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Major states are generally large in size and/or wealthy, active in land and sea commerce, and able to field military forces capable of operating unaded against the strongest other state.

Minor  states are generally more moderate in extent and/or with less wealth, maintain some fair amount of commerce, and have strong military forces equal to at least half the strength of a major state.

Petty states, not named herein, are basically independent, generally small in extent, have modest wealth, limited commerce, and field military forces of half or less the strength of a minor state.

Terra Incognita refers to land that you as Game Master might wish to develop foy your campaign differently than might be shown on the map.  This could well alter geographical and political data gven.  That is perfectly acceptable in a unique campaign world.  Have at it.

Hazgar:  Terra Incognita:  560,000 square miles.

Wild Animals, Large and/or Dangerous:

adder

alligator

antelope

ape

ass

bear, black

bear, brown

bear, polar

boa constrictor

buffalo

camel, eastern

camel, western

cattle

cobra

croocdile

deer

dog, wild

elephant

gazelle

goat

guar

horse

hyena

leopard

monitor lizard (komodo-type)

panda

python

reindeer

rhinoceros

sheep

swine

tiger

viper

wolf

yak

8 Major States, 6 Minor States, and various petty states with those that recognize the Tenoric and Urfinic deity families found mainly in the west along the coast of the Gymeer:

Marazdian  (Also generally aong the western portion of the continent):  

Kingdom of Kahzyron:  C.  300,000 square miles.  Occupying the verge of the Hazgarian portion of the Banir Wastes, the Kingdom of Kahzyron is the main eastern barrier to Zajhadi raiding.  The territory of the kingdom runs west from around the end of Lake Valdosh, between and along the foothills of the Luntai Mountains to the south and the Karanir Mountains to the north, and covers the Chott Hills.  Its current rules if King Kormaz VI.  He is definately eyeing the potential for expansion northwards into Zamurshan.

Population:  6,000,000

Cities:

Boshnam:  40,000

Hokbara:  45,000

Inlagan:  55,000

Pakkaru:  * 80,000

Tabnilsi:  50,000

Armed Forces:

Mounted

medium cavalry

light cavalry

medium horse archers

light horse archers

Foot

medium infantry

light infantry

irregular  infantry

engineers

pioneers & sappers

artillerists

medium archers

light archers

Seaborne

medium naval assault forces

light naval assault forces

naval artillerists

light naval archers

Wealth:

brocade & lace Ñ 3

carpets & rugs Ñ 5

crafts Ñ 3

incense & perfumes Ñ 6

iron Ñ 2

livestock Ñ 3

minerals Ñ 3

silver Ñ 5

slaves Ñ 2

tools & weapons Ñ 4

wool Ñ 0

various exotics* Ñ 4

*cocoa, drugs, feathers, medicines, tobacco, vanilla, etc.

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

chivalrous order

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

roving outlaws

slavers league

sorcerers guild

thieves guild

vagabonds

wandering entertainers

warlocks & witches coven

wild tribesmen

Kingdom of Zamurshan:  C.  250,000 square miles.  This state lies north of the Chott Hills and stretches west to and along the shore of the Gymeer Sea.  Its northern marches lie near the Forest of Roshmur.  Zamurshan is active at sea.  It is generally at odds with its southern neighbor, Kahzyron.  The current monarch is Jamiyan II, the Eagle.

Population:  5,000,000

Cities:

Ararutic:  30,000

Chiroz:  45,000

Hamaurvi:  40,000

Omrabul:  *  60,000

Taladag:  35,000

Armed Forces:

Mounted

medium cavalry

light cavalry

medium horse crossbowmen

light horse archers

Foot

medium infantry

light infantry

engineers

pioneers & sappers

artillerists

medium archers

light archers

Seaborne

medium naval assault forces

naval artillerists

medium naval arcghers

light naval archers

Wealth:

brocade & lace Ñ 2

carpets & rugs Ñ 4

cloth, ordinary Ñ 3

fish Ñ 3

grain Ñ 5

livestock Ñ 2

manufactured goods Ñ 2

pottery Ñ 4

produce Ñ 3

salt Ñ 5

slaves Ñ 3

tools & weapons Ñ 5

wool Ñ 3

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

chivalrous order

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

roving outlaws

slavers league

sorcerers guild

thieves guild

vagabonds

wandering entertainers

warlocks & witches coven

wild tribesmen

Kingdom of Radakand:   C.  180,000 square miles.  This state lies in the foothills of and southeast of the Lungtai Mountains, occupying the rugged coast of the Sea of Hazgar and the valley of the Bonlo and Salwi rivers.  It it continually wary of the Sungkinese to its east.  The ruler is Shah Tarhush II who woulf make his state a larger and far more powerful one..

