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Lanista Gladiatoria

faction
Blurb|Bread and games, no matter the cost.

“The show must go on. It always has.”

Walk into any great city in Aestilon and ask where the crowds go. They'll point you toward the
colosseum.

The Lanista Gladiatoria is not a guild in the way most factions are guilds. It does not hold territory,
enforce doctrine, or pursue a political agenda. What it holds is something older and more durable
than any of those things: the attention of the crowd. For as long as Aestilon has had cities, it has had
spectacle. The fights change. The venues grow. The names on the banners come and go. The crowd is
always there, and the Lanista Gladiatoria is always ready to fill the seats.

The colosseums themselves belong to the cities — great stone structures maintained at civic
expense, as essential to urban order as walls or granaries. The Lanista Gladiatoria operates within
them. Domini book their events into the arena calendar, fill the stands, and split the gate with the city
treasury. Lannistae run the stables that supply the fighters. Gladiators fight. The arrangement is
simultaneously a business, a civic institution, and something that resists clean categorization. It is not
a monopoly. It is simply the way things are done, and have always been done.

History

The institution that became the Lanista Gladiatoria is older than the great cities. Travelling shows, pit
fights, monster exhibitions — spectacle has always found an audience wherever people gather. Before
the cataclysm, these practices existed in forms that are now mostly lost. The records didn't survive.
The tradition did.

In the aftermath of the cataclysm, the cities of Aestilon were rebuilt in grief and uncertainty. The
reconstruction demanded labour, coordination, and time — and it demanded that people not tear
each other apart while it happened. The solution, in city after city, was the same: feed people, and
give them something to watch. The colosseums were among the first major civic structures rebuilt, in
some cities before the walls were finished. The Lanista Gladiatoria formalized as a faction during this
period — not by design but by recognition. The people organizing the shows needed a shared
language, shared rules, and a shared understanding of what the city would and would not permit. The
faction was the result.

Most members today have no idea the institution began as a deliberate tool of social stability. They

know only that it has been here forever and will be here long after they are gone.

Beliefs

e Bread and Games.
e Anything for some entertainment.
¢ Show first, combat second.
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Goals

Openly: Full seats. Good shows. Gold. The best fighters, the most spectacular events, the largest
crowds in Aestilon. The faction wears its ambitions without embarrassment — spectacle is their
purpose and they pursue it without apology.

Privately: The Lanista Gladiatoria does not have a unified private agenda in the way other factions
do. Each branch wants different things. Domini want better dates, exclusive contracts, and stable
talent supplies. Lannistae want leverage over Domini and low acquisition costs for fighters. Famous
Gladiators want freedom, money, and the kind of reputation that outlasts the arena. Unfree Gladiators
want out.

What nobody discusses openly, even within the faction: the institution's stability depends on a supply
of fighters willing to risk their lives for an audience, and the methods used to ensure that supply are
not always ones the crowd would applaud if they were part of the show.

Structure

The Lanista Gladiatoria runs on three branches, each with a distinct role in the ecosystem. They are
not a chain of command — they are an interdependent system, and the tensions between them are
part of how the whole thing works.

The Domini are the organizers, the promoters, the people who make the event happen. A Dominus
books the arena, secures the fighters, sells the seats, manages the spectacle from opening ceremony
to final bout. Different Domini run different disciplines — one might specialize in monster hunts,
another in team elimination bouts, another in theatrical combat spectacles that care more about
narrative than outcome. They compete for prime dates on the arena calendar, negotiate with
Lannistae for access to fighters, and answer ultimately to the city's venue administration. The arena is
not theirs. They are tenants — very wealthy, very influential tenants.

The Lannistae own or manage the stables: the houses that train, contract, and field fighters. A
Lannista is simultaneously a trainer, a talent manager, and a businessman. The fighters under their
banner are their product, their responsibility, and — in some houses — their property. A Lannista with
a strong stable can play Domini against each other. A Lannista with one famous Gladiator and nothing
else is vulnerable.

The Gladiators fight. They are the reason people come, the names on the banners, the faces the
crowd recognizes. A Gladiator's formal standing in the faction is the lowest of the three branches. In
practice, a sufficiently famous Gladiator has leverage that no formal rank can fully capture — they are
what every Domini needs and what every Lannista cannot afford to lose.

The city sits above all of it, silent and profitable. It collects its cut regardless of who wins, who loses,
and what arrangements exist between the branches.

