Civilising the Hunters


Civilising the Natives, Balazar Style

“When Orlanth murdered our father, darkness came to Balazar. Votank came to the people's aid, but his way was harsh. The weak and the sick were left to die, so that others may live. Their blood is on the hands of Orlanth, and he will be called to account for his crimes in Balazar.

Teach my people the True Way of Light. Show them my teachings and lead them to salvation. Cherish the weak and the sick; show them the mercy of Yelm.”
Book of Balazar Chapter 3

Now that Solarus is firmly in “control” of Balazar, he has set about shaping the raw material into a finished product. So what to do about the hunters? 

All the clans are allied to Solarus, as he is the incarnation of Balazar, but far more importantly than that but Solarus freed Firshala, mother of the clan founders. This enabled women to access their ancestor lines for the first time in 1200 years, and this has irrevocably altered the male-female social order. By controlling the cult of Firshala, Solarus has effective spiritual authority over almost every native female.

Solarus knows that eventually the pressures of “civilisation” will impact on the hunter-gatherer lifestyle. Although Balazar is a big place Solarus is keen to pre-empt the problem and accelerate the development of Balazar. Currently Solarus is following a 2-pronged approach

1 “Welcome to the Scout Corps of Balazar. Thank you for your decision to join the Royal Leatherjackets Regiment.”

· Solarus uses native hunter troops in his army. There are around 250 hunters in the army at any time. They sign on for a 3 year and 2 season term of service. They are paid in kind, and at the end of their tour they receive an assortment of metal and other civilised items to take back to their clan – a veritable fortune!! 

· Hunters remain in the “Reserve” for 9 years after they muster out, meaning that hopefully Solarus can raise 1000 troops in time of war. A hunter in the Reserve must present himself, with his equipment in good order at the nearest citadel on a “Mustering day” His competency is tested over the next 2 days, and if adequate he will receive a bounty consisting of 3 spearheads or 20 arrowheads and a dagger or axe head. Hunters who perform well may also receive an item of pottery

· One third of the regiment musters out every year, at the end of Eathseason. New recruits join at the beginning of Seaseason for their 2 season basic training, which focuses on composite bow and unit tactics

· Whilst in the Regiment the hunters temporarily join the High King Clan, who hopefully puts the lid on any inter clan rivalries

· The job of the Regiment is patrolling, scouting, foraging and caravan guard duty

· Each recruit is given the choice of joining the Hawk Hunter (Yelmalio), the Eagle Hunter (Golden Eagle), or the Night Hunter (Yelorna). Each cult is equally open to males or females

· Each scout is equipped with javelins, atlatl, composite bow, hand axe, dagger, padded leather jacket and boots

· Skills taught are scan, search, track, hide, camouflage, scout,  javelin, bow, 2 H short spear attack and parry, dodge, dagger

· Scouts are organised into teams of 5.  Five teams make up a platoon of 25 troops. A normal patrol will consists of 1 or 2 teams depending on the circumstances

· 50 hunters are based at each of the citadels, with a further 100 based at Sevenwall. At any one time 80%+ of the hunters will be away from the citadel patrolling etc 

	Phippicus the Sage writes

Whilst resting in Trilus I awoke one morning to find a queue of some 200 hunters outside the city gates. I swiftly dressed and hurried to find out what was going on. I was told by one of the Citadel Guards that this was “Mustering day”. 

Each hunter went to one of 3 priests depending on his solar cult identity to re-swear his oath of loyalty to the High King. They then went out onto a large practice range where they practiced with javelin and bow under the watchful eye of their priests. That night the hunters were divided into 2 groups, patrollers and ambushers, for a training exercise that continued until dawn. On return they were required to set up a camouflaged hide in the brush, which was inspected by the priests. They were allowed to rest in the hide until the early afternoon whereupon they commenced 2 handed spear practice for about 3 hours. 