Population:  2,000,000

Cities:

Azamon:  35,000

Dhruchad:  *  50,000

Kamserg:  30,000

Tarvona:  25,000

Zabil Rayah:  40,000

Armed Forces:

Mounted

light cavalry

irregular cavalry

light horse archers

Foot

pikemen

medium infantry

light infantry

irregular  infantry

engineers

pioneers & sappers

artillerists

medium archers

light archers

Seaborne

medium naval assault forces

naval artillerists

light naval archers

Wealth:

crafts Ñ 4

gold Ñ 6

honey & wax Ñ 2

lumber Ñ 5

manufactured goods Ñ 5

produce Ñ 3

slaves Ñ 3

tools & weapons Ñ 4

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

chivalrous order

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

roving outlaws

slavers league

sorcerers guild

thieves guild

vagabonds

wandering entertainers

warlocks & witches coven

wild tribesmen

Nopponic  (Also found in the unassocuated Magnific island groups immediately southeastof the Noppon Islands and those in the Western Hemisphere off the northern west coast of Anatis):  

Noppon Empire:  C.  190,000 square miles.  This state occupies the island of Noppon and the five smaller ones that lie northwards of it.  It is allied to the Kingdom of Kozun against their mutual foes, the mainland Empire of Wu-nu and the island Kingdom of Khunshu.  It is led by the Shogichi Goraiko no Yamabushi, the chief lord of Emperor Nagifudo

Population:  8,000,000

Cities:

Amisaki:  40,000

Benoran:  25,000

Homaki:  50,000

Irokata:  45,000

Kynoto:  *  80,000

Monetori:  35,000

Okumshi:  30,000

Saratiro:  20,000

Takawaji:  45,000

Armed Forces:

Mounted

medium cavalry

light cavalry

medium horse archers

Foot

armored infantry

pikemen

medium infantry

light infantry

engineers

pioneers & sappers

artillerists

medium longbowmen

light archers

Seaborne

medium marines

light naval assault forces

naval artillerists

medium marine archers

light naval archers

Wealth:

ale and beer Ñ 2

brocade & lace Ñ 6

crafts Ñ 4

fish Ñ 3

gold Ñ 2

grain Ñ 5

manufactured goods Ñ 4

pottery Ñ 5

produce Ñ 2

silk Ñ 5

tools & weapons Ñ 7

various exotics Ñ 4

wine & brandy Ñ 2

*cocoa, drugs, feathers, medicines, tobacco, vanilla, etc.

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

chivalrous order

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

rebel bands

roving outlaws

slavers league

sorcerers guild

thieves guild

vagabonds

wandering entertainers

warlocks & witches coven

Kingdom of Khunshu:  C.  175,000 square miles.  this state occupies the two southern large islands of the Noppon group, Kunshu and Rykoso, and the two small ones near them, Kaisubi and Namikawa.  It is continually engaged in a struggle with the Empire of Noppon, and so looks to the King of Tzung as an ally.  As the naval forces of the mainland are not as strong as those of the islanders, it is a mutually useful accord.  Kunshu is ruled by the Kuniko, Hidioro wa Nushitachi.

