Thalassiren Sea Elves

General Description

The Thalassiren Sea Elves are a distinct maritime people native to the remote
Thalassiren Archipelago in the Sea of Fallen Stars. Though they share ancient ancestry with
the broader sea-elf race, they diverged more than two thousand years ago—culturally,
physically, and spiritually becoming something wholly separate. Where common sea elves
built peaceful reef cities and diplomatic coastal enclaves, the Thalassirens evolved into a
civilization of raiders, navigators of abyssal waters, and masters of deep-ocean arcana.

They are a people shaped by the harshness and the beauty of their homeland: eight
volcanic islands broken long ago by the cataclysm known as the Sundering Wave, a divine
conflict between the Sea Mother and the first deep god. In the aftermath, survival belonged
only to those who could tame the storm, claim the reefs, and wrest power directly from the
sea itself. That struggle for dominance forged a culture that venerates strength, cunning,
and salt-bound sovereignty—not diplomacy or trade.

Thalassirens are immediately distinguishable from their coastal kin. Their bodies bear
adaptations for deeper waters and harsher environments: abyssal-green or teal skin,
silver-frosted accents, lateral gills, razor-serrated teeth, enhanced dark-water vision, and
cold-tolerant physiology. Their cities rise not on beaches, but carved into cliffs, anchoring
directly into the sea. Their society is steeped in naval power, survival-by-conquest, and the
religious belief that the sea is not merely a god, but an active force of judgment, hunger,
and blessing. Their magic—elemental, abyssal, and stormbound—is considered a natural
birthright rather than an esoteric tradition.

Unlike common sea elves, the Thalassirens do not look outward for alliance or
integration. They are isolationist by nature, allowing only one traditional exception: the
sirens who share their waters. Where mainlanders fear sirens as monsters, the Thalassirens
recognize them as kin—fellow apex predators of the deep. Between them exists an ancient
pact of mutual benefit, shared hunts, and cultural exchange.

Above all, every Thalassiren is born of the sea first and the surface second. Their
civilization, their religion, and even their hierarchies are tied to water. Male Thalassirens
cannot hold true power, and every noble house rules its island as matriarchs—warriors,
priestesses, raiders, and tideweavers who claim authority by lineage and by seawater rites.

Where common sea elves glide through shallow reefs, the Thalassirens descend into
trenches where gods drowned and leviathans sleep. Their history is stained with storms,
blood, conquest, and sacred piracy. The sea is not their refuge—it is their sovereign domain.

Physiology & Anatomy

Thalassiren Sea Elves are an aquatic-adapted elven subrace honed by centuries of
life in cold, deep, and violently changeable waters. While they share a distant ancestry with
common sea elves, their bodies have diverged significantly—optimized for pressure,
darkness, and predation in the abyssal zones of the Thalassiren Archipelago.



1. Stature, Proportions, and Build
Thalassirens are tall and lithe, with a rangy swimmer’s build: long limbs, narrow hips and
shoulders, and dense, functional musculature rather than bulky mass.

Average Height

Females: 5'8" - 6'2"

Males: 5'7" - 6'0"

Average Weight

Females: 63 - 86 kg

Males: 61 -79 kg

There is minimal sexual dimorphism in raw strength; females are often slightly taller
and more heavily built, reflecting their cultural and biological role as primary warriors,
captains, and matriarchs. Males tend toward slightly leaner frames, with subtle muscular
definition but less overall mass.

Thalassiren musculature is optimized for sustained swimming under heavy drag
and abrupt bursts of speed. Muscle fibers are dense and oxygen-efficient, allowing
long-distance pursuit or evasion through strong currents. On land, this translates to a
deceptively fluid grace: they move with a controlled, predatory economy of motion, rather
than with the stiffness often seen in surface-bred sailors.

2. Skin, Scales, and Coloration

Thalassiren skin is one of their most distinctive features, adapted for deeper, darker
waters than the pale, reef-toned complexions of common sea elves.

Primary Skin Tones: Deep greens, blue-greens, rich teals, and abyssal emerald
shades.

Noble and Deepborn Variants: Black-tinted tones, silver-frosted marbling, and
moonlight-pale complexions are particularly associated with high bloodlines or those born in
the Deep Cities beneath the principal islands.

The skin is smooth but slightly denser and cooler to the touch than a surface
elf’s, with a subtly resilient, almost rubberized elasticity that resists tearing from pressure
changes, coral scrapes, and predator bites.

Across bony ridges, cheekbones, shoulders, spine, and hips, many Thalassirens
display dustings of fine, fishlike scales—more noticeable when wet. These scales are
usually no thicker than a fingernail and lie flat, providing drag reduction and minimal extra
protection rather than full natural armor.

When submerged, their skin often takes on a faint, glassy sheen. Certain noble lines
(such as House Sevaran) may also exhibit subtle bioluminescent or pearlescent
highlights, especially along the hairline or forearms, reminiscent of moonlight on water.

3. Hair and Keratin Structures
Thalassiren hair typically echoes the palette of their skin:
-Seaweed greens, dark teals, deep blues, and abyssal greens
-Blacks and bone-whites are more common among deep-born Thalassirens
and priestly or noble lineages.

Hair ranges from straight to wave-tossed and is usually worn long, both as a cultural
statement and a practical tool (braids can be wrapped, tied, or weighted to keep hair from
obscuring vision underwater).

Keratin structures (hair and nails) are denser and sharper than those of surface



elves. Though Thalassirens do not possess true claws, Thalassiren women are notorious
for manicuring their nails into wickedly sharp points, used in close combat, hunting,
and dominance displays. In some houses, nail-shaping and inlay with coral dust or
moonglass powder is a status marker.

4. Eyes and Vision
Thalassiren eyes are built for the gloom of the deep.
Color Range: Jewel tones (emerald, sapphire, amethyst, amber) and muted
sea-hues. Surface and iris color can vary widely even within families.
Structure: Larger pupils and highly responsive irises allow rapid adaptation from
sunlit shallows to abyssal darkness.
Luminescence: Many exhibit a faint reflective or luminescent shimmer, especially in
low light—like the gleam of predatory fish beneath a lantern.
Their vision excels at:
-Low-light perception in deep water.
-Seeing through particulate-heavy environments like silt clouds, storm
churn, or magically hazed waters.
On land, their eyes adjust more slowly to sudden brightness; many prefer overcast
skies, shaded decks, or night operations, and they are adept at nocturnal raiding.

5. Gills, Respiration, and Amphibious Function

Unlike some sea elves whose gills are subtle or vestigial, Thalassirens bear
pronounced, triple-lined lateral gill structures beneath the ribs along the flanks. These
gill arrays allow them to extract oxygen efficiently from cold, fast-moving saltwater. The
triple layering supports longer and deeper water residence, as well as survival in
low-oxygen waters near vents or trench floors. When breathing water, the ribcage and flank
musculature visibly flex in a rhythmic, wave-like pattern.

Thalassirens are fully amphibious: they can breathe both air and water, and
transition between the two with ease. Air-breathing uses elven lungs similar to their surface
kin, but the lungs themselves are slightly more elastic, capable of withstanding pressure
changes and sudden shifts in buoyancy.

6. Teeth, Jaw, and Feeding Adaptations

Thalassiren dentition is overtly predatory. They possess a single row of razor-sharp,
serrated teeth designed to grip and tear flesh. Their teeth are narrower and more recurved
than human teeth, more akin to reef predator fish than mammals. Minor chipping or loss is
common in adulthood; teeth regrow or repair over time, albeit slowly.

These teeth allow them to tear raw fish and meat easily, even underwater, and
maintain a terrifying bite in close quarters, especially in boarding actions or when grappling
foes in the surf.

The Thalassiren smile is as much a weapon of intimidation as of charm; many
consciously bare their teeth when making threats.

7. Senses, Balance, and Pressure Awareness
Thalassiren sensory organs are tuned for the sea.

Hearing: Their ears are highly sensitive to low-frequency vibrations and distant
sounds carried through water. They can often detect approaching ships, storms, or leviathan
movements long before surface-dwellers notice any sign.



Pressure Awareness: Internal structures—likely a combination of specialized
inner-ear chambers and subtle pressure-sensitive tissues—give them an almost instinctive
awareness of depth, current shifts, and approaching pressure waves. This allows them to
sense nearby large creatures displacing water, sudden shifts in tide or undertow, and the
"shape" of nearby terrain without seeing it. This pressure sense becomes a kind of "second
sight" underwater, invaluable in combat, navigation, and storm survival.

8. Circulation, Temperature, and Endurance

Thalassiren bodies are cold-adapted to frigid deep currents. They suffer far less from
hypothermia than most surface species. Their blood and tissues remain functional at
temperatures that would render humans or even many elves unconscious or dead.

Anecdotally, their resting body temperature is slightly cooler than that of a human,
but incredibly stable. This, combined with specialized vasculature, allows them to endure
prolonged immersion in icy waters, swift descents and ascents with minimal pressure
trauma, and long swims without crippling fatigue.

9. Saltwater Dependence and Biological Limitations

Despite their impressive adaptations, Thalassirens carry a critical vulnerability: their
bodies require regular saltwater exposure to maintain spiritual and biological
homeostasis.

Extended isolation on dry land leads to skin dullness and cracking, fatigue, irritability,
and eventual physical weakening, and a feeling described by Thalassirens as being
"unmoored" or "low-tide-dry in the soul."

If deprived of saltwater for too long, they may become lethargic, suffer magical
instability, and, in extreme cases, slide toward a catatonic-like state.

10. Innate Magic and Thalassiren Channelling

The line between biology and magic is blurred in Thalassirens. Their racial arcana is
as intrinsic to them as bones and blood.

Innate Affinity: From birth, Thalassirens are tethered to oceanic elemental
forces—currents, storms, tides, pressure, and deep-ocean leviathans. Many develop minor
magical abilities without any formal training.

Thalassiren Channelling: Their racial magic tends toward binding and redirecting
currents, summoning drowning winds and localized storms, manipulating pressure to
crush, pin, or disorient, calling or communing with abyssal beasts, and echoing siren-like
vocal effects (see below).

They are one of the few mortal peoples known to produce warlocks with no
recorded formal pact, suggesting that the sea itself or unnamed deep entities have a
standing claim on Thalassiren bloodlines.

11. The Liar's Voice

Many Thalassirens possess a peculiar vocal adaptation: the ability to produce an
imitation of siren song, known as "The Liar's Voice." Unlike true siren song, which charms
and enthralls, this Thalassiren variant is discordant and unsettling. It induces
confusion, dread, or unease in those who hear it—especially in sailors unfamiliar with
Thalassiren waters. The sound carries extraordinarily well over water and through fog; some
crews have been known to break ranks or misstep in battle simply from hearing it.

Biologically, this likely arises from specialized vocal cords and resonance chambers in



the throat and chest, allowing them to shape sound in ways other humanoids cannot.

12. Magic/Strength/Stamina Feedback and Catatonia
Thalassiren magic is directly tied to their physical vitality. Overextending themselves
magically has physiological consequences:
-Heavy expenditure of arcane energy rapidly drains physical stamina,
leading to tremors, exhaustion, and delayed reflexes.
-Complete or near-complete magical depletion can trigger:
-Full-body collapse
-Temporary paralysis
-Deep, trance-like catatonia lasting from hours to days.

This feedback loop makes reckless overcasting dangerous; a Thalassiren who burns
through all of their racial reserves can literally die from magical exhaustion. Elders and
Tideweavers drill into younger generations the importance of pacing their power, especially
before extended engagements or deep-sea ventures.

13. Growth, Maturity, and Longevity
Thalassirens age on a broadly elven scale, though their culture marks stages of life
by trials and sea-rites rather than simple years.

Maximum Age: approximately 750 years under ideal conditions.

Childhood and Juvenile Years: similar in length to other elves, though
children are introduced to the sea early and begin swimming almost as soon as they can
walk.

Physical Maturity: typically reached in line with human growth and maturity,
but true social and political maturity is often recognized only after completing key
rites—such as the Hunt of the Deep or similar coming-of-age sea trials, and surviving 100
years.

With age, their skin tones often deepen, and hair may develop pale or silver streaks
reminiscent of foam or moonlight. Elders tend to carry more visible scale patterns along
joints and bony ridges, as if the sea is reclaiming its own over time.

Society & Social Behaviours

The society of the Thalassiren Sea Elves is shaped by their archipelago: perilous
seas, volcanic shores, fog-ridden reefs, and ever-present predators. Every cultural habit and
social expectation evolved from the same question: Who survives the sea?

Hierarchy, ritual, and law all revolve around the water—its cruelty, its power, and its
ability to crown or consume. Their civilization is fiercely militaristic, matriarchal, and
isolationist save for a few specific exceptions.

A. The Matriarchal Hierarchy

A defining feature of Thalassiren society is its uncompromising matriarchy.
Women hold almost all positions of authority: political, magical, religious, and martial.
Leadership is inherited through the mother’s blood, and daughters are expected to assume
the burdens of power.

Men may be skilled sailors, tacticians, or navigators—but they are never true rulers.



They are valued, even respected, yet deliberately excluded from succession and high office.
This is not framed as oppression so much as a fundamental belief: "The sea takes orders
only from daughters."”

This conviction is woven into every aspect of their culture—from inheritance laws to
the way captains are addressed.

B. The Houses and Political Structure

The Archipelago is ruled by the Council of the Tide, a governing body of
island-matrons headed by the High Matriarch of House Thal’dris. Each of the principal
islands is ruled by a noble House, each with its own role, traditions, and responsibilities.

House hierarchy is strict, formal, and often brutal. Rivalry between Houses is
commonplace, ranging from diplomatic maneuvering to covert sabotage or open naval
conflict—yet all Houses bend the knee to the High Matriarch’s authority.

