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History


The First Settlers


The original Brechts came from Aduria in the south, starting about 300 years before the Battle of Deismaar. The first wave of settlers discovered the wars between Andu and elves, and pressed further north, arriving at the southern shores of the Great Bay. They settled the lands now known as Müden, Massenmarch, and Kiergard. It was not until the second wave arrived 200 years before Deismaar that Danigau was settled by hardy people led by Rudolf of Danig clan, who became the first Grafensteller. At that time, the Brechts first discovered the elves of Coulladaraight and formed a non-aggression pact with them; since Brechts stayed to the unforested coastal areas, to this day they have much better relations with elves than Anuireans. Finally, the third wave of colonists came 50 years before Deismaar, adding to Danigau's population and venturing even further north and west. The art of seafaring and navigation sees great advancement at this time, and Brechts develop possibly the most formidable ships in Cerilia, the tower ships.





The Battle of Deismaar and Its Aftermath


As Azrai's corruption took hold of the elves and Vos, the Brechts found themselves drawn into the conflict. While the elves concentrated more on fighting Anuireans, the Vos raided the neighboring Brechtür mercilessly. However, while the Brechts were at best mediocre warriors on land, they were almost unrivalled on the seas. A large expedition of tower ships and lesser vessels, led by Otto Adenauer (King of Müden) and Wulf Danig (Grafensteller of Danigau), sailed to the east, bombarding the Vos raider ships and coastal settlements. This counterattack turned the tide, allowing relative peace to reign around the Great Bay while elsewhere the battles against Azrai's minions raged.


Finally, the forces of light and darkness met on the sloped of Mount Deismaar. Several Brecht rulers participated in the battle, most notably Grafensteller Wulf Danig. Wulf was the greatest general serving the goddess Brenna as well as a potent sorcerer, and he led the fleet that consisted of almost all available tower ships in Brechtür. This fleet, together with the navies of Masetians and Basarji, fought valiantly against the dark ships from Aduria. But that also proved fateful for the tower ships - when Mount Deismaar exploded, most of these ships were utterly destroyed, and to this day few remember the secret of their construction. Wulf Danig survived with the help of his sorcerous arts, and he found himself imbued with a great part of Brenna's power - but not as great as his wife, Sera Danig, who was Brenna's high priestess and ascended to take her place.


Wulf and the surviving Brechts returned to their homeland, victorious. Convinced that it was a combination of Brenna's favor and his skill of magic that allowed him to survive, Wulf declared that the Danig family shall always hold the goddess of trade in special esteem, and its members shall study the arcane arts to guard their land against their enemies. He soon discovered that he could now draw upon the power of the land to cast spells of hitherto unrivalled might, and started setting up magical sources in his lands.





The Anuirean Expansionism


Twelve years after the battle of Deismaar, the Anuirean leader Roele founded the Anuirean Empire and began to unify the surrounding lands by diplomacy and conquest. He reached Brechtür in 35 HC, and his armies attacked the southern coastal states. In 38 HC, Roele's armies reached Wierech (at this time little more than a collection of tiny villages under the nominal jurisdiction of Danigau). Wulf Danig sent his armies to meet the Anuirean invaders, and thrice in the same year he won decisive victories, in a large part thanks to his skill at realm and battle magic. Finally the Grafensteller announced that further attacks will force him to "cleanse Cerilia of the Anuirean pestilence." Roele, seeing that his armies were dangerously over-extending themselves, withdrew them from Wierech, instead solidifying his position in Dauren. By 40 HC, Müden, Massenmarch, and Grevesmühl were also annexed into the Empire. At an extremely old age, Grafensteller Wulf abdicated his throne to his son Friedrich and left for parts unknown. Some say that he lives still, his life energies sustained by the blood of Brenna; if so, then he must be one of the mightiest wizards ever to walk upon Cerilia.


The next centuries saw Danigau mostly unconcerned with events elsewhere in Brechtür. While civil wars and rebellions raged in the Anuirean-occupied lands, Danigau had to defend against many incursions from the goblins of Urga-Zai, the Gorgon's forces, and occasional raiders from Rjurik.





The Brecht League


After the death of Michael Roele and the collapse of Anuirean Empire in 973 HC, the Brecht states became independent. Several of them broke up, especially Müden, which lost the lands of Treucht and Berhagen. The Graf of Danigau, focused on the defense of his realm against increasing attacks from Urga-Zai, let Wierech become independent, feeling that a buffer state between Danigau and the Gorgon's lands would be desirable.


