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" THE DEFENDERS
OF ORDER

'The High Elves, called the Asur in their own tongue, are
among the oldest, proudest, and grandest civilisations in
the known world. Gifted in life’s pursuits, their society is a
beacon of knowledge, culture, art, and military excellence.
In a world threatened by malefic powers, the High Elves
stand as the world’s foremost defence against Chaos.

'The key to this defence is the Great Vortex at Ult
centre. This enchantment prevents the world from bet

overrun by Daemons by syphoning away the Winds o
Magic. Visible from every kingdom of Ulthua -
Vortex reminds all Asur of their duty to ma
in the face of overwhelming adversity.

on them for aid and

e has even led the

eir dealings may be carried out under
of commerce, but Ulthuan is so wealthy that
es need not seek riches elsewhere. They know
ess of trade is something others understand, and

t they are sharp dealers, their merchant connections
are used to gather information and position agents.
Unfortunately, these approaches often result in greater
intrigue, as spies from one faction undermine the efforts
of the envoys from another.