The ruling structure is ancient and deeply entrenched. Every House rules its own
island-state with near absolute autonomy, provided it contributes to the defense and
dominance of the Archipelago.

C. Militaristic Society

Every Thalassiren is raised first as a mariner. Even commoners are trained in
seamanship, cold-water survival, and combat from youth. Their civilization is built on naval
might, raiding, piracy, and sea-based warfare.

Their fleets are legendary across the Sea of Fallen Stars and beyond, and their
ships—from coral-reinforced raiders to leviathan-bone longships—are crafted for speed,
maneuverability, and violence.

A weak captain does not last long. A leader who cannot command the sea commands
no one.

D. Social Values

Thalassirens do not see themselves as caretakers of the sea—they are its children
and its chosen instruments. Their society prizes strength, cunning, survival, vengeance,
loyalty to House, and the right of conquest.

Their worldview is not inherently evil—but it is predatory, selfish, and ruthless. Those
who survive are worthy; those who do not are simply taken.

E. Sexuality, Family, and Lineage

Marriage exists, but only when politically useful. Desire is not constrained by ritual or
taboo; fidelity is not expected. Most Thalassiren prefer Tidal Bonds, fluid partnerships
where both parties may take lovers openly.

Likewise, children belong to the mother’s House, and inherit her lineage and station.
The father may be a notable figure or a stranger plucked from another island—but
bloodlines pass through daughters.

Family loyalty is fierce yet complicated. Love is often secondary to duty and power,
and even kin may feud, betray, or kill for ambition. Nowhere is this more famously
exemplified than House Sevaran, where sister-killing and political murder are woven into
legend.

F. Religion and Ritual
Most Thalassirens revere deities of the sea, storms, or the abyss. Yet the sea itself is
considered divine beyond the gods—a living force of fate and judgment. The rites, offerings,



and priesthoods—all assume the sea has will and memory.

Different Houses specialize in different sacred practices. House Nalyssar presides
over deep-sea prophecy, House Thal’dris governs divine law and the Temple of the Drowned
Moon, and House Sevaran has a heritage of blood-rites and the Hunt of the Deep.

Religion isn’t gentle or nurturing. It's a contract with a cruel ocean.

G. The Culture of Raiding

To outsiders, they are pirates. To themselves, raiding is sacrament. Raiding is
tradition, proving ground, politics, and revenue. Plunder is shared through strict codes
enforced by House captains.

It is considered dishonorable to raid other Houses without cause—but mainlanders,
merchant fleets, and rival corsairs are fair game.

A Thalassiren ship sighted on the horizon is never a neutral presence.

H. Diplomacy and Outsiders

The Thalassirens are famously isolationist. Outsiders are useful tools, never peers.
Trade exists, but is highly controlled. Diplomacy is handled primarily by House Caeryn, who
act as the “polished surface” for the Archipelago. Yet there is a shared national belief that
land-born people break easily. Land civilization is considered inherently weak and corruptible
by comfort.

Interactions With Sirens

They Are Kin, Not Enemies. Other races see sirens as predators, enchantresses, or
monsters. Thalassirens see sirens as equals. They share waters, hunting grounds, and
worldviews: beauty, danger, freedom, the lure and the kill, and survival without apology.
The siren is not a threat. The siren is family by temperament.

Why They Coexist. Their coexistence is founded on mutual utility, but also on
instinctive alignment. Thalassirens gain intelligence on storms, ships, and currents, use of
siren-song to shatter fleets, and shared hunts of colossal sea beasts. Sirens gain protection
from hunters, access to resources and shelter, political cover, and a safe hunting range. One
protects the other, not through treaties, but through ancient habit.

The Tide-for-Tide Pacts. These are informal but binding agreements of favor and
debt. If a siren saves a Thalassiren life, she may demand a favor in return—and vice versa.
Debts can be called in decades later and range from a song that sinks a ship, to a rescue
during a storm, to a marriage or blood-oath.

Ritual Hunts. Sirens and sea elves join together once per season for coordinated
hunts of monstrous oceanic predators. For Thalassirens, it is a test of skill. For sirens, it is a
feast and communion.

Social Interaction & Courtship. They flirt, barter, tease, challenge, and
occasionally fall into short-lived romances. But sentimentality is not the point. Passion is
part of conquest and mutual respect. A siren may circle a ship for days, singing lazily into
the fog. A Thalassiren might answer with mock-siren song—a warning and invitation.
Half-siren offspring exist, rare and powerful.

Cultural Lens. Where mainlanders see danger, Thalassirens see kinship: “Two
predators do not fear each other.” This dynamic is one of the core pillars of their identity. It



is ancient and unbroken—a partnership of apex cultures.

Belief, Law, and Ritual

For the Thalassiren Sea Elves, faith, law, and ritual are not separate domains. The
sea is god, court, executioner, and witness. Every oath is sworn to water. Every law is
written with the understanding that if the Houses fail to discipline their own, the sea will.
They do not ask if the sea is merciful. They ask only: Is it watching?

A. Cosmology: The Sea, the Deep, and the Drowned

Thalassiren cosmology is centered on a single inescapable truth: The sea is older
than gods and will outlive them. They recognize deities of oceans, storms, moon, and
tide, yet even these are treated as powerful faces of an older, more primal force--the Sea
itself. The Thalassiren Archipelago was shattered by the Sundering Wave, a cataclysmic
battle between the Sea Mother and the first deep god; their islands are literally the splinters
of that war.

From this origin myth, three great powers shape their belief:
1. The Sea Mother. Revered as the guiding, yet indifferent, current. She births storms,
carries ships, devours fools. Her favor is not gentle; it is survival. Her
priestesses—Tideweavers and deep-oracle cults—speak of her will in tides, currents, and
drowned omens.
2. The Drowned Gods. Collectively, these are ancient, often hostile entities of abyssal
trench and black water—some once worshipped as gods, now broken, sleeping, or
half-awake. Warlocks, like the Leviathan's Bride, sometimes draw their power from such
beings, without formal temples or scripture; the pact is written on bone and tide, not
parchment.
3. The Deep Itself. The deep ocean is treated as an intelligence in its own right: not
benevolent, not malevolent—just vast and hungry. It remembers bloodlines, oaths,
betrayals. The Thalassirens believe that some families (such as House Sevaran) are
“marked” by the deep, their fortunes tied to a cycle of kinslaying and survival.

B. The Leviathan: Apex, Taboo, and Enemy-Icon

Among all creatures of the sea, the leviathan holds a singular place in Thalassiren
belief. It is considered an apex predator beyond all others: vicious, cunning, and utterly
untrustworthy. They hunt leviathans not as sport, but as acts of supreme courage and
defiance—proof that even the greatest predator can be killed. They fear leviathans enough
to respect them, and respect them enough to despise their dominion.

The founding legend of House Sevaran claims that Lady Calath the Foundress slew a
leviathan during her coming-of-age trial, and the first matron returned with its corpse as
proof of her claim to power. The Frostcurrent Pendant is said to hold a tear of the Sea
Mother shed when Calath crawled back from the abyss with the beast’s blood on her hands.

Leviathan Imagery as Taboo

Despite their triumphs over these creatures, or perhaps because of them, the
Thalassirens treat leviathan imagery with extreme caution. Artistic depictions of leviathans
are taboo in homes, shrines, and public halls. To casually display a leviathan is considered
an invitation—to misfortune at best, to a literal leviathan encounter at worst. When such



imagery must be used (for magic, warding, or rare ritual), it is heavily constrained: veiled,
hidden beneath cloth, or inscribed in places only priestesses or Tideweavers may enter.

Leviathans are not revered. They are the ultimate rival: the thing the sea throws at
you when it wants to see if you deserve to live.

C. Pantheon, Temples, and Sacred Authorities
Thalassirens favor gods of water, storm, and shadowed deep, with an overall leaning
away from good-aligned deities and toward neutral or evil forces.
Each major House maintains its own shrines and temple traditions:
-House Thal'dris (Eryndalor) - Seat of the Temple of the Drowned
Moon, where the Sea Mother's tides are read as prophecy.
-House Nalyssar (Lyssara) - Keepers of the Abyssal Choir, whose
priestesses descend into deep caverns to hear the sea's "eternal song."
-House Sevaran (Seravyn) - Favours grim rites of blood, storm, and
sacrifice tied to raiding and the Hunt of the Deep.

Religious authority is almost always female. Tideweavers interpret omens from
currents and foam, and their word carries nearly the same weight as a matron’s decree in
matters of fate, sea-routes, and war.

D. Law: Tidal Law and Blood Justice

Thalassiren law is called Tidal Law—it is meant to be firm in its structure, but flowing
in its application. Laws exist as precedent, but each ruling is “shaped” by the matron or
council to best serve survival and House interests.

Core principles include:

1. The Sea First- No law may contradict the survival of the Archipelago as a whole.
Treason against the Archipelago is the ultimate crime.

2. Blood and Oath- Oaths sworn on saltwater, tide, or the Sea Mother are binding.
Breaking such an oath is grounds for exile, maiming, or death.

3. Matron's Word- Within a House’s territory, the matron’s ruling is final. Appeals
are rare and usually political, raised through the Council of the Tide rather than formal
courts.

Crimes and Punishment
Common capital offences include:

-Selling secrets or charts to enemy Houses or foreign powers

-Mutiny or attempted coup at sea

-Desecration of sacred sites

-Betrayal of a life-debt to sirens or priestesses

Punishments are often maritime in nature:

-Keelhauling (for betrayal and mutiny)

-Weighted Drowning - the condemned is taken to sea with stones bound to
their limbs. Despite the name of this punishment, actually drowning is not the goal, as
Thalassirens can breathe underwater. Instead, the condemned is often used as bait during a
great hunt.

-Exile by Tide - the criminal is stripped of House marks and set adrift, alone,
at the mercy of currents.

Notably, kinslaying, while abhorred, is not universally punished by death. Some



Houses treat internal bloodshed as “the sea testing a lineage,” especially in lines like
Sevaran where sisters frequently Kkill sisters. The politics of the act matters as much as the
act itself.

E. Core Rites and Sacred Practices
Ritual life among the Thalassirens is vivid, dangerous, and often painful. The sea
does not grant favor cheaply.

1. Rite of First Submersion. Shortly after birth, every Thalassiren child undergoes
First Submersion. The infant is carried by mother or matron into the sea. The child is briefly
submerged, then raised. Elders watch closely: a calm child, or one who cries but breathes
strong, is considered accepted by the sea. A child who struggles excessively, chokes, or falls
still is taken as a terrible omen—whether or not they survive. Those marked by a failed First
Submersion often bear a lifetime of superstition and scrutiny.

2. The Hunt of the Deep. A pivotal coming-of-age trial, particularly among noble
Houses. Each eligible daughter undertakes a dangerous voyage to claim a token of the
sea—a Kkill, relic, or trophy that proves her worth to lead. The kill must be significant: a
powerful predator, a rival ship, or, in rare legendary cases, a leviathan. The first to return
alive with the greatest prize is declared favored by the Sea Mother.

3. Tide Gifts. Before major voyages, fleets present Tide Gifts to the sea. Casks of
blood or wine are poured overboard at the harbor mouth, jewels, weapons, or captives are
cast to the depths on weighted chains. These offerings timed to specific currents as read by
Tideweavers. The intention is simple: pay the sea before it decides to take payment on its
own.

4. The Rite of Descent. Practiced most intensely on Lyssara under House Nalyssar,
this rite sends chosen priestesses into deep, dangerous caverns and trenches to listen to the
Abyssal Choir—the resonant hum of sea, stone, and unseen entities. Many never return.
Those who survive emerge forever changed, often physically scarred by pressure, current,
or encounters with abyssal beings. Their words shape Council decisions in matters of war
and prophecy.

F. The Carving of the Leviathan

This is one of the most intimate, dangerous, and taboo-laced rituals in Thalassiren
culture.

The Carving of the Leviathan is a scarification-tattoo ritual reserved for
Thalassiren women who choose to permanently renounce childbearing—often warriors,
captains, or priestesses whose lives are dedicated entirely to the sea, battle, or sworn oaths
that cannot tolerate heirs.

It is both a vow and a defiance: a woman who takes the Carving declares she will
never contribute another life to the sea—and the sea, in turn, is bound from placing new life
within her.

The ritual mark is cut into the lower abdomen, directly over the womb. The design is
abstract: winding lines and runes that suggest the silhouette of a coiled leviathan without
ever depicting it explicitly—skirting the taboo against leviathan imagery while channeling its
power. However, there are rare cases where a full, clear depiction of a leviathan are used. At
the center or along the spine of the leviathan, lies a binding sigil representing a closed gate,
woven from rune-forms known only to certain Tideweavers and arcane midwives.

The “ink” used in the Carving is a magically active compound made from:



-Powdered leviathan bone, finely ground and consecrated with chants of
binding.

-Black leviathan blood, thick and tar-dark, harvested at great risk in the
aftermath of a hunt.

-Supporting reagents: crushed deep-coral, salt, ash from drowned driftwood,
and a small measure of the bearer’s own blood.

These are mixed into a viscous, metallic-smelling ink that sears like cold fire when

introduced into open flesh.

The Ritual Process:

1. The woman fasts and partially dehydrates for a day and a night, spending the final
hours submerged in cold water to “numb everything but will.”

2. She is brought to a hidden chamber—never a public hall—attended only by the
presiding Tideweaver or priestess, and, in some cases, a blood-relative chosen as witness.

3. The Tideweaver incises the design by hand, cutting slowly and deliberately so
each line can be filled with the leviathan-ink mixture. The pain is excruciating and meant to
be faced fully conscious.

4. As each segment is filled, binding incantations are spoken, not only in the name of
the Sea Mother, but in acknowledgement to the leviathan’s power: the womb is
metaphorically accepting the protection of the apex predator, inviting it to devour any life
that forms within.