After the situation inside Brechtür stabilized somewhat, many ambitious nobles began to turn their attention outwards, intent on expanding their holdings. The rulers of Danigau, Massenmarch, and Müden formed the Free League of Brechtür in 1136 HC, ostensibly for the security of Brecht realms. In practice, the League's members sought to expand their holdings at the expense of their "barbarian" neighbors. While the Graf of Danigau prepared an attack on Urga-Zai and Khurin-Azur, the Count of Müden and other rulers of the southern coast of the Great Bay launched an invasion east into Vosgaard. But they did not count on the strength and savagery of the Vos. A great hero, Tsarevic Basil Zariyatam, united the Vos and drove the Brechts back. Although he died in the final battle, his generals saw this as an opportunity to extend their reach, and the Vos armies plowed towards the Great Bay, overrunning the land now known as Rzhlev. Unfortunately, blinded by desire for power, Graf Hans did not take this as a lesson. He sent huge armies into Urga-Zai and Khurin-Azur, pillaging and slaughtering the natives, while at the same time raising taxes in Danigau to unbearable level in order to fund his military machine. But he did not take into account the ferocity and battle prowess of the goblins and dwarves. While the two nations did not cooperate, they nonetheless launched simultaneous counter-attacks against the Graf's armies, trapping them in the mountains and utterly destroying them. At the same time, the people of Danigau rebelled, and with few armies at home to protect him, the Graf was overthrown and killed by an angry mob. Fortunately for the dynasty, the Graf's son was much more reasonable than his father. He immediately took control, calmed the people with the help of Sera's church, negotiated a peace treaty with the dwarves, and used their help to drive out the goblins. Thus Danigau came to the brink of collapse, and was barely saved.





Modern Danigau


Again, centuries passed with Danigau keeping to itself. While the Gorgon conquered Kiergard, and the Swordhawk took over Massenmarch, the Grafs of Danigau concentrated their attention on their own realm's defense against constant attacks from Urga-Zai. Peace treaties were formed with the Rjurik countries to the north in c. 1400 HC, ending centuries of raiding. The Gorgon and his newly subjugated slave realm of Kiergard launched occasional testing strikes against Dauren and Wierech, prompting Danigau to send some help.


A sore blow came when the proud Duke Kort Adler of Wierech built the fortress of Adlersburg in 1489 HC to guard against the Gorgon's invasions. As he moved his court there, the Gorgon launched a powerful strike. Danigau was unable to help, as it was assaulted by a huge horde from Urga-Zai, which reached the city of Blackgate itself. The defenders of Wierech fought valiantly, but they could not win against overwhelming odds. The spring of 1504 HC saw the retreat of the Gorgon's hordes - but it also saw the ruin of Adlersburg and the death of its Duke. Although the Graf of Danigau has since granted a distant relative of Duke Adler the title of Baronet of Wierech, that small realm has never fully recovered.


A few years ago, Graf Erik Danig married Katherine Gauren, a descendant of the rulers of Gauren (now the Rjurik realm of Hjorig). Together, they manage their realm with a strong hand, and there is said to be a heir-on-the-way.





Notable Rulers of Danigau


Rudolf Danig (c. -190 HC - ???), founder of Danigau


Wulf Danig (-14 HC - 40 HC), hero of Deismaar


Friedrich Danig (40-62 HC)


Hans Danig "the Power-Mad" (1125-1140 HC), founding member of the Brecht League


Ludwig Danig (1480-1506 HC), who drove out the last Urga-Zai goblins


Erik Danig (1506 HC-present), the current ruler





The Lay of the Land





Natural Features


Spearmarch Ranges


This large mountain range covers most of Danigau, extending from its western border all the way to the coast. Hidden valleys and rocky crags abound, giving magical power to the land. In some regions the mountains descend into foothills, most notably on the Black Lowlands and around Kant's Finger.


For the most part, the Spearmarch Ranges are high and rocky, with freezing temperatures for most of the year. Patches of pine forest are found in the lower altitudes. The wildlife is not very plentiful, and includes mostly animals and monsters that live in cold climates. The creatures that can be encountered in the wilderness of Danigau include black and polar bears, eagles, falcons, hawks, owls, lynxes, tigers, wild dogs, hill giants, verbeeg, gnomes, hippogriffs, werebears, werewolves, badgers, wild boars, goats, stags, cattle, sheep, perytons, white puddings, remorhazes, ice toads, common and ice trolls, wolves, wyverns, and yeti.