That evening there was an enormous roast pig barbecue with beer flowing freely. The party continued into the early hours. In the interests of the Empire I joined in.  I found these folk to be primitive but well intentioned. They were pleased that Solarus had stopped the slave raiding from Tarsh, which they referred to as the “Land of the Windless Storm”, but knew virtually nothing about the world outside Balazar. They seemed interested only in what they could hunt and what skins and meat they could trade for “luxuries” with the traders in the citadels.  The next morning, quite late in fact, the self same hunters queued up to receive small gifts of bronze and pottery before leaving for the wilds.

I asked the Golden Eagle priest how many of the returnees had passed the tests. He just laughed and said they all had. He went on to explain that this was as much about keeping the hunters on side as it was keeping them war ready.

I realised that these hunters were the same as the “Barbarian Plains Terrorists” described in the Vanch document. I have to say that it would need someone with an advanced case of Brain Fever to consider these people a threat to the Empire!


2 “Welcome to the Purity Skywatch Memorial Clinic. How may I help you?”

Solarus is keen to bring the ways of civilisation to the hunters. One way of doing this is through healers, and so Solarus has commissioned the building of a small eco friendly log clinic at each of the ancestral hearths. This provides free healing to hunters, within the capacity of the clinic Most of the clinics would have an acolyte, the remainder would have would have an initiate who had been issued with a couple of rune matrices. The healer would also have 2 or 3 helpers who would be responsible for cleaning, nursing, and of course the fresh vegetable plot that is so important for nutritious food to aid in the healing process.

The creation of the healing clinics is a direct instruction from Firshala to the elder clan women. More details can be found in the section “Firshala returns to the Clans”
Solarus intends for the clinic to be the beginning of a village structure. He hopes that by giving each clan a permanent base he can begin to erode their nomadic lifestyle and pre-empt the potential future conflict between hunter and farmer. The helpers will also have some farming skills- these are necessary not only for the “vegetable plot” but also to teach the females of the clans that “gathering” is so much easier if you plant the crops first!

There is caravan once a season from the citadels to the clan hearth. A healer priestess will always be present, to attend to any healing cases the local acolyte is struggling with, and of course to pick up any healing herbs that have been gifted to the healer.

The clinic and its surrounds provide not only a space for healing, but also shelter for the old who cannot hunt (but can keep chickens!) children who need fostering, and anyone in need of a rest.

	Phippicus the Sage writes

I was invited to a traditional hunter hearth. To my surprise I found a small settlement of half a dozen log buildings surrounded by a palisade and a ditch. There was a clinic, a Firshala shrine, a smokehouse, two small houses with pig pens attached, a chicken coop and a meeting hall. The population consisted of an Erissa acolyte, 2 Erissa initiates, 3 Lodril cultists (the husbands of the Erissa worshippers) 5 male hunters who were old or ill, and some 35 native women and children.

The Erissa acolyte introduced me to the senior member of the native population, who to my surprise was an old crone living in the Firshala shrine. The crone proudly showed me her amulet which she said was a gift from Firshala herself. I gifted her a small bronze hatchet and in turn she let me examine the amulet and the shrine. The amulet was a gold coin showing Solarus freeing Firshala. It was quite magical – with the help of Irripi Ontor I determined it was used for summoning clan spirits. Inside the shrine was the hearth spark, but contrary to legend this was no flickering flame but a roaring fire! “Been that way since the goddess returned” the crone cackled, pointing to the pictures on the wall. These depicted the Goddess returning to the clan with a retinue of spearmen and healers, blessing the clan and commanding the building of the settlement!

That evening, while we were seated around the Barbecue pit eating dinner I asked the Erissa priestess about the origin of this story. “ It’s no story, she said, I was there” She explained that one day she was selected for special missionary work, and soon afterwards found herself with a group of spearmen and other healers who were being dropped off at the ancestral hearths by a blue skinned woman who claimed to be Firshala. I resolved to investigate this matter further at another hearth, as the idea of a Goddess returning in this way may show the use of Lunar hero paths.
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