When completed, the wound is left open to the salt—either by immediate immersion
in the sea or a wash of brine poured over the abdomen. The imprint scars heavily, the runes
whitening or darkening against the bearer’s skin.

Effects and Consequences

Magically, the Carving functions as an absolute ward against pregnancy. No
natural conception can occur. Most magical attempts to induce or override conception fail or
backfire, often causing backlash to the caster.

Culturally, a woman with the Carving is seen as someone who has given her fertility
to the sea and denied it heirs. She is respected as uncompromising and wholly dedicated to
her path. She may be considered unsuitable for certain political marriages, but utterly ideal
as an admiral, death-sworn raider, or long-term envoy.

Whispered superstition claims that any man who tries to force a child on a woman
bearing the Carving will instead be cursed—his own bloodline blighted, his fate tangled with
leviathans.

Because the ritual uses leviathan bone and blood and walks the razor’s edge of taboo
imagery, it is never discussed lightly. To even mention the Carving in casual company is bad
manners; to request it is to declare your life’s choice before gods, sea, and House.

G. Death, Funerals, and the Drowned
Thalassiren funeral rites emphasize return to the water.

Common practices include:

Weighted Shrouds - corpses wrapped in sea-silk or sailcloth, bound with stones or
chains, cast overboard at specific currents. The direction of casting and chosen depth are
carefully calculated by navigators and priestesses.



Fire on the Waves - for captains, warlocks, and priestesses of high standing,
bodies may be placed on small ships or rafts and burned, the ashes scattered by storm
winds or plunged by Tideweavers beneath the surface.

Name-Calls - for a number of nights after death, the living gather at shore or deck
edge to call the deceased’s name into the surf, asking the sea to remember their deeds and
mark their bloodline.

Those who are lost at sea are often considered “claimed directly,” and their families
may hold no formal funeral—only a quiet offering. The worst fate is to die far inland, away
from salt and tide; Thalassirens will go to great lengths to bring their dead back to the sea,
even years later.

Relationships, Bonds, and Reproduction

Thalassiren relationships are governed less by emotion and more by power, desire,
and strategy. They do not divide love and loyalty into the simple categories common to
surface folk. A relationship—whether romantic, familial, erotic, or political—is evaluated in
the same way they evaluate the sea: Does it strengthen us, or weaken us? Their
practices surrounding sex, fertility, and bonding are equal parts pragmatic and ritualistic.

A. The Foundation: Thalassiren Bonds
Thalassiren culture does not view monogamy as the default, nor as morally superior.
Their society expects fluidity in sexual and romantic relationships. A relationship may be any
combination of sexual, emotional, strategic, ritualistic, competitive, or purely pleasurable.
Monogamy only matters when power is at stake (e.g., noble marriages or alliances).
Most relationships fall under one of several categories:

1. Tidal Bonds (the most common). Tidal Bonds are flexible, non-exclusive
partnerships. They range from casual lovers to lifelong companions and are respected as
valid unions. Either partner may take additional lovers. Children belong to the mother and
her House regardless. Tidal Bonds are governed by mutual understanding, not loyalty vows.
Abandoning a Tidal Bond is allowed, but breaking it without proper ritual or communication
can be socially damaging.

2. Three Currents. A more complex bond involving three adults bound by
shared purpose or oath—often warrior trios, raiding captains, or tightly knit siblings-in-arms.

3. Salt-Bound Unions (rare and formal). Salt-Bound Unions are ritualized,
exclusive partnerships typically arranged for political reasons—primarily among nobles.
These unions are structured like marriages on the surface, with the crucial difference that
the woman (and her House) retains absolute authority, and the children belong exclusively
to the mother's bloodline. Examples include the political marriage of Selvanya Sevaran to
Caelvryn Theryn, arranged to stabilize relations between houses. Salt-Bound Unions are
respected, but never idealized.

B. Family Structure and Kinship

Thalassirens are a matrilineal society. Women are the core of every family, the
inheritors of House, estate, and power. Men contribute socially, sexually, and militarily—but
not dynastically.

Key rules:



-Children take their mother’s surname and belong to her House.
-All matriarchal lines trace exclusively through daughters.
-Male kin may hold prestige, but never the seat.

Families tend to be large, distributed, and multigenerational. A child may have
several maternal figures, multiple accepted half- or step-siblings, unclear paternal ancestry,
and a large web of cousins, rivals, and allies within the House.

Siblings are often rivals as much as companions—Sevaran being the most extreme
embodiment, where the cycle of sister-killing is legendary. Brother-sister affection exists,
but it rarely overrides House duty.

C. Male Social Role

Men are neither oppressed nor dismissed—they are simply believed unsuited to
ruling. The sea chooses daughters for power; men support the matriarchal structure
through seamanship, military command under female captains, magical disciplines,
mavigation, or as lovers, tacticians, and diplomats.

Fatherhood is not a primary identity in Thalassiren culture. Many men never know
their children, and the culture does not expect or require paternal involvement.

D. Courtship, Desire, and Romantic Expression

Thalassirens are direct in their desires. Courtship blends teasing, bravado, flirtation,
and challenge. Emotional vulnerability is neither shameful nor idealized—it is simply one
potential currency in a relationship.

Their relationships are almost never sentimental; they are based on respect, desire,
mutual benefit, and power parity. A Thalassiren might choose a lover for any reason,
including strength, magic, beauty, status, shared danger, or simple curiosity.

Possession and jealousy exist, but murder over romance is rare (politics? that's
another story).

E. Sexuality and Mating Practices

Sex is viewed as a form of celebration, entertainment, power exchange, emotional
connection, or ritual. There is no stigma around casual sex, polyamory, or same-sex
relationships. In fact, all of these are common. Bodies are admired and enjoyed without
shame.

Even among nobles, sexual autonomy is expected—and frequently exercised.

F. Fertility and Conception
Here's where their biology and magical practices become unusually complex.

1. Fertility Window. Thalassiren females are fertile far longer than surface elves.
Their bodies are adapted for selective reproduction—children are precious because they
must survive a hostile world. Conception is possible both underwater and on land; birth
always occurs in or near saltwater.

2. Magical Influence. Thalassiren racial magic creates several unique dynamics. It
can influence or terminate pregnancy, or complicate pregnancy for those attuned strongly to
abyssal energies. Tideweavers and arcane midwives oversee conception and childbirth;
these are considered dangerous events requiring ritual protection.

3. The Carving of the Leviathan. As detailed earlier, this ritual is a magical
sterilization performed exclusively on women who choose—or are required—to renounce



motherhood. It uses powdered leviathan bone and black leviathan blood to create a scarred
rune tattoo on the lower abdomen. It permanently prevents pregnancy, magically and
biologically. Women bearing the Carving are honored, feared, and sometimes seen as
“claimed wholly by the sea.”

G. Pregnancy and Gestation

Pregnancy in Thalassirens is culturally sacred and physically demanding. Gestation is
slightly longer than humans—around 12 months. Pregnant women remain active unless
complications arise. Ritual protections are placed around the mother’s quarters or ship.

During pregnancy, a mother speaks to the sea daily. It is believed: "The sea decides
which children survive.”

Midwives, Tideweavers, and priestesses oversee pregnancy. Complications are
handled with spiritual and magical intervention.

H. Birth and Infancy

Birth happens on the shoreline, in tidal pools, or aboard ships in seawater basins.
The water is warmed and sanctified; the mother may stand, kneel, or float, depending on
preference.

Immediately after birth, the child is briefly dipped into a basin of seawater, which is
then rubbed into the hair, back, and limbs.

Infants grow up in social clusters—several mothers or senior women often raise
children communally while the biological mother sails, raids, or leads.

1. Bloodlines and Heirs

Because children belong to the mother’s House, the politics of birth are intense.
Daughters are celebrated because they continue the line. Sons are valued, but never
potential heirs. Many Houses encourage daughters to take multiple lovers when attempting
to conceive—diversifying magical and physical traits.

Some Houses, particularly Sevaran, keep extensive genealogical records tracing
maternal ancestry. A child born to a noblewoman is always noble by blood, regardless of the
father.

J. Love and Attachment

This is where the Thalassirens differ most from surface people. Love is not the
foundation of marriage. Love is the bonus. Partnerships may contain any proportion of lust,
devotion, mutual respect, shared trauma, professional camaraderie, or fierce loyalty.

A Tidal Bond may last a season or centuries. A Salt-Bound Union may be cold,
strategic, or deeply affectionate. The only forbidden attachments are ones that weaken the
House or violate Tidal Law.

K. Divorce and Separation

Because permanence is never assumed, separation is handled formally but without
moral condemnation.

If a Tidal Bond ends, a short ritual offering is made, and then the partners simply
part ways.

If a Salt-Bound Union ends, the matron or High Seat must approve, and the
separation becomes a political event.

Children always remain with the mother.



L. Half-Siren and Half-Thalassiren Offspring

These hybrid children are rare and often powerful. Siren-thalassiren bonds are
passionate and short-lived, as discussed earlier, but children born of them are considered
touched by both apex bloodlines.

Their fates are a mix of blessing and burden.

M. Romantic Archetypes
While relationships are fluid, there are recurring models:

Captain & Quartermaster (partnership of equals)
Matron & Favored Consort
Warrior Trios (Three Currents)
Siren & Sea EIf (predator bond)
Salt-Bound Union (political marriage)
The Storm Lovers (intense but short-lived)

These bonds can overlap or evolve, but the rule never changes: Duty and strength come
first.

Property, Ownership, and Wealth
Thalassiren concepts of ownership diverge sharply from other sea elves and from
most surface-dwelling societies. Their worldview is shaped by the same forces that shaped
their islands: the sea gives nothing freely, and what you take, you must defend.
Where common sea elves emphasize community stewardship and shared resources,
the Thalassirens draw a hard line between what is unclaimed and what is possessed.

A. The First Rule of Ownership

Thalassiren property law begins with a sacred assumption: That which is
unclaimed belongs to the sea and therefore to all. That which is claimed belongs
wholly to the claimer. This rule applies equally to treasure, territory, ships, weapons,
property, people, and power.

Anything without a mark, a flag, a House seal, or a sworn claimant is considered free
to take. This fuels the culture of raiding and salvage that defines the Archipelago. Anything
found adrift, washed ashore, unguarded, or abandoned—even for a moment—is fair game.

Conversely, once a claim is made, the object becomes the sole property of the
one who made the claim. There are no shared rights, communal ownership, or co-holding
of possessions unless explicitly agreed upon.

Possession is not nine-tenths of the law.

Possession is the law.

B. Methods of Claiming
Claiming property is formalized. There are five recognized methods:

1. Marking. Inscribing initials, runes, House symbols, blood-marks, or even a
simple cut. Ritual markings carry the strongest legal weight.

2. Warding. Magical protection, enchantments, or Tideweaver seals. Objects,
ships, vaults, and even homes may be warded.

3. Declaration. A witnessed verbal claim. Typically done aboard ship, in the
Hall of Tides, or in front of a matron.



4. Taking in Battle. Spoils taken in combat or raids are considered
indisputably owned by the victor.

5. Blood-Claim. The most serious form. The claimant literally spills blood
upon the object. Blood-claimed objects are considered extensions of the owner’s will—and
protected by law and superstition.

C. Challenges to Ownership

Unlike surface societies, theft is not considered inherently wrong. Only failed theft
is shameful. If someone attempts to take property and succeeds, the new owner is simply
stronger, cleverer, or more favored by the sea. No further judgement is placed upon them.

But when a property is contested, one outcome is expected: bloodshed.

Challenges over weapons, ships, and heirlooms are common. Challenges over
people—lovers, mates, or prisoners—are more dangerous and culturally fraught. These
disputes rarely end peacefully. A duel, raid, or assassination is an acceptable outcome.

Losing a challenge means losing the property and your right to complain about it.
The sea is the arbiter.

D. Property of the Houses

Some possessions belong not to individuals, but to their houses. Fortresses, sacred
halls, private coves, raiding fleets, deep cities, archives, and ritual sites all fall in this
category. House property is governed by the matron and passed from mother to daughter.
Control of these resources is the core of political power.

E. Ships as Status and Identity

Ships are the single most important class of property—more valuable than land,
houses, or gold. A Thalassiren ship is not just a vessel. It is a symbol of rank, lineage,
destiny, and spiritual inheritance.

The difference between being crew and being captain is the difference between
anonymity and identity.

Children begin sailing at age 25, proving themselves across decades. Their first
thirty years at sea are considered an apprenticeship to the ocean, to leadership, and to
survival. At age 55, noble daughters are traditionally gifted their first ship and captaincy—if
they have earned it. Not every daughter qualifies. Some fail and remain officers, navigators,
or warriors.

Receiving a ship is more than a wealthy gift. It is an acknowledgment of
competence, future leadership, and readiness to wield command. A daughter who receives
her ship from a matron is publicly recognized as a future claimant to House prestige and
power.

Being denied a ship at 55 is one of the harshest social punishments a noble daughter
can face.

F. Gifts and Trade
Gifts are rare and highly symbolic. Thalassirens value strength and self-sufficiency,
so to give a gift is to declare one of three things:
-Debt (*I owe you and repay it now.”)
-Honor ("You are worthy of bearing this.")
-Claim ("You belong to my circle, crew, or bloodline.")
A gift is never trivial and never casually accepted. It must always be reciprocated in



some form—even if the repayment is years later.

Trade between Houses is transactional and formal. Goods that change House hands
are signed, sealed, witnessed, and ritually transferred. This ensures there is no ambiguity in
claims.

G. People as Claimed Property

Here’'s where Thalassiren codes get razor-sharp. People—not slaves, but
relationships—can be claimed.

A consort, lover, spouse, captive, or even rival can be claimed in three ways: public
declaration, ritual mark, or blood-claim.

Claiming a person is not ownership of their life but of the bond between them. It
is symbolic—and fiercely protected.