Danig Arm


The Danig Arm is a large inlet from the Krakennauricht. It splits into three "fingers" - from north to south, Kant's Finger, Graf's Finger, and Mistfinger. The Arm is protected from the cold northern winds by the mountains of Kantswach and Starkhundt, which enables fishermen to ply their trade in its waters all year round. Some say that the Arm was created by some supernatural force; perhaps Brenna herself placed her hand here, showing her people which land to settle. Nowadays, the Danigers are merely thankful for this good harbor and do not concern themselves with its origin. The creatures living under the cold waters of the Danig Arm and the nearby Krakennauricht include dolphins, giant seahorses, sharks, mermen, giant octopi, sahuagin, sea lions, selkies, giant squids, and whales. The island situated where the Arm joins the Krakennauricht is still unsettled and presents an opportunity for a little expansion.





The Provinces


Blackruft


Dominant terrain: Plains, foothills. The only province in Danigau that is more or less flat, Blackruft encompasses most of the Black Lowlands. To the north, the Blackruft Cleft marks the border of Wiergau. The majority of farming in Danigau takes place here. There are some pine forests near the coast.


Resources: Farm produce, cattle, timber.


Population: Blackruft is the most populated province of Danigau with a total population of 25000. 5000 of these live in the capital of Blackgate, at the tip of Graf's Finger.


Local lore: Blackruft is currently lacking a local ruler and is administered directly by the Graf. Many young nobles all over Brechtür dream of being nominated as "Baron of Blackgate", but the Graf is looking for one who is truly loyal and noble.





Caebstrech


Dominant terrain: Foothills, some mountains in the north and south.


Resources: Timber, coke, copper, gems.


Population: 10000, including the town of Caebstadt (2000). The local ruler is baronet Hermann Wastlau (MBr; F4; Br, tainted, 3; CG).


Local lore: Caebstadt is the central location for trade with the neighboring Khurin-Azur, and many dwarven merchants live here. Danigau trades timber and farm produce for good-quality weapons and armor. Baronet Wastlau is a fawning sycophant for whom the Graf has no respect, but he comes from an old noble family and the Graf's own tradition-mindedness prevents him from replacing the baronet.





Evershruden


Dominant terrain: Low mountains.


Resources: Coke, copper, gems.


Population: 10000, including the town of Nebel (2000). The local ruler is baronet Hans Nebelinger (MBr; F2; Ba, tainted, 3; LG).


Local lore: Evershruden is situated south of Mistfinger, and both are aptly named due to the almost continuous presence of mists that cover the Finger and the mountains. The origin of these mists is unknown and some say it is magical in origin. The truth is that the mists are caused by a family of cloud giants who live in the mountains; they use the mists to discourage people from disturbing their home.





Höklep


Dominant terrain: Low mountains.


Resources: Copper, gems.


Population: 8000, including the vilage of Hochdorf (1000). The local ruler is lord Rudolf Meissen (MBr; F1; An, tainted, 5; N).


Local lore: Lord Meissen has some Anuirean blood in his veins, and this causes the Graf to consider him somewhat less "pure" than a full Brecht. Such attitude frustrates the lord to no end, and consequently he does not manage his province as well as he could. This has allowed the temple of Kriestal to gain a secret base here, and recently it has tentatively approached the lord with suggestions to oppose the "snobbish regent".





Kantswach


Dominant terrain: Foothills, low mountains. The plain around Kant's Finger provides some possibilities of farming.


Resources: Timber, farm produce, iron.


Population: 5000, including the village of Kantsburg (500). The local ruler is baronet Morritz Kant (MBr; F3; Br, minor, 12; LN), a descendant of the original Kant who colonized this area for Wulf Danig.


Local lore: Kantsburg is at the end of the road coming from Kvigmar, and is an outpost trading with the northern lands. The population of the province includes some 500 Rjuven.





Starkhundt


Dominant terrain: Medium mountains.


Resources: Iron.


Population: 10000, including the village of Bergendahl (1000). The local ruler is baronet Heinrich Stark (MBr; F6; Vo, minor, 16; LE).