The Gladiator's Path

A Gladiator's relationship with their Lannista takes many forms, and not all of them are entered into
freely.
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Some fighters choose the arena — the glory, the gold, the crowd. For them, the path through the
ranks is what the faction advertises: reputation, renown, titles. A Gladiator with a great enough name
can dictate terms to their Lannista, take on apprentices of their own, and eventually become a
Lannista themselves. The path from fighter to stable-owner is well-worn, and the Lanista Gladiatoria
respects it.

Others arrive differently. Debt, desperation, or capture — the faction is not particular about the
origins of its talent, and certain Lannistae are not particular either. A Gladiator in this position fights
under contract terms that were not fully negotiated. They fight until the debt is paid, until the
contract expires, or until they find a way out.

Freedom can be purchased. It can be earned through sustained performance. And it can be
contractually guaranteed — some Gladiators enter binding agreements that promise release upon
reaching a certain rank or a set number of victories. The contract is enforced by faction convention
and civic law.

A slave who earns their freedom through the arena may, in time, become a Lannista with a stable of
their own. The system is self-replicating in the way that systems of this kind tend to be.

Power and Politics

e Order of the Sages — The Order administers the cities that own the colosseums. The
relationship is bureaucratic and transactional: permits, gate-tax agreements, security
arrangements for large events. When crowds are large enough to become political, the Order
pays closer attention.

e The Triumvirate — The church attends the games and occasionally objects to them — specific
events, specific methods, specific things that happen in the arena that brush against doctrine.
The Lanista Gladiatoria navigates this with practiced indifference. The Triumvirate's objections
rarely survive contact with a full colosseum.

e The Windriders — Some Gales hold strong views about what happens in certain stables. The
Lanista Gladiatoria is largely unconcerned. They do not operate in each other's territory in any
meaningful way.

e Explorer's Guild — A useful relationship. The Guild's adventurers bring back creatures from
the wilderness. Some of those creatures end up in arena events. The transaction is rarely
discussed in Guild documentation.

e Grandmaster Artisans — Armorers, weaponsmiths, and craftspeople who supply the arena
trade. A Lannista who equips their fighters with Artisan-quality gear sometimes pays with
exclusive endorsement arrangements that the Artisans find useful for public reputation.

* Treant's Roots — The Roots occasionally advocate on behalf of those who end up in arena
stables involuntarily. The Lanista Gladiatoria finds these interventions inconvenient. The Roots
find the arena deeply uncomfortable and say so.

* The Gilded Hand — A natural creditor and backer. The Hand finances stable construction,
backs ambitious Domini, and holds quiet stakes in some of Aestilon's most famous fighters. The
Lanista Gladiatoria and the Gilded Hand compete for the same raw talent — the Hand's offer
looks better at first glance; the Lanista's offer lasts longer.

e Shadows of Spefur — Not a defining relationship. If the Shadows touch the arena at all, they
do so opportunistically — outcomes, contracts, and the occasional Gladiator who knows
something they should not.
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Hooks

e The Contract — A Gladiator is one fight away from the rank that earns them their freedom.
Their Lannista has just agreed to book them into a fight they are likely to lose. Whether this is

deliberate, negligent, or just bad luck is not immediately clear.

e The Show Must Go On — The main event has collapsed — the headliner is injured, missing, or
worse. A Dominus is willing to pay an enormous amount for someone, anyone, to fill the slot in

two hours. The crowd is already seated.

e The Monster Problem — A creature acquired for a hunt event is considerably more dangerous
than the supplier described. It is currently contained. The event is tomorrow. The party is either
the supplier being held responsible, the people asked to fix it quietly, or the fighters who have

just been informed of what they're actually facing.

* The Stable — Someone the party knows, or is looking for, is under a Lannista contract they did
not enter into willingly. Getting them out cleanly — without triggering the faction's considerable

interest in enforcing its own contracts — is not straightforward.

e The Fix — Someone is manipulating outcomes in the arena. The Shadows deny involvement.
The losing Gladiators are not talking. The Dominus whose events keep delivering the wrong

results has started to look frightened.

Advancement & Perks

Gladiator

Rank

Perk

Renown Requirement

3

10

25

50

Lanni

sta

Rank

Perk

Renown Requirement

3

10

25

50

Domini

Rank

Perk

Renown Requirement

3

10

25

50

Notable Members

Nothing found
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