This is why challenges over lovers and mates often escalate into duel, mutiny, or
murder. To challenge a claim is to challenge dignity and social standing.

The sea favors the bold.

F. Forbidden Property

Some things cannot be claimed: the sea, sacred waters, and sirens (unless they
choose it).

The reasoning is simple: those powers are too great to be owned. To claim them is
hubris. To try is suicide.

1. Salvage and Spoils

Raid culture developed around one principle: If it floats and is unclaimed, it is
yours. If it sinks, dive for it.

The Thalassirens maintain entire salvage fleets that sweep reefs, shipwrecks, and
battlefield waters. Crews share spoils, but only after the captain chooses her share—always
the first pick.

Salvage rights are sacred. Stealing salvage is one of the few crimes viewed as
dishonorable because it dishonors the sea’s generosity.

J. Wealth

Wealth is measured in ships, weapons, prisoners, victories, magic, deep-sea
artifacts, rare metals, and leviathan remains.

Coins and gemstones are secondary—useful for trade with outsiders, but not true
measures of worth. A woman may own nothing but a ship and a crew and still outrank a
queen who never sails in terms of wealth.

K. The Sea as Final Arbiter

When ownership disputes cannot be resolved through witness, duel, or declaration,
there is a final method: Set the contested object in the sea and let the sea decide.

If the item is washed back to one claimant, that is the sea's ruling.

If it sinks, neither are worthy.

If it washes out to sea, the sea has claimed it, and the object is forever unowned.

This rule is invoked only in the most serious conflicts—and always when dealing with
cursed or sacred items.



The Deep Cities

“Where the pressure crushes, only the strong remain.”

The Deep Cities are the submerged hearts of Thalassiren civilization—vast,
bioluminescent undersea metropolises carved into the bones of the Archipelago’s islands. If
the island populations are the Upper Cities, the Deep Cities are the Lower Cities: ancient,
dangerous, breathtaking, and home to the vast majority of the lowborn.

More than habitations, they are living testaments to the Thalassiren belief that
survival is proof of worth. To live in the deep is to be shaped by it.

A. Purpose and Identity

Where the Upper Cities house noble Houses, priestesses, shipwrights, and political
courts, the Deep Cities are industrial centers, arcane forges, cultural crucibles, population
hubs, and the birthplace of most Thalassiren commoners.

They represent the sweat, steel, and spiritual grit of the Archipelago. A Thalassiren
living on the islands may be respected. A Thalassiren born in the deep is tempered.

B. Geography & Architecture

Each Primary Isle has at least one Deep City at its base—built into undersea cliffs,
caverns, coral reefs, and volcanic tunnels. They vary in depth, but most lie between 80 and
400 feet beneath the surface, with some extending into trench-edge pressure zones.

Architectural Features
Deep Cities are carved from black basalt, coral forests, whale-bone
frameworks, magically reinforced caverns, and living algae that glow faintly in rhythmic
pulses.
Light is provided through bioluminescent plankton, pearl-lamps strung like
constellations, enchanted algae beds, and arcane "current lanterns” that channel trapped
lightning.

Homes are built into cavern walls in stacked niches, creating vertical honeycombs of
living space connected by rope ladders, coral platforms, and spiral stone ramps. Grand
structures—temples, forges, training halls—rise from the seafloor as dark, towering
silhouettes. The cities feel alive, shifting gently with tides and currents.

C. Population & Social Structure

1. The Lowborn Majority
Most Deep City residents come from the commoner castes: fishermen,
hunters, forgers, magical artisans, raiders-in-training, navigators, coralline engineers, and
the families of those who serve noble Houses.
They form the backbone of Thalassiren daily life and economy. Their children
swim before they walk and learn to fight before they read.

2. The Gilded Abyss
Despite being “lowborn,” the Deep Cities are not slums. They are culturally
proud, economically essential, and spiritually powerful. Many of the greatest Thalassiren
warriors, navigators, and sorcerers originate here.



Some Houses send daughters to train in the deeps in their youth, believing
hardship produces strength.

3. Social Mobility
It is one of the few places where social mobility is attainable. A good sailor,
warrior, navigator, or spellcaster can be elevated to a surface posting—or even join a
House's fleet.

D. Economy of the Deep Cities

Economic Engines
The Deep Cities handle the most dangerous and valuable industries:
-Hunting: trench predators, krakenspawn, abyssal rays.
-Foraging: rare deep-algae, magical corals, leviathan-shed fragments.
-Artifice: forging moonglass steel, enchanting driftwood armor, sculpting
coral-towers.
-Taxation: processing the plunder brought in from raids.

The Magical Industry

Many deep-born Thalassirens possess stronger innate magic due to proximity to
ley-like ocean currents, pressure-bound arcane fields, and relics of drowned civilizations.
Deep-born Tideweavers and sorcerers are particularly prized.

Daily Life in the Deep
Daily life deep underwater is a blend of danger and routine.

Food: Deep inhabitants eat raw or fire-seared fish, giant-squid cuts, cave-crab, kelp
ropes seasoned with salt ash, fermented sea grain, and rare deep delicacies like abyssal
urchin roe.

Work: Jobs are assigned by ability and House alignment. Young Thalassirens are
trained from childhood in breath control, pressure tolerance, spear hunting, salvaging
wrecks, fighting in low-light murk, and navigating trenches and vents.

Danger: Everyday hazards include pressure shifts, vent collapses, trench predators,
whirlpools, rogue currents, and the occasional leviathan passing near the outskirts (always a
cause for the nearest matron to evacuate the lower tunnels and dispatch a hunting party).

Survival is expected. Failure is not mourned--it is understood.

F. Culture and Customs
Deep City culture is more superstitious, more ritualistic, and more tightly knit than
the Upper Cities.

1. Communal Living: Families are fluid, with extended kin groups often sharing
cavern-homes. Children are raised communally, and deep-born warriors tend to view the
entire city as their cradle.

2. The Choir of Currents: Many deep inhabitants develop a habit of humming or
clicking to navigate. Whole groups may hum together to locate arched hallways or stone
conduits through echo-location.

3. Night Currents: Because the deep is dim at all times, the concept of “night” is
symbolic. Night Currents are when most of the city sleeps, predators come close,



Tideweavers patrol, and the bioluminescent lamps dim to a faint glow. Children are warned
never to wander during Night Currents.

4. Social Festivities: Celebrations include the Feast of the First Catch, the
Tidecalling, coral-mending festivals, and the Passing of Currents (a deep-born
coming-of-age ceremony).

G. The Deep Cities of Each Isle
Each Deep City takes after its ruling House’s character:

1. Thal'drian Deep (Eryndalor)

Largest and most labyrinthine. Home to the Deep Choir temples and ancient

drowned relics. Tideweavers train here, learning to listen to the Sea Mother’s pulse.
2. Sevaran Deeps (Myr Telen)

Grim, treacherous, filled with carved trophies and skull-lined caverns. The
waters here run colder than anywhere else, and stories claim the deep “remembers blood.”
House Sevaran’s influence makes this Deep City brutal but disciplined.

3. Myrthalen Deep (Virelthas)

A city of whisper tunnels and acoustically perfect caverns. The Veilguard train

here in silence, and echo-magic is woven into stone.
4. Caeryn Deep (Valthera)

Luminous archives etched into coral spines. Magic studies bloom here.

Underwater observatories track currents and celestial patterns.
5. Velaryn Deep (Orlyneth)

Harsh, militaristic, fortified by saltstone pillars and ballista platforms.

Constant drilling echoes through the halls.
6. Nalyssar Deep (Lyssara)

Closest to trench-depths. Sacred, resonant, echoing with the “Abyssal Song.”

Priestesses descend into terrifying depths seeking visions.
7. Theryn Deep (Maelthyr)

Maze-like networks of tunnels and smuggler ports, illuminated by

bioluminescent algae. Maps are drawn in manta-hide vaults deep below.

H. Deep City Military Forces
The deep-born form some of the most feared units:

-Abyssal Guard: celite pressure-adapted warriors trained to fight in absolute
darkness.

-Trench Stalkers: assassins who use thermal vents as cover.

-Deep Hunters: who specialize in clearing monsters from tunnel outskirts.

-The Girdle Patrols: cold-water sentinels who watch the trench boundaries for
leviathans.

Deep warriors often bear scars from pressure ruptures, predator bites, or ritual
branding done in fire underwater (via hot alchemical plates).

I. Magic and the Deep

Magic in the Deep Cities is stronger and more volatile. The natural arcane currents of
the ocean concentrate around vents, trenches, coral cathedrals, drowned ruins, and leyline
fractures from the Sundering Wave.



Deep-born sorcerers often manifest powers early—sometimes dangerously early.
Tideweavers here are trained to regulate these surges, lest a child accidentally call a current
strong enough to drown half a cavern.

J. Relationship With the Upper Cities

The relationship between Upper and Lower Cities is interdependent but stratified.
Upper Cities are home to the political power, noble Houses, command structures, cultural
refinement, and shipyards. Deep Cities are home to the labor, magic, hunting, raw
manpower, and the spiritual connection to the sea.

Despite the class divide, both sides acknowledge the essential truth: The
Archipelago cannot survive without its deeps.

Deep-born citizens often view surface dwellers (including nobles) as “too sun-soft.”
Upper-city nobles see deep-born citizens as essential but uncultured.

Both are right.

K. Identity and Pride

Deep-born Thalassirens carry a particular kind of pride. They endure pressure that
crushes outsiders, darkness that hides monsters, and currents that would tear a human limb
from limb.

To be deep-born is to be carved by hardship. Their saying goes: "From the deep,
we rise."”

And every Thalassiren knows: no one rises alone.

Daily Life & Culture

Thalassiren daily life is shaped by three forces: the sea, the House, and the
constant presence of danger. Whether in the luminous caverns of the Deep Cities or the
cliff-carved strongholds of the Upper Cities, their culture thrives on movement, sound, color,
and ritual.

A. Fashion

1. Upper Cities (Island-born, Nobles, and Officers)
Upper-city fashion is shaped by plunder, wealth, and trade. These
Thalassirens have access to mainland textiles, fine silks, rare dyes, metals, enchanted
jewelry, crafted armor, and noble couture from Faer(in’s coasts.

Aesthetic Themes:
-Wind swept draping reminiscent of seafoam.
-Layered fabrics that move like water.
-Coral filigree wired into clothing.
-Shellsteel fastenings, moonglass buckles, gold-thread accents.
-Armored coats and mantles reinforced with deep-sea leather or
wurm-hide.

Clothing tends to expose arms, midriff, and legs—not for seduction, but for
practicality: to show strength and scars, to ease movement, to access weapons, and for



ease in transitioning between land and sea. Shoes and similar foot coverings are rarely
worn.

The wealthy favor long coats, flowing sashes, white and silver accents (status
colors), jewelry made of pearls, drift-gold, and leviathan tooth.

Upper-city Thalassirens often have elaborate braids with shells and metal beads,
silver-thread hair wraps, sea-gem hairpins, or ceremonial knotting indicating House
allegiance. Noblewomen especially use hairstyle as a political signal.

2. Deep Cities (Commoners, Hunters, Artisans)
Deep City attire is designed for durability, water-resistance, and survival in
the dim, pressure-heavy environment.

Aesthetic Themes:
-Tight-fitting swimsuits, wraps, or halter garments made from kelp-weave,
eel-leather, or shark-hide.
-Minimal fabric--anything loose catches on coral and currents.
-Black, green, and dark teal tones for camouflage.
-Bioluminescent accents in small strips--functional for visibility, not
aesthetics.

Deep-born warriors use coral-plate armor, bone-reinforced bracers, vent-tempered
shell shields, spear straps or knife harnesses across the chest.

Deep-born fashion is less decorative--but more fearsome.

For the deep-born, hair is usually long, wet, and unbound underwater. For work, it is
often tied back with rope, kelp ties, or coral pins. Decorations are subtle: deep pearls, and
polished bone charms.

B. Food & Culunary Traditions
Thalassiren cuisine is shaped by the availability of fish, kelp, sea plants, abyssal
creatures, and plundered mainland spices.

1. Common Foods (Across the Archipelago)
-Salt-seared fish strips
-Raw sashimi-style sea-meat
-Giant crab legs boiled in saltwater
-Fermented sea-grain breads
-Abyssal urchin roe (delicacy)
-Whale-oil soups
-Salt-crusted sea moss
-Eel-blood stew (deep-born specialty)

2. Upper City Cuisine
Through plunder and trade, upper cities have access to:
-Spices
-Exotic fruits
-Grains
-Wines
-Preserved goods



Noble dishes include:
-Seared shark with citrus glaze
-Squid-ink noodles
-Kelp-wrapped rice cakes
-Roasted mainland vegetables
-Coral-wine reductions
-Salted storm-salmon with gold-flake

Feasts are dramatic--huge tables, loud celebrations, and full-jug wine pouring.

3. Deep City Cuisine

Practical, protein-rich, and hearty. Staples include:
-Cave-crab soups
-Jerky-like strips from trench-fish
-Kelp stews
-Lichen paste
-Deep eel cooked over vent-heat stone
-Fermented fish in crushed coral jars

Meals are communal, often eaten in groups of 10-20 in cavern kitchens.

C. Festivals & Cultural Celebrations
Thalassiren festivals are violent, beautiful, and deeply tied to the sea. They celebrate
survival, strength, House triumphs, and ancient rituals.

1. The Tidecalling: A spring festival where priestesses read the tides for omens.
Entire fleets leave offerings—wine, blood, pearls—on the waves.

2. The Night of Black Waters: A solemn holiday honoring ancestors lost to the
sea. Lamps are extinguished. Houses dim their lights. Songs echo through the Ccliffs.
Children are warned: "Listen, and the dead will speak."

3. The Hunt Season Celebrations: Once per seasonal turning, after a successful
raid or deep-sea hunt, cities hold feasts. Hunters parade their trophies—kraken tentacles,
ray wings, shark heads—through the Upper and Deep Cities.