Local lore: Baronet Stark comes from an old family of rulers who have administered this region for the Danigs. The current baronet is also a secret worshipper of Kriestal, which accounts for the fact that the White Hand could not be driven out for a long time.





Talhundt


Dominant terrain: Medium mountains.


Resources: Iron.


Population: 10000, uncluding the town of Tallenhaven (2000). The local ruler is lady Theresa Tallen (FBr; F3; Br, tainted, 3; LN).


Local lore: Lady Tallen is a young woman who has recently inherited her position from her father. She is eager but inexperienced and somewhat insecure. She staunchly opposes the White Hand, but is not yet skillful enough in intrigue to unravel the evil temple's infiltration.





Wiergau


Dominant terrain: Medium mountains.


Resources: Iron.


Population: 6000, including the village of Wierberg (800). The local ruler is baronet Alexander Marksten (MBr; Pr3 of Sera; Ma, tainted, 2; N), who also administers the Danig temples of Sera's Perfekt Symmetry in the name of High Priest Darold Wohlkern.


Local lore: When the Graf wants to send word to Darold Wohlkern, he contacts baronet Marksten, who seems to have a knack of finding the High Priest no matter where the latter might be adventuring at the time.





City of Blackgate





Government, Politics, and Culture





Culture








Government


Danigau remains one of the few Brecht nations still ruled by feudal nobility rather than guilders. While some may think that this makes it less productive than the guilder nations, it is not true. The Graf selects his assistants based on their ability to manage things rather than to praise him. For this reason, the government in Danigau functions quite efficiently, directed either by the Graf himself, or by his seneschal, Markus Stein. The Graf and his court decide on the major issues concerning the country, while Danigau's provinces are administered by local baronets and lords, who are all the Graf's vassals. Though their position is hereditary, the Graf has the right to replace any lord with another one. However, he almost never does that arbitrarily, preferring to wait for them to make a bad blunder so that he can justify their replacement.


The citizens of Danigau are fairly highly taxed. Though many grumble about it, most know that the money is needed to ensure the country's security and prosperity, and thus benefits them anyway. In return, the Graf occasionally lowers the taxes at times when Danigau is not under immediate threat.





Laws


Danigau is a harsh land, and its laws reflect that. The Graf doesn't waste resources on extensive trials or secure jails. Instead, the punishments are geared towards benefitting the state. Minor offenses (such as opposing government officials, assault, disturbing the public peace, weapon-carrying violations, etc.) are punished with fines as well as reparation of any damaged property. Major offenses (such as tax evasion, murder, perjury, etc.) are punished with forced labor in the mines, possibly for life, depending on the crime. Two crimes are punishable by death: treason and theft. The death sentence is carried out by throwing the offender to the Kraken. The law on theft came into effect after repeated attempts to steal Brenna's Favor, the Countess's necklace. Though these attempts still continued, the law was effective in making other theft almost nonexistent in Danigau.





Foreign Policies


"Danigau holds its own" is the phrase appearing on the country's coat of arms, and it reflects the reality well. While Danigau maintains good relations with other noble houses of Brechtür, such as Müden and Berhagen, it has no formal allies and thus must rely on its own ability to hold enemies at bay. While the current baronet of Wierech has received his title from Danigau, he has no formal ties to it. Danigau also has peace treaties with the Rjurik realms to the north as well as Khurin-Azur, though there is little interaction besides trade.


Danigau's most immediate enemy are the Urga-Zai goblins to the west. A continuous state of war exists between the two lands, although actual invasions are rare. The Graf also looks with dislike on all awnshegh-ruled or otherwise "barbaric" realms, including Kiergard, Massenmarch, Vampire's Hold, Rzhlev, Grabentod, the Hag's domain, and Grevesmühl. He would gladly install more "suitable" noble rulers in those realms, but he lacks the resources to do that. Of course, like every realm in the area, Danigau looks at the Gorgon's Crown with concern. The Graf also keeps an eye on Colin Shaefpaete, the wizard who rules the Zweilund Islands.