Population:  7,000,000

Cities:

Binoshi:  30,000 (Rykoso)

Eodashu:  50,000

Fuwati:  25,000 (Rykoso)

Hisado:  *75,000

Notanaga:  35,000

Shigihato:  45,000 (Rykoso)

Tomiyama:  40,000

Armed Forces:

Mounted

medium cavalry

light cavalry

medium horse archers

light horse javelineers

Foot

armored infantry

pikemen

medium infantry

light infantry

engineers

pioneers & sappers

artillerists

medium longbowmen

light archers

Seaborne

medium marines

light naval assault forces

naval artillerists

medium longbowmen

medium naval crossbowmen

Wealth:

brocade & lace Ñ 5

copper Ñ 3

crafts Ñ 3

fish Ñ 5

grain Ñ 3

incense & perfumes Ñ 2

manufactured goods Ñ 3

paper, parchment & papyrus Ñ 4

pearls Ñ 6

pottery Ñ 2

silk Ñ 3

tea or coffee Ñ 5

tools & weapons Ñ 4

wine & brandy Ñ 2

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

chivalrous order

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

rebel bands

roving outlaws

slavers league

sorcerers guild

thieves guild

vagabonds

wandering entertainers

warlocks & witches coven

Kingdom of Kozun:   C.  200,000 square miles.  This state occupies all of the Changmu Peninnsula and has territory extending southwards along the head of Lungbo Bay.  Kozun is usually in hostilities with the Kingdom of Tzung to the south and is now closely allies to the Empire of Noppon.  The ruler is King Kee Ung Hahn.

Population:  5,000,000

Cities:

Chuchiyong:  30,000

Giukin:  45,000

Kukongsan:  *60,000

Sarpo: 35,000

Yinchong: 40,000

Winjan:  25,000

Armed Forces:

Mounted

medium cavalry

light cavalry

irregular cavalry

medium horse crossbowmen

light horse archers

Foot

armored infantry

pikemen

medium infantry

light infantry

irregular  infantry

engineers

pioneers & sappers

artillerists

medium crossbowmen

light crossbowmen

Seaborne

medium naval assault forces

naval artillerists

medium naval crossbowmen

Wealth:

coal Ñ 3

fish Ñ 3

incense & perfumes Ñ 4

iron Ñ 3

livestock Ñ 3

manufactured goods Ñ 4

meat Ñ 2

minerals Ñ 3

pottery Ñ 2

produce Ñ 3

slaves Ñ 2

tools & weapons Ñ 3

wool Ñ 4

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

chivalrous order

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

rebel bands

roving outlaws

slavers league

sorcerers guild

thieves guild

vagabonds

wandering entertainers

warlocks & witches coven

Sungkinese  (Also generally southwards through the Xainam Peninnsula and associated islands and wherever Sungkinese merchant colonies are found.):  

Empire of MeÕchi:  C.  450,000 square miles.  The empire occupies the southern portion of Hazgar above the Xainam Peninnsula from the east coast westwards to the Hai Kong Mountains, northwards along the valley of the Zang-ji River to the Ho-tse Hills.  It is currently not at war with any state, but is skirmishing at sea with pirates and on land with the native tribes to the south and the petty western lords.  The emperor, Feng ToÕming, the Celestial Dragon, has his eyes on the Kingdom of Chinwu, for with that territory a part of his own land, he would then have Tzung in a vise from which it could not escape, and MeÕchi would be well on its way to controlling the 2,000,000 plus square miles of southern Hazgar.

Population:  20,000,000

Cities:

ChiÕlo:  50,000

Kanshai:  *  150,000

Minglu:  60,000

Nanjing:  85,000

Pangki:  70,000

Sunwu:  55,000

Tangchu:  65,000

Wingpo:  80,000

Armed Forces:

Mounted

medium cavalry

light cavalry

medium horse crossbowmen

light horse archers

light horse crossbowmen

light horse javelineers

elephant troops

Foot

heavy infantry

pikemen

medium infantry

light infantry

skirmish infantry

engineers

pioneers & sappers

artillerists

medium crossbowmen

light crossbowmen

light archers

Seaborne

medium marines

light naval assault forces

naval artillerists

medium marine archers

light naval crossbowmen

Wealth:

brocade & lace Ñ 5

carpets & rugs Ñ 3

cloth, ordinary Ñ 3

crafts Ñ 4

glass Ñ 3

incense & perfumes Ñ 5

manufactured goods Ñ 3

minerals Ñ 2

pil, cooking Ñ 5

paper, parchment & papyrus Ñ 5

pottery Ñ 3

silk Ñ 7

slaves Ñ 2

tools & weapons Ñ 3

various exotics Ñ 3

*cocoa, drugs, feathers, medicines, tobacco, vanilla, etc.