4. The Passing of Currents: A Deep-City coming-of-age ceremony. Adolescents
swim through a labyrinthine underwater cavern, guided only by bioluminescent markers. If
they complete the swim, they earn the right to join hunts.

5. The Stormmother's Vigil: Held when a powerful storm approaches. Music,
magic, and chants fill the Upper Cities as the people prepare for destruction or divine
blessing.

D. Language and Slang
Thalassiren slang is sharp, poetic, and often tied to survival.

Common Phrases:
"Salt in your veins." You're brave. You're alive.
"Taken by the deep." Dead, drowned, or worse.
"Currents guide you." A neutral blessing--safe travels.
"Storm-born." A compliment meaning fierce.
"Low tide lies.” Meaning: someone's talking nonsense.



"Depth-marked." Either blessed or cursed by the deep; can refer to
warlocks, madwomen, or deep-born priestesses.

Insults:
"Sand-walker." A surface dweller; weak.
"Driftwood." Useless person.
"Tide-skimmer." A coward who avoids danger.
"Air-dry." Out of touch; House-bound; pampered.

Terms of Endearment:
"Little wave" Affection for children or lovers.
"Tideheart" Deep emotional connection.
"Salt-sweet" Fondness mixed with exasperation--common among sailors.

E. Music, Art, and Storytelling
Thalassiren culture is musical and visual, but with its own aesthetics.

1. Music
-Conch-horn calls
-Drum rhythms made from stretched eel skin
-Siren-influenced harmonics
-Hummed deep-currents
-Water-echo percussion in cavern halls

Upper cities enjoy mainland instruments: lutes, violins, drums, flutes. Deep cities
rely on resonance chambers carved into stone walls.

2. Art
Forbidden: Leviathan imagery (taboo)
Common: Abstract waves, carved currents, shark-teeth mosaics, tide-glyph
murals, bone and coral sculptures.

Paintings rarely survive underwater; instead, art is carved, inlaid, or grown from
coral.

3. Storytelling
Stories are oral, rhythmic, and often dark: tales of drowned gods, heroes
swallowed by trench-beasts, Houses betrayed and reborn, storms sent by the Sea Mother,
ancient siren queens, leviathan duels.
Upper cities tell grand histories. Deep cities tell ghost stories.

F. Social Etiquette & Manners
Thalassiren manners prioritize respect, clarity, and strength.

What's Polite:
-Meeting someone's gaze directly
-Showing your teeth when greeting (not threatening, just custom)
-Offering a drink or meal after a raid
-Publicly acknowledging a rival's strength



-Helping a child or elder in the water

What's Rude:
-Touching someone's weapons without permission
-Turning your back during an argument
-Refusing a challenge without explanation
-Asking invasive questions about a woman's fertility or House role
-Boasting without proof

Deep-city etiquette is more communal and direct. Upper-city etiquette is more
political, formal, strategic.

G. Work & Daily Rhythms

Upper Cities:
-shipbuilding
-navigation schools
-House courts
-priestess temples
-diplomacy halls
-dry docks
-training arenas
-merchant markets
Their days are structured by politics, raids, and House obligations.

Deep Cities:
-hunting
-forging
-harvesting
-crafting
-trench patrol
-training young swimmers
-salvage
-vent-mining
-coral engineering
Days follow the tides, not the sun.

H. Leisure & Play
Despite their harshness, Thalassirens love to celebrate.

Popular Games:
-Underwater spear-tag
-Current-racing
-Rope climbing or cliff diving
-"Tide catch" (dangerous: involves capturing live, slippery trench fish)

Recreations:
-Singing in caverns
-Sparring



-Drinking fermented kelp-wine

-Ocean swims

-Bioluminescent dances in shallow reefs
-Storm-watching from cliff edges

Deep-born children play with glowing algae balls, carved bone toys, or reef puzzles.
Upper-city children learn strategy games, coded shells, or naval puzzles.

The Capital Island: Eryndalor
Seat of the High Matriarch | Heart of the Archipelago | Crown of the Tides

Eryndalor is the first and greatest of the Thalassiren isles—a mountain-ringed citadel
island surrounded by storm-carved cliffs, treacherous reefs, and ancient kelp forests that
whisper with old magic. It is the political, spiritual, and ceremonial heart of the entire
Archipelago.

If the Thalassiren islands are a crown, Eryndalor is the central gem—unchallenged in
authority, unmatched in beauty, and steeped in ancient power.

A. Geography & Landscape
1. The Island Above (Upper City: Thal'dris Spires)

The capital’s Upper City rises in spiraling, tiered constructions of coral-white
stone and volcanic basalt. The city is carved into the cliffs and built outward in terraces,
connected by sweeping archways, rope bridges, water elevators, and carved seawalks slick
with sea spray.

Towers lean gracefully toward the sea, shaped to catch the wind and to
withstand storms that batter the island year-round.

Notable features include:

-The Hall of the Deep, where the Council meets.

-The Moon's Eye Plaza, an elevated circular terrace used for state
ceremonies.

-The Tidefall Steps, a cascading series of waterfalls that flow from
sacred channels down into the deep below.

-The Sea Mother's Shrine, the most important temple in all
Thalassiren lands.

The air of Eryndalor is always alive with noise—market calls, gull cries, sailors
shouting commands, waves crashing against fortress walls.

2. The Island Below (Deep City: Thal'drian Deep)

Beneath the cliffs lies Thal’'drian Deep, the largest and oldest of the Deep
Cities. It spans a vast undersea cavern complex lit by bioluminescent curtains of algae,
pearl lanterns, enchanted lightwells, and currents that hum against coral-veined walls.

This is the spiritual center of Tideweavers and deep-seers. The temples here
are submerged halls of black obsidian and coral, resonating with whale-song and
pressure-hum. The city is enormous—easily holding tens of thousands—and forms the
backbone of the capital’s population.



Notable sites:
-The Drowned Moon Cathedral, where oracles hear the Sea
Mother's voice in the tides.
-The Abyssal Scriptorium, where forbidden texts and deep-water
relics are kept.
-The Vault of Storms, an arcane chamber that channels volatile
magic from the ocean floor.

Thal’drian Deep is both sacred and dangerous; pressure shifts, trench
creatures, and arcane surges are part of everyday life.

B. House Thal'dris
The Ruling Line | The High Seat | Keepers of the Sea Mother's Will

House Thal’dris has ruled the Archipelago for nearly two millennia. They are the
undisputed sovereigns of the islands, the interpreters of divine omens, and the stabilizing
force between the rival Houses.

They are not the strongest House in raw might—that honor often goes to Sevaran or
Velaryn. They are not the richest—that falls to Caeryn or Theryn. They are not the most
magically potent—that’s Nalyssar. But they are the House the sea itself has chosen.

C. Appearance, Traits, and Lineage

1. Bloodline Aesthetics: Thal'dris elves are known for pale, moonlit blue or
silver-green skin, luminous or storm-grey eyes, white, pearl-blond, or moon-silver hair, and
soft luminescent accents at the cheekbones or temples. They embody the "calm before the
storm"--elegant, austere, and distant.

2. House Traits: Children of Thal'dris typically show heightened magical sensitivity
(especially to tides, cycles, and omens), exceptional political instinct, a natural aptitude
for diplomacy, leadership, and prophetic roles, and powerful ritual magic tied to the Sea
Mother.

D. Structure and Command

1. The High Matriarch (The Tide Crown): The supreme ruler of the Thalassiren
Archipelago. She holds command over all fleets (with exception made for House Sevaran
due to ancient treaties), authority over House disputes, final say in executions, wars, and
alliances, guardianship of sacred artifacts, and exclusive right to interpret certain holy
omens. No House may legally defy her--not without risking annihilation.

2. The Tidecourt: The High Matriarch's advisory circle, comprised of the Matrons of
each major House, the High Tideweaver (chief oracle), the Master of Ships, the High Warden
of the Deep, and the Ambassador of Outer Tides. (In previous generations the Warlady of
the Sevaran Corsair Fleet also sat the Tidecourt, however the seat was dissolved in response
to the rising madness within that line.) Meetings are formal, ritualistic, and often
tense—each House jockeying for influence under the watchful eye of the Tide Crown.

3. The Tidal Guard (Elite Soldiers): The personal guard of House Thal'dris.
Trained both above and below water, armored in silver coral and moonglass, wielding
enchanted tridents. Their loyalty is absolute.

E. Culture of the Capital
1. Beauty and Severity: Life in Eryndalor is sharper, quieter, and more ceremonial
than in other islands. House Thal’dris sets the tone with graceful etiquette, subdued but



deadly politicking, reverence for protocol, a rigid hierarchy, and a deep cultural expectation
of restraint. Cities like Seravyn burn with intensity. Orlyneth bristles with militarism.
Valthera dazzles with knowledge. But Eryndalor rules with still water and quiet storms.

2. Education & Training: Children in the capital--especially noble daughters--are
trained in diplomacy, tide-reading, ritual practice, naval strategy, lineage history, and
magical discipline. Where Seravyn raises warriors, Eryndalor raises leaders.

F. Religious Centrality
Eryndalor houses the greatest temples of the Archipelago. The Sea Mother’s cult is
headquartered here.

Major Holy Sites:
-The Hall of the Deep: Where omens are read before sailing seasons.
-The Drowned Moon Cathedral: The deepest sacred site, where
priests listen to ancient currents.
-The Shrine of Salt and Bone: Where matriarchs swear their oaths.
-The Outer Tides Amphitheatre: Used for punishments decreed by
divine omen.

House Thal’dris is the only House permitted to consecrate High Matrons. No other
House may legally claim sovereignty while Thal’dris stands.

G. Foreign Relations

House Thal'dris manages all diplomatic contact with outsiders, treaties, trade
agreements, and political marriages. They present a polished face to mainland
rulers—charming, inscrutable, formidable. They are the most likely to negotiate before
raiding... and the most likely to raze a city if negotiations fail.

H. Military Power

Contrary to popular belief, House Thal’'dris does not maintain the deadliest fleet—but
it maintains the largest and most unified. The High Matron can call upon Sevaran's brutal
strike fleets, Velaryn's disciplined battalions, Theryn's stealth ships, Caeryn's arcane
galleons, Nalyssar's deepbound war-casters, and Malthyr's storm-forged skirmishers. This
unmatched authority is why no House dares challenge their rule outright.

1. Political Weaknesses

They are not without vulnerabilities; isolation from the daily lives of the lowborn,
overreliance on prophetic authority, internal power struggles between priestesses and
nobles, and resentment from militaristic Houses (Sevaran, Velaryn). A clever matron must
constantly balance power, doctrin, and diplomacy.

J. Relationship With Other Houses

House Thal'dris acts as the mediator to Caeryn's scholars, the leash to Sevaran's
predators, the judge of Velaryn's warmongers, the counterweight to Nalyssar's mystics, and
the stabilizer for Theryn's merchants. Their greatest skill is understanding every House's
ambition—and allowing just enough leash for none to grow threatening.

K. Myth & Legacy
Legends say the first Thal’dris matron rose from the sea carrying a fragment of the



Sea Mother’s shell. Another myth claims their bloodline is partially descended from a
drowned demigoddess. Whether true or not, House Thal’dris cultivates an image of divinely
sanctioned sovereignty. When the High Matriarch walks the shoreline, waves break around
her ankles in patterns old priestesses insist are omens. Whether that's magic or myth...
Only Thal'dris knows.

The Principal Islands & Their Houses

1. Sevaryn -- The Isle of Blades

Ruling House: House Sevaran

Primary Role: Raiders, privateers, mercantile enforcement

Public Perception: Fearsome, volatile, unstoppable

Alliances/Rivalries:

-Longstanding Rivalry with House Theryn (Maelthyr).
-Respected--but also watched carefully-by House Thal'dris.

Overview: Seravyn is a black-basalt isle carved by storms and blade-culture. Its
harbors are narrow fjords; its fortress, Myr Telen/Calath’s Deep, is a cliffside citadel that
partially floods with each tide, illuminating kraken carvings in seawater glow. House Sevaran
is feared for producing the deadliest captains and the fiercest raiding fleets in the
Archipelago. Their longships—reinforced with coral and leviathan bone—are unmatched in
speed.

House Character: A lineage defined by bloodshed, ambition, and survival. Every
generation bears a sister’s blood, and locals whisper the sea demands it. Sevarans are seen
as beautiful, dangerous, and half-mad—an apex predator House in every sense.

2. Lyssara -- The Singing Deep

Ruling House: House Nalyssar

Primary Role: Religion, prophecy, deep-sea mysteries

Public Perception: Revered, feared, otherworldly

Alliances/Rivalries:

-Semi-independent spiritual power that even Thal'dris must respect.
-Rarely engages in political rivalries; exists adjacent to politics.

Overview: Lyssara is a southern isle surrounded by whirlpools and humming coral
reefs. Beneath its cliffs lie vast, glowing caverns that form the Abyssal Choir, a temple
complex where priestesses descend into trance guided by the harmonic resonance of the
sea. House Nalyssar oversees the deepest spiritual rites of the Archipelago, including the
Rite of Descent, where chosen daughters swim into the abyss seeking visions—many
never return.

House Character: Oracular, enigmatic, and politically untouchable. Their influence
rivals the High Matriarch’s, though they insist their interests are “purely spiritual.” No House
entirely believes that.

