepped in to compel those 
involved to address their grievances another way. Maybe this time that won’t be possible. 

 
• Ruling Structure. The Church rules all its holdings from the Landing in Calrissia; when nobles die 

heirless, or if they choose to deed their lands to the Church, it gains them and administers them with 
its hierarchy. The church is extremely wealthy, and tied deeply into the politics of Midian. The 
Council of Eight represents the greatest families of Midian, balancing the king with counsel (and by 
controlling funding and troops.) Currently there are two claimants to the throne, one supported by the 
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Church and the other by the Council of Eight. Unless an external threat emerges, sages fear civil war. 
Whoever wins, Midian will never be the same. 

 
• Food. Midian has some farming, and a lot of shepherding and ranching, but it does not produce 

nearly enough food for its population (especially the cities.) Midian relies on fishing and on trade on 
the Glory Road to keep the nation fed, and in bad times, civil unrest is always triggered by wide-
spread hunger. Keeping the people fed is key to keeping control as a ruler of Midian. 

 
Background Elements 
 
• Favored by the Lady? The central question forming Midian identity is whether or not they are 

favored by the Lady of the White Way or not. Of course they are! The Lady’s Armies landed here not 
once, but twice. Midian has the seat of the Church. The Lady shared the truth with Midian, that she is 
the only true goddess and all others are powerful alien beings only, not worthy of worship. Midian 
has survived all its travails. But some argue that Midian cannot be favored by the Lady. How then to 
explain the corruption that leaks from the highest levels of the Church? Or the failure of the Fourth 
Crusade? The evils that swell out of dark places and plague the people of Midian, even though they 
are supposed to be under the Lady’s protection? Surely the people have strayed into error, her favor 
has turned from them, and they suffer until they repent and are purified. This tension is in every 
Midianite’s mind, flavoring every discussion and decision. If you win, the Lady did it. If you lose, it’s 
your fault for your lack of faith or your sinfulness. The Midianite mind is not well equipped to handle 
failure, and that contributes heavily to the arrogance and machismo that grow out of the national 
secrecy as a coping mechanism.  
 

• The National Secrecy. If you fail or make a mistake, you are unfaithful and unfit. Therefore, it pays 
not to fail and make mistakes. If you are human, and failure and mistakes are inevitable, this means 
you conceal and deny. The façade is critical to maintaining confidence. So, never admit to error, 
never admit to failure, and attack anyone who probes at your claims or suggests you failed. If you 
failed, then you are worthless. This exists at all levels in the Church hierarchy and in government 
structures, generating so much secrecy that corruption behind those secrets is inevitable. Many people 
in desperate circumstances despair and become cruel in their denial of their own shortcomings. 

 
• Purifying the Faith. With the combination of the national secrecy and the hidden doubts about 

Midian’s chosen-ness, the atmosphere is often perfect for witch hunts. Investigators (who must find 
evil, to be successful) probe hard at the lies that cake the lives of the rich and the poor alike, revealing 
webs of deceit and torturing confessions out of those who desperately hid behind lies of all sizes and 
shapes. Ironically, the purifiers create many of the evils they fight, as demons gleefully offer deals to 
those pushed to desperation by investigations or the loss of loved ones, or the threat of persecution. 
Fearing that holy vengeance will spill over onto everyone connected, entire communities close ranks 
to bury their secrets as deep as they can. 

 
• Limited Choices. If you are insulted, and you do not respond, your honor (and success and virtue) 

are in question. This makes Midianites intensely vulnerable, and leads to endless duels as one of a 
very few ways to address an insult to honor. Of course, once a couple duels result in deaths, then the 
allies of the dead close ranks and declare a feud with the winner (and allies). Retracting an insult, or 
apologizing for your actions, is equal to failure and therefore a more fearsome fate than death. So, 
there is an awful lot of death. Once you lose your honor, you often cannot get it back. The grip of 
apocalyptic frenzy is strong in Midian; many hopeless damned become flagellants, or street 
preachers, or hermits. Shame is easy, with many roads to it; redemption is difficult, and you must 
carve your own unique road. Most Midianites abroad are running from their homelands, shamed. The 
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most agile wits lead to re-framing threats to honor so they can be dismissed or sidestepped, and not 
getting pulled into defending honor at the risk of all else. 