Notable Characters


Erik Danig


Graf of Danigau


11th-level male Brecht wizard


S: 15


D: 12


C: 16


I: 18


W: 14


Ch: 15


AL: LN


AC: 0


hp: 37


MV: 12


THAC0: 17


#AT: 1


Dmg: Wizard's Staff of Danigau (1d6/1d6)


Bloodline: Brenna, great, 54


Blood Abilities: Bloodmark (a coin-sized gold-tinted patch of skin on the forehead), Character Reading, Travel


Equipment: Wizard's Staff of Danigau (acts as ring of spell storing and grants 10% magic resistance), Bracers of Defense AC 2, Ring of the Kraken (acts as ring of protection+2 and ring of swimming), Spellbook of the Danigs


Normal Spells: The Spellbook of the Danigs contains most normal and battle spells found in Cerilia. The Graf hasn't learned to cast all of them yet, however (especially the ones of 6th level and higher, since the Graf isn't powerful enough to learn them yet).


Realm Spells: The spellbook also contains most well-known realm spells (all spells in the Birthright rulebook, and possibly some from the Book of Magecraft, at the DM's discretion).





The current Graf of Danigau comes from an unbroken line of Danigs traced to times before Deismaar. His family is possibly the oldest in modern Brechtür. Tradition is strong in the family, and the Graf reflects his noble heritage in his proud bearing and demeanor. As the eldest child, Erik studied magic, which is required for every Graf. Despite that, he is a great military leader, though he only engaged in defensive actions against attacks from Urga-Zai, and has never yet led an attack on another land.


Though many think the Graf is an unbending military leader, in fact he prizes the benefits of civilization and is an avid art collector. However, he has no patience for ignoble acts and views sycophants and fawning courtiers with contempt. This attitude also molds his views of other races. The Graf respects the civilization and technological advancement of Anuireans and Khinasi, but considers Anuireans hopeless militarists who need to be put in their place. He views the Rjuven as simple but good people that need to be instructed in the benefits of civilization, and the Vos as brutish savages almost on the same level as goblins, with little hope of redemption. Erik also respects the ancient cultures of elves and dwarves.





Katherine Gauren Danig


Countess of Danigau


1st-level female Brecht fighter


S: 12


D: 15


C: 12


I: 15


W: 16


Ch: 18


AL: LN


AC: 9


hp: 5


MV: 12


THAC0: 20


#AT: 1


Dmg: Dagger (1d4/1d3)


Bloodline: Brenna, great, 47 (72)


Blood Abilities: Charm Aura (great), Detect Lie, Persuasion, Travel. The Charm Aura is provided by Brenna's Favor.


Equipment: Dagger, Brenna's Favor





Markus Stein


Seneschal to the Graf


Male Brecht normal human


S: 


D: 


C: 


I: 


W: 


Ch: 


AL: NG


AC: 


hp: 


MV: 


THAC0: 


#AT: 


Dmg: 


Bloodline: 


Blood Abilities: 


Equipment: 





Johann Katterbach


Marshal of the Royal Army


8th-level male Brecht fighter


S: 


D: 


C: 


I: 


W: 


Ch: 


AL: LN


AC: 


hp: 


MV: 


THAC0: 


#AT: 


Dmg: 


Bloodline: 


Blood Abilities: 


Equipment: 





Darold Wohlkern


High Priest of Sera's Perfekt Symmetry


7th-level male Brecht priest


S: 


D: 


C: 


I: 


W: 


Ch: 


AL: CG


AC: 


hp: 


MV: 


THAC0: 


#AT: 


Dmg: 


Bloodline: 


Blood Abilities: 


Equipment: 





Ilse Redbedtehr


Guildmistress of Burgundy Tolsted


5th-level female Brecht guilder


S: 


D: 


C: 


I: 


W: 


Ch: 


AL: LN


AC: 


hp: 


MV: 


THAC0: 


#AT: 


Dmg: 


Bloodline: 


Blood Abilities: 


Equipment: 





Volse Redbedtehr


Guildmaster of Burgundy Slepsid


8th-level male Brecht guilder


S: 


D: 


C: 


I: 


W: 


Ch: 


AL: N


AC: 


hp: 


MV: 


THAC0: 


#AT: 


Dmg: 


Bloodline: 


Blood Abilities: 


Equipment: 





Assets and Holdings





Rumors, Secrets, and Plots





Strategy and Advice





Disclaimer


This sourcebook was developed for the Birthright world of Cerilia by TSR, Inc., and is not official or endorsed by TSR. Its material is based on and partly incorporates information from other TSR accessories dealing with Danigau and Brechtür, and the author recognizes TSR's copyright on those materials. This sourcebook can be freely distributed as long as no payment of any kind is requested.