3. Maelthyr -- The Chartmaker's Hold
Ruling House: House Theryn
Primary Role: Navigation, cartography, smuggling, privateering
Public Perception: Clever, indispensable, untrustworthy



Alliances/Rivalries:
-Longstanding rivalry with House Sevaran.
-Frequently collaborates with House Caeryn for diplomacy and trade.
Overview: Maelthyr is a rocky, reef-choked isle whose labyrinthine channels make it
a haven for smugglers and covert trade. Their seat, Caelmar’s Reach, is a high
promontory citadel crowned with signal lights and filled with vaults of ancient sea charts.
House Theryn controls maritime information: maps, routes, currents, trade secrets, and safe
paths through the most dangerous waters.
House Character: Cunning, quiet, and calculating. They don't boast strength—they
weaponize knowledge. Many Houses resent relying on Theryn pilots, but none dare sail
blind.

4. Virelthas -- The Veiled Isle

Ruling House: Mouse Myrthalen

Primary Role: Espionage, intelligence, internal security

Public Perception: Unsettling, indispensable, distrusted

Alliances/Rivalries:

-Loyal watchdogs for the High Matriarch.
-Disliked by nearly every House... and feared by all of them.

Overview: Virelthas is an island perpetually draped in mist—its cliffs carved into
labyrinths of fog-filled ravines and echo-dampened caverns. Vareth’s Hollow, the
Myrthalen seat, is a half-visible citadel whose towers appear and vanish in shifting fog.
House Myrthalen runs the Archipelago’s intelligence networks: spies, whisper-merchants,
tide-couriers, and internal investigations.

House Character: Silent, patient, watchful. Their warriors, the Veilguard, are
some of the most unsettling fighters in the islands—appearing “where least expected.” Other
Houses publicly declare loyalty... and privately check their shadows.

5. Orlyneth -- The Saltstone Bastion

Ruling House: Velaryn

Primary Role: Naval defense, mercenary fleets, enforement of sea law

Public Perception: Iron-willed, disciplined, grimly honorable

Alliances/Rivalries:

-Often fights alongside House Sevaran in open war, acting as the disciplined
shield to Sevaran's reckless blade.

-Generally aligned with House Thal'dris, seen as reliable enforcers of the
High Matriarch's decrees.

-Mild ideological friction with House Caeryn, who favor subtlety and
diplomacy over brute enforcement.

Overview: Orlyneth is a bleak, wind-scoured island of fortresses and barracks, its
cliffs armored in saltstone and iron. At its heart stands Fort Karast, a monolithic bastion
carved from saltstone and reinforced with black iron, its walls permanently scarred by
centuries of storms. Ballistae shaped like rudamentary leviathans line the battlements, and
the clang of training weapons never truly stops. House Velaryn maintains a standing navy
that patrols the waters between the isles, acting as the Archipelago’s shield and, when
needed, its mailed fist. Officially, they suppress piracy and keep the lanes between the
principal islands secure. Unofficially, they look the other way—or join in—when the High
Matriarch or Council orders selective brutality.



House Character: Velaryn’s people are stoic, proud, and famously disciplined. Their
captains are known for iron obedience and for executing orders without hesitation, even
when those orders are ugly. They look down on the blood-soaked excess of House Sevaran’s
raiding culture, but when war calls, they often fight side-by-side—Sevaran as the wild blade,
Velaryn as the unbreakable shield.

6. Valthera -- The Isle of Whispers

Ruling House: House Caeryn

Primary Role: Lorekeeping, scholarship, diplomacy with surface dwellers

Public Perception: Polished, clever, dangerously courteous

Alliances/Rivalries:

-Frequently positioned as a balancing ally to House Thal’dris, providing
counsel, records, and diplomatic finesse.

-Maintains pragmatic, information-heavy ties with House Theryn (shared
interest in secrets, routes, and intelligence).

-Distrusted by House Sevaran and House Velaryn, who both suspect
Caeryn of manipulating foreign and internal narratives to their own benefit.

Overview: Valthera is a cliff-ringed island where terraces, observatories, and runic
walkways spiral down toward the sea. Its skyline is dominated by the Aurel Spire, a
towering structure crowned with mirrored lenses that catch and scatter sunlight across the
waves. Beneath the Spire, libraries spiral downward into coral-carved catacombs, where the
Tidal Codex—a living record etched into coral tablets—rests upon a dais of living shell.
House Caeryn serves as the memory and outward-facing voice of the Archipelago. They
are historians, chronographers, star-readers, and tide-seers, tracking omens in the sky as
much as in the sea. They maintain records of every major raid, treaty, feud, and prophecy,
ensuring that no House’s sins or glories are truly forgotten. Because they are the most
approachable in manner and the most curious about the world beyond the Archipelago,
Caeryn diplomats are usually the ones surface folk meet first. To mainlanders, they
are the “gentle face” of the Thalassirens—well-spoken, gracious, and impeccably mannered.

House Character: Refined, observant, and razor-sharp behind their smiles. Caeryn
plays the part of the polite scholar, but their diplomacy is predatory: every conversation is a
sounding line dropped into deeper waters. They trade in information, reputation, and long
memory—and many a foreign envoy has discovered, too late, that the pleasant archivist
they bargained with was taking their measure like a butcher eyeing a cut of meat.

Naming Conventions & Language Structure
Aquan Foundations | Elven Court Speech | Common Trade Tongues
The Thalassiren Archipelago is a multilingual society shaped by trade, raiding, ritual,

and the constant presence of the sea. Their language use follows clear but culturally
weighted divisions:

Aquan: the native language; used in daily life, ritual, magic, and all matters
relating to the sea.

Elven: the formal language of noble Houses, legal proceedings, ancestral
recordkeeping, and the High Court.

Common: the language of outsiders; spoken fluently only by those who deal
with the surface world.



The interplay between these three tongues forms the core of Thalassiren
identity—what is said, how it is said, and in which language communicates layers of
meaning.

A. Primary Language: Aquan

Aquan is the heartbeat of the Archipelago. It is a fluid, vowel-heavy language shaped
by the sound of tides, currents, and pressure changes. Certain phonemes mimic surf against
rock, sharp water displacement, whale-tones, and the hiss of deep-water vents. Spoken
Aquan flows like water, with continuous syllables linked by breath and throat resonance.

Distinctive Features:

-Frequent use of rolling “r” and double vowels (“aa,” “io,” “ae”).

-Consonants softened unless used for emphasis (k, t, and th are sharpened
only in command).

-Words often have multiple layers of meaning depending on inflection and
breath placement.

-Aquan names commonly include liquid consonants (I, r, v, n) and tidal vowels
(ae, io, ua).
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Aquan is also considered the language best suited to magic, particularly spells
involving water manipulation, pressure, sound, tides, or commanding sea creatures. A spell
spoken in Common works. A Spell spoken in Aquan obeys.

B. Secondary Language: Elven (High Speech)

Elven is the language of rulers, treaties, and nobility. It is the official language of the
Court and the medium in which laws are written, ceremonies are enacted, noble genealogies
are recorded, and House agreements are formalized. Where Aquan is fluid and elemental,
Elven is elegant, rigidly structured, heavy with honorifics, and steeped in matrilineal
tradition. Speaking Elven in court is a sign of refinement and status; speaking Aquan
instead is considered deliberately provocative.

Key Social Uses:
-Addressing a Matriarch: Always Elven
-Issuing a formal challenge: Elven
-Reciting lineage: Elven
-Swearing oaths and blood-bonds: Elven, then Aquan
-Delivering religious prophecy: Aquan only

Elven is also used for code-switching in arguments: switching from Aquan to Elven
implies the conversation has become serious.

C. Tertiary Language: Common

Common is widely understood but spoken with specific function. It is most commonly
spoken by raiders, corsairs, traders, smugglers, diplomats, privateers, ship captains, and
anyone who deals with the surface world.

Thalassirens speaking Common sound like a raspier, smoother, lilting form of
Received Pronunciation (RP)—a clipped, elegant tone softened by fluid Aquan vowel
patterns. Think precise diction, elongated vowels, "r"s softened unless stressed, constanants
smoothed into rolling transitions. It gives their Common a hauntingly calm, almost



predatory beauty.

Social Notes:
-Speaking Common in noble settings is considered vulgar unless addressing
outsiders.
-Deep City natives speak Common only if professionally required.
-Children raised in Upper Cities often learn all three languages early due to
political necessity.

D. Naming Conventions
Thalassiren names carry weight. Every part of a name signifies heritage, House
allegiance, personal deeds, and often prophetic meaning.

1. Structure of a Full Name
A typical noble Thalassiren name has three parts:
1. Given Name (Aquan origin)
2. House Name (Elven origin, matrilineal)
3. Epithets or Earned Titles

Example:
Aelira Caeryn, Tideshaper of the Spire

Commoners usually have only the first two.

2. Given Names (Aquan-Based)
These emphasize fluidity, sound, and elegance.

Common patterns:
-Prefixes: Ael-, Lyr-, Vael-, Syor-, Myr—-, Raen-, Cael-
-Suffixes: —ith, —ira, —aris, -yn, —eth, —orin, —aris, —un, —var

Given names often reference:
-Tides (Talen, Marisol)
-Storm Phenomena (Vaelor, Rhaelyn)
-Creatures (Myruna, Selvaris)

3. House Names (Elven-Based)
Always matrilineal.

-Thal'dris (Ruling House/Eryndalor)
-Sevaran (House of Blades/Seravyn)
-Velaryn (Discipline & Defense/Orlyneth)
-Caeryn (Lorekeepers/Valthera)
-Nalyssar (Deep Mystics/Lyssara)
-Theryn (Navigators & Smugglers/Maelthyr)
-Myrthalen (Spies & Veiled Power/Virelthas)

These names are never shortened and never spoken lightly. Addressing a
matron without her full House name is a grave insult.

4. Epithet Names



Epitaphs, titles, and deeds can be appended to a name:
-The Tideborn
-Storm-Eyed
-Leviathan-Touched (rare, taboo)
-Breaker of Chains
-Bloodsworn
-The Drowned (if resurrected or near-drowned in ritual)
-The Silent Wave

These can be granted by one's House, the High Matriarch, the Sea Mother's
priestesses, or common usage. Some epithets carry religious implications; others are
infamous.

E. Forms of Address

By Status:
-Matriatch: Tidal Mother, Matron, High Lady, Sea-Blessed
-Noble Daughter: Lady, Heir of [House]
-Captain: Commander, Storm-Captain, Keelmistress
-Priestess: Tideweaver, Deepseer, Daughter of the Mother

By Tone:
-Respectful: Full name + House
-Familial: Given name only
-Romantic: Given name softened
-Hostile: Stripping titles
-Deadly: Aquan hiss of the person's name, breathless and clipped

F. Gender Differences in Names

Feminine names traditionally end in softer vowels or -ith, -ira, -yn. Masculine names
often end in -ar, -en, -or, though exceptions are common. Women’s names are more
elaborate and often carry mythic resonances. Men’s names tend to be simpler unless they
achieve a great deed.

G. Secret Names (Deep Names)

Some Thalassirens—especially priestesses, deepborn, and those touched by abyssal
magic—carry a hidden Aquan name known only to their mother, their patron spirit, or the
Sea Mother's clergy. Speaking someone’s Deep Name is believed to enhance spellcasting
against them, bind them in ritual, or reveal their spiritual path. Deep Names are never
recorded in Elven script.

H. Loanwords, Sland, and Code-Switching

Thalassiren speech often blends tongues depending on context; Aquan for emotion,
ritual, or intimacy; Elven for authority, politics, or threat; Common for trade, mockery, or
practical matters. Example: A noble arguing with her lover might slip from Elven - Aquan -
Common, each shift revealing escalating emotion or intentional distancing.

Certain Aquan curse phrases exist that sound beautiful but mean horrifying things.
Examples include, but are not limited to:



-"Syoren vae lys" -- may the deep forget your breath
-"Tal'raen koress" -- your tide ends here
-"Vaelor unnaen" -- storm take you

I. Written Language

Aquan is rarely written except for magical notation or tide-charts. It uses wave-like
sigils, curves reminiscent of sonar patterns, and ink that flows from thick to thin in
deliberate rhythm.

Elven is used for documentation, law, history, diplomatic correspondence, and
genealogies.

Common is only used for export documents, trade notes, and treaties and
communication with outsiders.

Calender & Festivals
Time Measured by Tide | Memory Kept by Storm

The Thalassirens do not measure time by the sun alone. Their lives are governed by
the movement of water—by tides, currents, storms, and celestial alignments reflected
across the sea’s surface and echoed in the deep. To them, time is not linear. It returns,
pulls, surges, and recedes.

A. The Tidal Calender
The Thalassiren calendar is known as The Turning of the Currents, a system that blends
lunar cycles, tidal surges, and seasonal ocean changes.

The Year - A standard Thalassiren year consists of 12 Tidecycles, each roughly
equivalent to a month. Unlike surface calendars, Tidecycles are not uniform in length; each
lasts until its defining tidal condition passes. A full year is completed when the Great Current
realigns, the Storm Belt shifts, and the high tides of the capital island return to their origin
mark.

This usually aligns closely with a standard elven vyear but can drift
slightly—something Caeryn scholars track obsessively.

B. Divisions of Time

1. Tidecycles (Primary Measure) - Each Tidecycle marks a dominant ocean state.
The Thalassirens name them poetically rather than numerically.
Common Tidecycles include:
The Rising Wake - currents strengthen; ships return to sea
The Bright Tide - calm waters, trade, and diplomacy
The Singing Deeps - deep currents hum; rituals intensify
The Splintered Wave - storms increase, raids begin
The Black Surge - peak storm season
The Drowned Quiet - still waters, omen-reading
The Returning Pull - preparation for winter seas
The Long Night Tide - cold, dark waters
The Hushed Deep - religious contemplation
The Cleaving Current — military drills, mercenary contracts



The White Wake - ice-fed tides and treacherous currents
The First Break - renewal and rebirth

Each Tidecycle is associated with specific festivals, favored activities (raiding,
diplomacy, study), and religious observances.

2. Days - A “day” is divided into three states, not hours:
High Flow - active hours; work, training, sailing
Slackwater - rest, meals, education
Night Current - sleep, watch duty, ritual patrols

Deep Cities experience these states based on current-shift and light-dimming, not
sunlight.