 
• Fragile Salvation. The Lady has high expectations of her followers. If you commit a sin, then you 

must be absolved by the Church (which is given the power to shove sins off your soul.) If you are not 
absolved by the church, then you go to the World Below, instead of to the bosom of the Lady. So, if 
you get cross-wise to the church, then the World Below gapes and you will be tormented for eternity 
in unimaginable agony as sadistic monsters ravage you endlessly. If you hide secrets, steal, murder, 
fornicate, or break the moral codes, down you go. Most Midianites that have gone out and done 
anything have done something in their lifetimes that seems to guarantee they will go to the World 
Below, and they live grimly or with a degree of hysteria in the face of that horrific but inevitable 
belief. The most terrifying people either believe they serve the Church and it can cleanse all their sins, 
or believe they are going to the World Below already, so they can commit any atrocity with nothing 
to lose. 

 
• Magnificent Overreaction. Cultures, families, and individuals ruthlessly suppress temptation and 

urges. The focus is on abstinence in all forms—very little sin is tolerable, and salvation is a binary 
yes/no question. Therefore, most people are not prepared to deal with real temptation. When it hits 
them, they often fold; once they’ve given in, they often can’t see a way back to purity, so they give 
themselves over as lost. Where moderate indulgence is the watchword in some cultures, Midianites 
tend to go all-or-nothing with their vices; their nothing can be boring, but their all is something to see. 

 
• Mords. To the south, Mord-Stavian. In their native tongue, “Mord” means “the living” and Stavian 

means “transcending, ruling.” The idea is that Mord-Stavian is ruled by those who transcend mere 
living, and are undead. Predictably enough, the Mords (the living) escape to Midian and other places 
in the World Between to escape their undead masters. The Mordish that escape and receive sanctuary 
are usually much darker-skinned than the olive complexion of Midianites. They bring a vibrant 
culture to Midian, with their own artistic influences, fashions, cultural traditions, and combat styles. 

o Religious Influences. Most Mords are deeply grateful to the Church for its efforts against the 
undead. That is where the unity ends. Some go on to worship the Lady, but many continue 
worship that sustained them in battling the Hundred Death Gods back home. One of the gods 
that vies with the Death Gods for rulership of Mord-Stavian is Kumo-Thlis (the Snake God, 
The One Who Slithers). The cult wants to build strength in Midian to use that nation as a 
launching point and resource in the war against the dead, and to be a new homeland for the 
religious so the cult can gain strength in the World Between. The Church does not appreciate 
their efforts. 

o Abstract Art. Mords are often spent in the hundreds or thousands as slaves building massive 
monuments to the ego of their undead rulers; those who escape to Midian refuse to make art 
that is representational, honoring the sacrifice of their brothers and sisters to the south. 
Instead, they focus on geometric patterns, mosaics, architecture, and other forms of 
decoration. These styles have really dressed up all the cities of Midian, and beyond. 

 
Cultural Events 
 
• The Day of Descent. Celebrating the Lady of the White Way, the Day of Descent commemorates the 

Three Descents; when She sent an army via the Landing to drive back the Death Muster, how she 
saves the world through her actions now, and when she will descend a third time and bring true peace 
to the world. This is a cornerstone of the Midian year. Each person is expected to give three gifts in 
this season. 



6 

http://fictivefantasies.wordpress.com/ 

 
Typical Templates 
 
• Bard. Known as Proselytizers, these performers are versed in theology and arts related to the Church. 

They can educate and entertain. Some have close ties to the church, some are freelancers on fire with 
zeal for the Lady. 

• Cleric. The Lady does not use clerics as other pantheons do, so no cleric works for the Church. 
• Fighter. Many options, one is templar guarding the pilgrims and temples on the Glory Way. 
• Friar. These monks of mendicant orders travel among the people, educating and going on 

pilgrimages, scholars and storytellers. They are common in the Lands of the Lady. 
• Knight. Rulers in Midian are likely to be knights, with rich traditions of family service in Crusades. 
• Monster Hunter. Lots of monsters. And a rich tradition of hunting based in Armandura. 
• Musketeer. Musketeers are women working for the Princess, also known as the “Guns of Arlona.” 
• Purifier. Witch hunters work for the Church, trying to cleanse impurities from the Lands of the Lady. 
• Shaman. There is a tradition of shamanism among the Mords. 
• Zealot. The end is near, and there is desperation in throwing yourself on the mercy of an entity that 

you cannot really believe is merciful. For those shamed in Midian, sometimes a way out is a desperate 
sacrifice of your own life in preaching the Word of the Lady, and dying for her. 

 


