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faction
Blurb|Hold the hand for prosperity.

# The Gilded Hand

*The faction that believed in you before anyone else did. Read the fine print.*

## Overview

Every person in Aestilon who ever got a chance they didn't earn alone probably got it from the Gilded
Hand.

That's how they tell it, anyway — and it's not wrong. The Hand finds people at the edges of their
potential: the young artisan with talent but no workshop, the ambitious merchant from the wrong city,
the fighter who could be a legend if someone would just back them. The Hand arrives with warmth,
with resources, with introductions to exactly the right people. They believe in you. They prove it. And
then, slowly, quietly, the ledger begins.

The Gilded Hand does not think of itself as predatory. That's the honest truth of it, and the dangerous
part. Its most devoted members are genuine investors in human potential — scouts who spend their
lives finding sparks and feeding them into flames. They move goods, yes. They negotiate trade routes
and manage supply chains. But the Hand's real currency has always been relationships. A handshake
sealed with the right people, in the right room, is worth more than any cargo.

What makes the Hand dangerous is that the strings attached to their patronage look, for a very long
time, like gratitude. And gratitude is hard to call a debt.

## History

The Gilded Hand emerged in the aftermath of the Prime Quest, when Aestilon's power structure was
still fluid and several merchants recognized an opening. The great political and spiritual powers were
consolidating themselves, but the world of artisans, workshops, and small producers remained
chaotic. The Hand began as a patronage network built deliberately to move into that gap.

A small group of merchants pooled resources and began extending support to promising local artisans
and rising makers. Publicly, this looked generous — and often genuinely was. They helped people get
workshops running, smoothed access to materials, and connected talent to opportunity. Privately, the
intent was always strategic as well: if they could support the right people early, they could place
themselves ahead of every other faction trying to build influence in the same unstable era.

That strategy worked. As the network grew, both the Order and the Triumvirate increasingly found
themselves needing access to the trade routes, toll structures, and artisan channels the Hand had
helped consolidate.

The warmth started having teeth when others began trying to bypass the Hand or build around it. As
long as people accepted the relationship, the grip stayed gentle. Once someone tried to pull free, the
pressure became visible.
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## Beliefs

Trade is civilization. Every exchange is a small act of peace between people who might otherwise be
enemies. The Hand does not merely believe this — they evangelize it, structurally, through every deal
they make.

But beneath the idealism: potential is a commodity. The person who finds it first and invests in it first
has the right to a share of what it becomes. The Hand genuinely believes this is fair. They were there
when no one else was. They gave when giving was a risk. The return on that investment is not
exploitation. It is simply the natural order of an honest deal.

The Hand does not distinguish between believing in someone and owning a piece of them. To them,
these are the same thing.

## Goals

Openly: To grow trade, build connections, find remarkable people and give them the support they
need to flourish. To make Aestilon more prosperous by investing in its most promising futures.

Privately: To be indispensable to everyone who matters. The ideal Hand outcome is a world where
every significant figure in Aestilon — merchant, warrior, artist, politician — has at some point been
backed by the Hand and knows, in the back of their mind, that they owe something. Not a specific
debt. Just a relationship. Just the warmth of knowing who believed in them first.

## Structure & Hierarchy
The Gilded Hand is built around three functional layers: Scouts, Patrons, and the Palm.

Scouts are the faction's talent-finders. They move through cities, workshops, and social circles
looking for rising people worth backing — artisans, merchants, fighters, cultural figures, and anyone
else who might become important with the right support. They are often the first touchpoint: the
warm hand extended before the ledger becomes visible.

Patrons are the public-facing backers of the network — nobles and other resource-holders who wait
for Scouts to surface promising people and then extend support. Once contracts are in place, Patrons
become the relationship-managers who keep resources flowing and ensure the backed person stays

inside the Hand's orbit.

The Palm is the administrative core of the faction: the Merchant's Council and the people operating
directly under it. The Palm keeps the network coherent, maintains the connections between Scouts
and Patrons, and manages the larger financial and logistical structure that lets the Hand scale beyond
individual generosity.