3. Years of Memory - Years are named after major events. Rather than “Year
1342,” Thalassirens might reference 'The Year the Storm Broke the Bastion', or 'The Year of
Silent Tides'.

House Caeryn maintains the master ledger correlating these poetic years to
numerical chronology for diplomacy and external use.

C. Sacred Cycles
Beyond civil time, the Thalassirens observe sacred cycles tied to religion and
superstition.

1. The Stormmother’s Breath - Occurs when atmospheric pressure abruptly drops
and the sea grows unnaturally calm before a major storm. All ships are recalled unless
explicitly sanctioned. Priestesses lead chants to appease the Sea Mother. Children are
forbidden from swimming.

2. The Abyssal Alignment - When deep currents, stars, and tidal pull align. Deep
City priestesses descend. Omens are read. Prophecies are recorded. Leviathan sightings
increase. This alignment is feared and revered.

D. Major Festivals

1. Tidecalling (Renewal Festival)
Timing: First Break Tidecycle
Observed: Entire Archipelago
A celebratory festival marking renewal and return to sea. Ships are
blessed, hulls scrubbed with salt and oil, and banners raised. Offerings of wine, pearls, and
blood are cast into the sea. New captains formally claim their ships. Raiding season
officially begins. Children born during Tidecalling are considered fortunate.

2. Feast of the First Catch
Timing: Rising Wake
Observed: Primarily Deep Cities
Celebrates survival and contribution to the community. The first major
harvest or hunt of the cycle is shared communally. Hunters parade their catches through
caverns and docks. Names are earned by adolescents completing their first sanctioned kill.



Refusing food during this feast is a grave insult.

3. The Night of Black Waters
Timing: Drowned Quiet
Observed: Entire Archipelago
A solemn remembrance of the dead. Lanterns are extinguished. Cities
dim their lights. Songs are sung softly in Aquan. Names of the drowned are whispered,
never spoken aloud. Many believe the dead listen during this night.

4. The Carving Vigil
Timing: Variable; held during the Singing Deeps
Observed: Selectively
Associated with the Carving of the Leviathan. Sacred, private, and
heavily guarded. Only priestesses, Tideweavers, and chosen witnesses attend. The waters
are stained black with leviathan blood ink. The Vigil ends in silence—no celebration follows.

5. Passing of Currents (Coming-of-Age)
Timing: Cleaving Current
Observed: Deep Cities
Adolescents undertake a dangerous swim through a marked
underwater labyrinth. No weapons. No guidance. Only bioluminescent markers. Those who
return are recognized as adults. Those who do not are mourned—briefly.

6. The Stormmother’s Vigil
Timing: On approach of major storms
Observed: Upper Cities
Music, chanting, and ritual magic are used to either invite or ward off
storms, depending on omens. Some Houses deliberately sail during these storms to prove
worth.

7. Leviathan Hunt Season
Timing: Rare; declared by High Matriarch
Observed: Select Houses only
An extraordinary event. Entire fleets mobilize. Deep Cities evacuate
fringe tunnels. Religious rites intensify. Victory brings prestige beyond measure. Failure
reshapes the calendar for generations.

E. Regional Variations

Upper Cities - Festivals are more ceremonial. Heavy emphasis on politics,
declaration, and ritual display. Feasts include plundered delicacies and imported goods.

Deep Cities - Festivals are communal, physical, and dangerous. More rites of
survival. Greater spiritual intensity.

F. Forbidden Times
Certain periods are considered ill-fated.

Low Black Tide — births here are watched closely.
Silent Surge — no contracts signed, no journeys begun.



The Sea’s Pause — rare, terrifying stillness; interpreted as divine attention.
Breaking taboo during these times marks one as reckless—or cursed.

G. Recording the Calendar

House Caeryn keeps the Chronicles of Flow, a living record etched into coral plates
that subtly shift as tides change. Priestesses, navigators, and captains regularly consult
these records before making major decisions. No major undertaking is begun without
knowing where the sea stands in the turning.

H. Common Sayings About Time

"Let the tide turn first.” — Be patient.

"Born on a hard current.” — Tough upbringing.

“"May your tides return.” — A blessing.

"Lost between flows.” — Disoriented, cursed, or grieving.
"The sea remembers.” — A warning.

Magic Traditions & Arcane Infrastructure
The Sea Does Not Grant Power. It Demands Shape.

Magic in the Thalassiren Archipelago is not treated as a gift, a calling, or a mystery
to be unlocked—it is treated as a force, like pressure or current. Something dangerous,
omnipresent, and useful only when properly channeled. To the Thalassirens, magic is not
separate from the sea. It is the sea’s deeper movement—its breath, memory, and will.

A. Thalassiren Philosophy of Magic

The foundational belief is simple: Magic exists everywhere, but it obeys structure.
Structure is survival.

Untrained magic is viewed much like uncharted water: unpredictable, lethal, and
selfish. A society that lives in constant danger cannot tolerate uncontrolled arcane
expression. As a result magical talent is identified early, untrained casters are not
romanticized, power without discipline is considered reckless, not admirable, and magical
education is communal responsibility, not personal choice.

B. Sources of Magic
Thalassiren magic draws from five principal sources. Most practitioners touch only
one or two.

1. Tidal Currents - Natural magical flows created by the movement of water
masses, pressure layers, and celestial alignment. This is the safest and most culturally
accepted source. Associated with tideweaving, navigation magic, protective wards, healing,
and divination.

2. Abyssal Pressure - Magic generated by immense depth and darkness. Volatile,
potent, and dangerous. Associated with Deep City sorcerers, oracles, trench magic, and
leviathan-linked phenomena. Viewed with reverence and caution.

3. Storm Energies - Magical charge generated by atmospheric instability and
violent surface conditions. Associated with battle magic, weather shaping, and ship-to-ship



combat enchantments. Favored by Sevaran and Velaryn traditions.

4. Resonant Harmonics - Magic produced through sound, vibration, and
echo—especially underwater. Associated with Sirens, Choir-priestesses, and some Caeryn
tide-scholars. This form is the least understood, but extraordinarily powerful.

5. Pact-Bound or External Sources - Magic derived from entities beyond the Sea
Mother's domain. Associated with warlocks, outcasts, and controlled exceptions. Strictly
regulated. Often monitored by House Myrthalen.

C. Formal Magic Traditions

1. Tideweavers - The Most Respected Arcane Path - Tideweavers manipulate
currents, pressure, and flow. They are the backbone of Thalassiren magical society.

Roles: Navigation, weather moderation, healing, ward maintenance, and
ritual leadership

Training: Begins in childhood. Apprentices learn breath control, emotional
regulation, and mathematical tide-patterns before any spellcasting occurs. A Tideweaver
who panics is more dangerous than one who fails.

Institutions: Major Tideweaver halls exist in Eryndalor and Valthera.
Smaller schools operate in most Deep Cities.

2. Deepseers & Abyssal Oracles - Listeners of the Pressed Dark - These casters

work with abyssal pressure and deep-sea resonance. They are rarer and more feared.
Characteristics: Heightened sensitivity to sound and vibration, unusual sleep

patterns, and occasional prophetic dissociation. Deepseers are believed to hear the “memory

of the ocean” rather than divine voices. They are ritually protected—and heavily monitored.

3. Stormcallers - Battle-Casters and Fleet Support - Stormcallers weaponize wind,
lightning, and surge. They serve in military fleets, coastal defenses, and leviathan hunts.
Storm magic is inherently unstable; Stormcallers must work in pairs or trios to prevent
magical backlash.

4. Choristers & Resonance Casters - Harmonic Mages - This tradition borrows
from Siren techniques without fully embracing Siren magic. Spells are woven through song,
vibration, tuned instruments, and echo chambers. Choristers are often Caeryn scholars or
Deep City artists. Their magic is subtle, long-lasting, and difficult to counter.

5. Arcane Artificers - The Builders - These casters embed magic into objects rather
than environments. They create ship wards, pressure-stabilized armor, enchanted harpoons,
current-lock anchors, and bioluminescent systems. Artificers are trained alongside engineers
and shipwrights.

D. Forbidden & Restricted Practices
Magic that violates the sea’s natural flow is taboo.

Forbidden Arts: Large-scale necromancy (drowned spirits are dangerous),
sun-based radiant excess (destabilizes aquatic magic), reality-warping chronomancy,
unauthorized summoning, and Leviathan-binding.

Restricted Arts: Pact magic, blood magic, and Soul-binding enchantments.

All restricted practitioners are tracked and audited.

E. Arcane Infrastructure



Magic is woven into Thalassiren cities at a civil-engineering level.

1. Tide Nodes - Massive enchanted anchors embedded into seabed or cliffstone.
They stabilize currents, reinforce structures, and power city-wide wards. Deep Cities contain
dozens of Tide Nodes.

2. Warding Networks - Cities are protected by layered magical defenses: pressure
barriers, sound-dampening fields, intrusion alarms, and creature deterrents. Upper Cities
emphasize visibility. Deep Cities emphasize survival.

3. Ship Enchantments - Every Thalassiren vessel carries at least minimal magic:
buoyancy stabilization, hull reinforcement, current-skimming runes, and emergency
pressure releases. High-end ships may include storm shields, echo-silencing hulls, and/or
partial leviathan bone reinforcement.

4. Arcane Transit - Certain Deep Cities possess current-gates—fixed routes where
Tideweavers can rapidly guide vessels or swimmers. These are dangerous and strictly
regulated.

5. Monitoring & Control - House Myrthalen maintains covert surveillance for
unauthorized magic, dangerous manifestations, and external influence. This network
ensures magical disasters are rare—and quietly handled.

F. Education & Regulation

Identification - Children are tested early for resonance sensitivity, pressure
tolerance, and emotional regulation. Talented children are sent to Tideweaver schools,
oracle mentorship, and/or Artificer guilds. Refusal is socially unacceptable.

Licensing - Casters must earn formal sanction to operate independently, embed
magic into infrastructure, and teach others. Unlicensed casters risk exile—or worse.

G. Magic in Daily Life

Common magical uses: illumination, temperature regulation, breath extension,
healing salves, and navigation aids.
Magic is a utility, not a spectacle.

H. Attitudes Toward Outsider Magic
Outsider casters are distrusted, observed, and rarely permitted to practice freely.
Sirens are the exception—but not without caution.

I. Cultural Sayings About Magic
“Shape the tide, or drown in it.”
“Magic listens better than it obeys.”
“The deep remembers sloppy hands.”
“Power without structure Kkills its bearer first."

Absolutely. This is the chapter where the Archipelago feels like a *true maritime
power*—not “pirates,” but a disciplined, doctrinal sea-empire that happens to use piracy as

policy.

Military Structure & Naval Warfare



Fleet Doctrine | Rank | Raiding Culture | The Sea as Battlefield

The Thalassiren Archipelago is a militarized state whose borders are not shorelines,
but waterways. Their first line of defense is not a wall—it is a patrol route. Their standing
armies are smaller than their fleets because their territory is ocean, and the ocean is where
power is decided. To a Thalassiren, “war” is not an exceptional circumstance. It is a
recurring season.

A\

A. The High Command Structure

1. The High Matriarch (Thal’'dris) - The High Matriarch holds ultimate authority
over declaration of war, the commissioning of fleets, inter-House mobilization, embargoes,
raids, and punitive expeditions, and the rare authorization of Leviathan Hunt Seasons.

2. The Council of the Tide (Matrons of the Principal Houses) - In wartime, the
Council functions as a war cabinet, allocating targets, routes, and resources, assigning
Houses to roles (strike, defense, diversion), mediating disputes over plunder and command
precedence, and authorizing exceptional measures (sieges, scorched-harbor doctrine,
hostage diplomacy).

3. Fleet Marshals - A position granted to exceptional captains (almost always
women) to command multi-ship flotillas. They are appointed for campaigns, not
permanently—unless the High Matriarch decides otherwise. Fleet Marshals may come from
any House, but appointment always involves politics.

B. The House Fleets (Roles by House)
Each principal House contributes ships and personnel according to its cultural
specialization. This is part doctrine, part tradition, part political leverage.

House Thal’dris (Eryndalor) — The Crown Fleet
Largest fleet by total hull count.
Serves as unifying command structure.
Includes ceremonial flagships and rapid-response patrol groups.
Often the “final arbiter” fleet deployed when House feuds threaten unity.

House Velaryn (Orlyneth) — The Standing Navy
The Archipelago’s military backbone:
Constant patrols between isles.
Enforcement of sea law.
Escort duties for high-value convoys.
Mercenary detachments contracted to Houses by order of the Council.
Their doctrine is discipline, formation fighting, and denial of enemy
movement.

House Sevaran (Seravyn) — The Strike Fleets
The most feared raiders:
Fast hulls.
Brutal boarding tactics.
Morale warfare through terror and decisive violence.
Sevaran fleets are used as scalpel or axe: assassinate a harbor, cripple a
coastal city, capture a high-value target, vanish.



House Theryn (Maelthyr) — The Navigators & Smugglers
Theryn contributes:
Pilots.
Stealth ships.
Chartmasters.
Blockade runners.
Clandestine supply networks.
In war, Theryn controls information flow and movement logistics.

House Myrthalen (Virelthas) — The Veilguard
Not a “fleet” in the usual sense:
Intelligence, counter-intelligence.
Sabotage.
Assassination.
Infiltration of foreign navies.
Suppression of internal sedition.
Their ships are quiet, mist-shrouded, and optimized for covert insertions.

House Caeryn (Valthera) — The Codex and the “"Gentle Face”
Caeryn provides:
Diplomats to formalize victories into treaties.
War-propaganda and historical record control.
Arcane observers and omen-readers.
Liaison officers to coordinate multi-House operations.
When Caeryn sails, it is usually because diplomacy failed—or to ensure victory

becomes law.