Membership in the Hand is not soft in the way its public image implies. Patrons pay to remain
connected to the Scout network, and entry into the Palm itself is effectively capitalistic: a Council seat
can be bought into, but only under heavy contractual obligation. Failure to uphold those obligations
leads to expulsion. In other words, the strongest handshakes in the faction are reserved for its own
inner circle.
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The Hand does not meaningfully separate a public guild face from a hidden patronage face. They are
the same organism viewed from different angles.

## Advancement & Perks

Rank|Perk|Renown Requirement

[?] 3

[?] 10
[?] 25
[?] 50

Design notes: - Perks should lean toward social/network access — introductions, resources, backing -
Higher ranks might confer the ability to “invest” in NPCs and call in favors later - Should feel like
gaining a family of powerful friends, not gaining a title - Do these four renown steps map cleanly to
Scout / Patron / Palm progression, or should rank names be independent from the three functional
layers?

## What They Want

Openly: To fund the next great thing. To be in the room when the world changes. To build the
connections that make everything else possible.

Privately: Every great figure in Aestilon should owe the Hand something. Not everything. Just
enough.

## Relationships

Order of the Sages — The Hand and the Order are part of the same governing reality viewed
through different lenses. The Order controls formal governance; the Hand controls the economic and
patronage channels that make governance workable in practice. The relationship is not openly
adversarial, but it is deeply load-bearing. The Hand's strength comes partly from the fact that the
Order cannot simply ignore the networks it depends on. [Question: does the Hand treat the Order
mainly as a partner to manage, a power to quietly own pieces of, or both?]

The Triumvirate — Their histories run in parallel after the Prime Quest: both emerged in the same
broad era of consolidation, and both sought influence over the shape of the new world. The
Triumvirate claims spiritual authority; the Hand claims relational and economic indispensability.
[Question: is the Triumvirate a true rival power to the Hand, or more a faction the Hand prefers to
finance around rather than confront directly?]

The Windriders — The Windriders and the Hand are not simply logistics rivals. They stand for
opposite social instincts. The Windriders push against concentrated power, route around hierarchy,
and intervene on behalf of the excluded. The Hand builds lasting obligation and turns support into
structure. Where the Windriders move information and goods to keep power from calcifying, the Hand
moves them to decide who becomes central. That alone is enough to create friction.
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Lanista Gladiatoria — A relationship built on talent, money, and uncomfortable overlap. The Lanista
and the Hand compete for the same raw material: promising fighters, performers, and public figures
who can become legends under the right backing. Some Lanista figures also function as Patrons
within the Hand, and Domini make use of Hand networks to procure resources and smooth the
machinery around spectacle. In public they may look like rivals. In practice they often share the same
economy.

Explorer's Guild — [Question: what is the Hand's actual stance toward the Explorer's Guild's staged-
adventure economy? Do they simply supply props, gear, and routes through merchant channels, or do
they also invest directly in noble-facing expedition ventures?]

Grandmaster Artisans — The Hand's most important patronage relationship. The artisan world is
one of the places the Hand first inserted itself after the Prime Quest, and the relationship has never
stopped mattering. Many of Aestilon's best makers have, at some point, been backed by the Hand.
The Grandmaster Artisans know this. They are grateful for the opportunities and careful about what
that gratitude costs.

Shadows of Spefur — A cold complement to the Hand's warm model of leverage. The Hand prefers
relationships that feel like generosity; the Shadows prefer leverage that feels like inevitability. Even
so, the overlap is obvious. The Shadows are useful for information gathering, and for dealing with
people who try to let go of the Hand entirely. [Question: does the Hand hire the Shadows only at the
margins, or is there a deeper semi-stable relationship between them?]

The Beholders — The Hand often sits between magical goods and the people who want them. That
naturally creates overlap with the Beholders, who care about dangerous artifacts, magical custody,
and who gets access to arcane power. The Hand treats magical trade as another relationship-network
to intermediate; the Beholders treat it as a domain that ought not move too freely. Useful partners,
obvious tension.

Treant's Roots — Of the major factions, Treant's Roots may need the Hand the least in principle.
They are loved publicly, locally rooted, and tied to visible healing and ecological work. Even so, the
Hand's network remains useful for finding rare ingredients, moving specialized materials, and opening
access to opportunities the Roots would not prioritize building themselves. The relationship feels
practical rather than intimate.

## Hooks
[TO WRITE — 3-5 hooks]

Design ideas: - A patron the players respect was Hand-backed; the Hand is calling in the favor and it
will hurt them - The players are offered Hand backing for a mission — the terms sound perfect; they
are - A Piam talent the players know is being pursued by both the Hand and the Lanista; one offer will
ruin them, one will save them, and the players have to figure out which is which - Someone in the
Hand genuinely believes they're doing good and is horrified by what the ledger has become; they
want out

## Notable Members

Mara Veylan — “Silver Net” (Rudiana scout) A former caravan hand turned talent-finder. Mara
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moves through frontier markets listening for promise. She's quick, charming, and keeps a pocket full
of small gifts to bind a favor. Secret: she once took a lethal risk to save a protégé and now carries a
private debt to the Hand she cannot repay; she masks it by pushing others into the Hand's orbit.

Lord Cais Halren — (Kalzendil patron) An elder merchant-noble and one of the Gilded Hand's
public faces. Philanthropist, collector, and subtle powerbroker. Publicly funds orphanages and trade
schools; privately keeps ledgers that run half the city. Secret: he quietly arranged a takeover of a rival
route a decade ago and still calls in favors from that network.

Eira Solenne — (Piam impresario) Flamboyant promoter who turns raw talent into celebrity. She
competes with the Lanista for public personalities and delights in controlling narratives. Secret: she
protects some protégés fiercely and will destroy anyone who threatens them — including the Hand

itself if necessary.

Brother Rellen — (True Believer) A mid-ranking Hand patron who joined after receiving support
himself. Gentle, generous, and utterly convinced of the Hand's mission. He is the faction's conscience
when one exists. Hook: Rellen is quietly horrified by what the ledger has become and may seek allies
to reform the Hand from within.

Thamoor Keld — “The Scribe” (Ledger-Master) The Hand's chief accountant and contract-
wizard. Obsessed with paperwork and seals, Thamoor enforces deals with arcane bindings (inked
sigils, iron stamps). He is neither cruel nor kind; he is inevitable. Secret: his ledgers contain more than
contracts — they contain leverage. Losing Thamoor's goodwill (or a copy of his book) is dangerous.

Design notes: - Need at least one true believer (genuinely good, genuinely blind to the darker layer) -
Need at least one figure who knows exactly what the ledger means and is fine with it - Rudiana
presence: someone who embodies the “next big thing” scout energy - Piam presence: someone in
active competition with the Lanista for talent - Kalzendil presence: someone old, networked, who has
been doing this for decades

## The Zealotry
The Hand's zealotry is almost impossible to fight because it doesn't feel like zealotry from the inside.

The true believers have backed hundreds of people over their careers. They have watched sparks
become flames. They have seen what happens when potential goes unfunded — the waste, the
smallness, the lives that could have been something. They have the receipts. They are not wrong that
they have done good.

What they cannot see — or will not — is the slow calcification of warmth into leverage. The person
they funded twenty years ago is now a city councillor, and the Hand's position on the harbor
expansion is going to get a very sympathetic hearing, and no one involved will call it what it is. The
fighter they backed is a legend now, and when the Hand needs a public face for a controversial deal,
that fighter will show up and smile, because of course they will.

The warmest cage in Aestilon. The bars are made of gratitude.

Zealot members of the Hand genuinely believe they are owed everything in their ledger. They would
be offended — genuinely, deeply offended — to hear it described as coercion. They gave. They
believed. They deserve a return. That's not darkness. That's just how the world works.
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*[TO EXPAND — specific practices, named figures, player-facing implications]*

## Adapting to Another Setting

At its core, the Gilded Hand is a patronage network that has mistaken leverage for love. Strip
away Aestilon and what remains is: a faction of genuine talent-finders and deal-makers who have built
a web of obligation so extensive that the web has become the point. They are not evil. They are the
logical endpoint of “we invest in people” when no one ever asks what the return on investment
actually means.

Transplant well into: Renaissance merchant city-states, any setting with a patron class, fantasy
capitalism, political networks built on favors and debts.

The key tension to preserve: every person the Hand has ever helped is genuinely better off
for it. The debt is also real. Both of these things are true at the same time, and the Hand
will only ever talk about the first one.
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