House Nalyssar (Lyssara) — The Deepbound
Rarely fields large fleets, but contributes:
Deep-casters.
Oracle detachments.
Trench scouts.
Abyssal wards.
In major conflicts, Nalyssar casters are deployed like living siege engines.

C. Branches of Service

1. The Standing Navy (Velaryn Core) - Permanent service fleet. Their
responsibilities include patrol lanes between principal islands, escort diplomatic or trade
vessels (when permitted), enforce embargoes and punish unauthorized piracy, defend
against large threats (sea monsters, foreign fleets).

2. The Corsair Fleets (House-Commissioned, Seravan Core) - Semi-official
raiders operating under letters of commission issued by Houses or Council: sanctioned
piracy, coastal harassment, capturing cargo, prisoners, and intelligence. Corsairs are
economically vital: plunder fuels the islands.

3. The Reef Wardens - Specialists stationed at reefs and choke points who
navigate treacherous reefs, lure enemies into kill-channels, operate hidden ballista
platforms and sea mines (magical equivalents).

4. The Deep Guard - Pressure-trained fighters from the Deep Cities who defend



underwater approaches, clear trench beasts near tunnels, and fight in darkness, silence, and
crushing current.

5. The Tideweaver Corps - Noncombatant in name only who maintain ship wards,
manage currents in battle, provide emergency healing, and sabotage enemy movement with
pressure locks and surge walls.

D. Naval Rank Structure (Typical Warship)
While each House has its own titles, the functional chain is broadly consistent.

Command
Captain (Ship-Commander): supreme authority aboard ship.
First Officer/Quartermistress (Keel-Second): discipline, readiness,
watches, supplies, plunder shares, prisoner management.
Navigator (Chartmaster): routes, currents, weather reading.
Bosun (Deckmaster): rigging, repairs, crew labor assignment.

Combat Officers
Master-at-Arms: boarding drills, armory.
Gunner (Ballista Master): ranged siege weapons and powder stores (where

used).
Tideweaver / Stormcaller: magical combat and ship integrity wards.
Crew
Boarders: close-combat troops.
Sailhands / Swimmers: rigging, diving, hull repair.
Harpooners: anti-monster teams and boarding hooks.
Surge-Teams: specialized swimmers used for hull sabotage and underwater
assault.

Promotion is merit-based but filtered through House politics.
E. Training & Discipline

Upper Cities - Training is formalized through parade drills, formation boarding,
officer schooling, and naval strategy instruction. Upper-trained soldiers are precise and
obedient.

Deep Cities - Training is survivalist, focused on pressure endurance, silent
movement, fighting in low visibility, trench predator hunting, and salvage under threat.
Deep-trained soldiers are ruthless and adaptable.

Velaryn discipline is considered the gold standard. Sevaran training is considered the
most lethal.

F. Ship Types & Fleet Composition
Thalassiren ships prioritize speed, maneuverability, and boarding dominance.

1. Raider Longships - Fast, shallow draft, designed to appear from fog and reefs.
Used for strikes and coastal raids, optimized for hit-and-run.
2. Corsair Cutters - Versatile mid-size ships, good for interception, patrolling,



escort duty, and privateering contracts.

3. War Galleys - Heavier ships, often Velaryn or Thal'dris, equipped with multiple
ballista batteries, reinforced bows, and troop capacity for sustained fights.

4. Deep-Hull Vessels - Rare, Nalyssar-leaning designs; pressure-hardened, capable
of partial submersion, and used for deep deployments and trench operations.

5. Arcane Barges - Caeryn or Thal'dris support ships, outfitted to carry siege
casters, maintain ward networks, and serve as mobile ritual platforms.

G. Core Thalassiren Naval Doctrine

1. Control the Water, Not the Wind - They don’t chase favorable winds—they
shape currents. Tideweavers alter flow to speed allied ships, stall enemies, force collisions,
and break formations.

2. Ambush Through Terrain - The Archipelago’s reefs are weaponized with false
channels marked with decoy buoys, kill-zones covered by hidden ballista posts, and
underwater nets and harpoon lines.

3. Boarding is Queen - Thalassirens prefer to capture ships rather than sink them
because ships are wealth, prisoners are leverage, and cargo is fuel for the economy. A battle
is considered “clean” when the enemy ship becomes yours.

4. Shock and Silence - Sevaran and Myrthalen doctrine emphasizes sudden
violence, elimination of officers first, and terror tactics that break morale. Velaryn doctrine
emphasizes formation containment, denial of escape, and systematic dismantling.

5. The Sea is a Weapon - They fight in three dimensions: surface, underwater, and
through magical pressure manipulation. Enemy crews often do not realize they are under
attack until swimmers have already cut their rudder lines.

H. Tactics in Detail

1. The Reef-Jaw Trap - A common ambush. One ship feigns weakness and retreats
into a known channel. The pursuing enemy is guided into reef corridors. Hidden Velaryn or
Sevaran ships strike the flanks. Tideweavers raise a current wall behind them—no retreat.

2. The Fog-Veil Insertion (Myrthalen Specialty) - Ships enter under unnatural
fog. Echo dampening reduces noise. Swimmers board silently. Officers are removed before
any alarm is raised.

3. The Storm-Crown Assault - Used when overwhelming force is needed.
Stormcallers generate localized storm cover. Fleets advance under lightning and rain. Enemy
visibility collapses. Boarding begins in chaos.

4. The Depth-Knife Sabotage - Deep Guard teams attack below the waterline.
Puncture hull plates, sever rudder linkages, jam ballast, cut anchor lines, and sabotage
magical wards with resonance spikes.

1. Siege Warfare and Coastal Assault

Thalassirens rarely occupy land long-term. Their coastal strategy is to strike hard,
take what you came for, and leave ruin or compliance behind. Coastal assaults target
harbors, shipyards, food stores, and leadership.

Hostage Doctrine - Prisoners are leveraged rather than slaughtered: nobles for
ransom, captains for intelligence, and skilled artisans for forced labor in Deep City forges.



Refusal to negotiate usually leads to a “lesson raid”: brutal but short.

J. Sea Law, Enforcement, and “Selective Piracy”

House Velaryn officially suppresses piracy—except when sanctioned. This creates an
intentionally flexible legal framework: piracy is illegal when it threatens internal stability,
piracy is celebrated when it enriches the Archipelago, and piracy is “justice” when punishing
outsiders. This isn’t hypocrisy to Thalassirens. It's sovereignty.

K. Warfare Against Sea Monsters
The Archipelago treats sea monsters as strategic threats and economic opportunities.

Monster Response Doctrine
Evacuate deep tunnels if a leviathan is near.
Deploy harpoon crews and Tideweavers.
Use pressure locks to restrict movement.
Kill only when victory is probable.

Leviathan hunts require High Matriarch authorization due to taboo and danger.
Leviathan remains are treated as both prize and risk.

L. Military Culture & Honour

Thalassiren honour is not mercy. It is competence. Honour means protecting your
crew, bringing wealth home, keeping oaths, and making your enemies remember your
name. Cowardice is despised. Recklessness is respected only if it succeeds.

Common military sayings:
“"A calm sea Kills the careless.”
“"Board first. Breathe later.”
“If it floats, it can be claimed.”
"The deep does not forgive mistakes.”

Architecture & Material Culture
Built to Endure | Shaped by Salt | Claimed by Strength

Thalassiren architecture is not ornamental first and functional second. It is
survival-made-visible. Every beam, carving, and fastening exists because it endures
pressure, resists corrosion, or asserts ownership in a hostile environment.

Nothing is built lightly. Nothing is built to last forever without upkeep. And nothing is
built without the understanding that the sea will test it.

A. Philosophical Foundations of Thalassiren Construction

Three principles guide all Thalassiren material design:
1. Endurance Over Elegance
2. Adaptation to Pressure and Current
3. Visible Claim and Identity

Architecture is meant to withstand storms, sieges, depth-pressure, salt erosion, and
magical flux. Beauty is allowed—but only if it does not weaken the structure. The sea is not



an enemy. It is a constant examiner.
B. Materials of the Archipelago

1. Stone & Structural Substrates

Saltstone - The most iconic Thalassiren building material. Naturally formed
through centuries of mineral deposition. Dense, corrosion-resistant, and magically receptive.
Bears visible salt scars over time, which are considered honorable. Used extensively in
Orlyneth, fortresses, and sea-facing structures. Saltstone is never polished smooth. Its
scars are left visible, as they show survival.

Basalt & Volcanic Rock - Common in islands formed by ancient volcanic
activity. Extremely durable. Resistant to erosion. Often used for foundations, load-bearing
walls, and Deep City caverns. Basalt structures are favored by militaristic and austere
Houses (Velaryn, Sevaran).

Coralstone - A living or semi-living construction material cultivated by
Tideweavers. Grown into architectural forms rather than carved. Naturally reinforces itself
when damaged. Can be enchanted to glow, strengthen, or absorb magic. Used primarily in
Deep Cities, temples, civic halls, and Caeryn libraries and archives.

2. Organic & Hybrid Materials

Whale-Bone & Leviathan Remains - Carefully controlled and heavily
regulated. Used structurally only when sanctioned. Leviathan material is taboo but
permitted for high-stress components, reinforced ship prows, and rare ceremonial
structures. Their presence is subtle—never overt.

Kelpwood & Deep-Timber - Specially cultivated aquatic plant matter,
compressed and treated. Flexible yet strong. Resistant to rot. Used for walkways, ship
interiors, light housing structures, and interior paneling.

Shellsteel & Black Iron - Metallurgical hybrids. Shellsteel is a coral-infused
alloy, flexible under pressure. Black iron is a storm-tempered iron hardened through magical
processes. Common in armor, fastenings, weapon mounts, and load-bearing brackets.

C. Architectural Styles by Environment

1. Upper Cities (Island Architecture) - Upper City construction emphasizes
height, wind resistance, visibility, and authority. Structures are carved directly into cliff
faces, terraced along steep slopes, and connected by bridges, ramps, and sea-walks.
Features include narrow windows angled against storms, overhangs to deflect water,
weighted roofs to resist gale-force winds, and integrated ballista platforms and lookout
towers. Cities appear jagged and aggressive from the sea—intentionally.

2. Deep Cities (Submerged Architecture) - Deep Cities are pressure-first
designs. Structures are rounded rather than angular, reinforced through curvature,
embedded directly into cavern walls or seabed. Key Features include honeycombed living
caverns, spiral access tunnels, pressure-lock chambers, sound-dampening stone textures,
and bioluminescent growth-lights. Every Deep City adapts its architecture to its depth and
local current behavior.

3. Transitional Zones - Areas where sea meets air—harbors, docks, and
cliff-bases—are the most reinforced spaces in the Archipelago. These zones include
wave-breaker pylons, retractable sea gates, submerged mooring rings, and



current-diversion channels. They are the most heavily warded and guarded locations.
D. Civic & Sacred Structures

1. Halls of Governance - Built to intimidate and endure with massive load-bearing
columns, elevated dais platforms, acoustically shaped chambers for formal speech,
engraved House insignia, and embedded Tide Nodes for protection. The Hall of Tides is the
archetype: austere, resonant, unavoidable.

2. Temples and Shrines - Temples are designed to listen, not preach. Common
design elements include resonance chambers, water channels running through floors, stone
that hums faintly when tides shift, and minimal ornamentation. Deep City temples are fully
submerged and often glow faintly with coral light.

3. Military Fortifications - Thalassiren fortresses differ from surface keeps. They
emphasize vertical denial, sea control, and layered defense both above and below water.
Typical features include submerged sally ports, retractable sea bridges, underwater artillery
platforms, and pressure-sealed armories. Fort Karast is the archetype: no ornate walls, only
endured ones.

E. Domestic Architecture

Upper City Homes - Multi-level cliff dwellings, small private courtyards, weapon
racks integrated into walls, private tide-balconies for weather reading. Noble homes display
House iconography prominently.

Deep City Homes - Communal clusters, shared sleeping caverns, flexible partitions,
and minimal personal property. Deep-born homes are functional, communal, and rarely
private.

F. Material Culture (Everyday Objects)

1. Tools & Implements - Designed to function wet, cold, and under pressure.
Weighted handles, textured grips, lanyard loops, and corrosion-resistant fastenings. Tools
are handed down until unusable.

2. Weapons - Weapons are both tools and symbols. Common weapons include
spears, tridents, harpoon-blades, hooked knives, and boarding axes. Decorative weapons
are rare and usually ceremonial.

3. Clothing & Fasteners - Fashion and function overlap. Bone or coral clasps,
braided kelp-fiber cords, magnetic shellsteel closures, and weighted hems for underwater
movement. Clothing is designed to stay put in current.

G. Artistic Expression in Architecture

Art is never purely decorative. Thalassiren architectural art includes carved wave
motifs, abstract depictions of currents, stylized predators, House sigils, and victory and
memorial etchings. Leviathan imagery is forbidden in public structures.

H. Ownership & Claim Marks

Every significant structure bears a claim mark; a carved crest, rune seal, magical
imprint, or blood-marked cornerstone. Removing or defacing a claim mark is a challenge.
Doing so publicly is an invitation to violence.

1. Repair, Decay, and Rebuilding



Decay is expected. Maintenance is continuous; coral regrowth, rituals stone
reinforcement, ward recalibration; replacement rather than restoration is emphasised.
Collapsed structures are not mourned. They are scavenged. Cities are living systems.

J. Attitudes Toward Ruins

Ruins are respected—not revered. They mark failure or abandonment. They are often
scavenged. Occasionally used for training or ritual. Drowned ruins, especially ancient ones,
are approached with caution. Some are sealed permanently.

K. Cultural Sayings About Construction
“If it stands, it was worthy.”
"Stone remembers better than flesh.”
"Build for pressure, not comfort.”
“"Every wall will test you eventually.”