Associations, Guilds, Secret Societies, Subcultures:

anti-slavery society

assassins guild

bandits

chivalrous order

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

rebel bands

roving outlaws

slavers league

sorcerers guild

thieves guild

vagabonds

wandering entertainers

warlocks & witches coven

wild tribesmen

Kingdom of Tzung:  C.  360,000 square miles.  This state occupies the Tsungtzu Peninnsula.  It is hostile to both of its neighbort, Kozun to the north, and the Empire of MeÕchi to the south.  However, there is a truce in force with the latter, as the MeÕchi do not wish to see anybody but themselves swallow Tzung, and the Noppon-Kozun alliance is strong.  Tzung, meanwhile has allied with Khunshu, a double-edged sword that threatens both Noppon and MeÕchi.  The ruler of the kingdom is Wang Yih Pao, called the Celestial Purple Dragon Horse.

Population:  15,000,000

Cities:

Bingtao:  60,000

Hwarpi:  70,000

Lechow:  55,000

Mekang:  75,000

Shan-tein:   * 100,000

Tsinyang:  65,000

Yatchu:  80,000

Armed Forces:

Mounted

heavy cavalry

light cavalry

medium horse crossbowmen

light horse archers

light horse crossbowmen

light horse javelineers

Foot

armored infantry

heavy infantry

medium infantry

light infantry

irregular  infantry

engineers

pioneers & sappers

artillerists

armored crossbowmen

medium crossbowmen

light crossbowmen

Seaborne

heavy marines

light naval assault forces

naval artillerists

armored marine crossbowmen

light naval crossbowmen

Wealth:

carpets & rugs Ñ 3

cloth, ordinary Ñ 3

crafts Ñ 3

gem crystals Ñ 4

glass Ñ 3

iron Ñ 3

livestock Ñ 2

manufactured goods Ñ 5

meat Ñ 2

nickle Ñ 5

paint Ñ 5

paper, parchment & papyrus Ñ 5

pottery Ñ 4

produce Ñ 2

silk Ñ 6

silver Ñ 5

slaves Ñ 3

tools & weapons Ñ 5

Associations, Guilds, Secret Societies, Subcultures:

anti-slavery society

assassins guild

bandits

chivalrous order

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

rebel bands

roving outlaws

slavers league

sorcerers guild

thieves guild

vagabonds

wandering entertainers

warlocks & witches coven

Kingdom of Chinwu:   C.  180,000 square miles.  This beautiful state occupiee the western Ho-tse Hills and the upper Zsang-ji river valey to the shores of Lake Valdashi north to the  Boghai Desert.  It is a fairly recent kingdom, organized around immigrants from the east and native peoples, but nonetheless quite strong and active in fighting hill tribes and bandits.  It must watch its northern frontier continually against nomad raiders, and its eastern, southern, and western marches are by no means secure.  Its ruler is Wang Jung Liang, called the Fire Tiger.

Population:  5,000,000

Cities:

Boshan:  25,000

Chongpi:  40,000

Hwen-hou:  50,000

Lo-li`tso:  45,000

Shanming:  30,000

Tsokung:  *  75,000

Yujhin:  35,000

Armed Forces:

Mounted

medium cavalry

light cavalry

irregular cavalry

medium horse archers

light horse crossbowmen

light horse javelineers

Foot

medium infantry

light infantry

skirmish infantry

irregular  infantry

engineers

pioneers & sappers

artillerists

medium crossbowmen

medium archers

light archers

light slingers

Wealth:

carpets & rugs Ñ 2

copper Ñ 2

crafts Ñ 3

gem crystals Ñ 5

gold Ñ 5

iron Ñ 3

livestock Ñ 2

meat Ñ 3

minerals Ñ 4

ornamental stone Ñ 7

produce Ñ 2

salt Ñ 3

stone Ñ 4

wine & brandy Ñ 2

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

chivalrous order

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

roving outlaws

sorcerers guild

thieves guild

vagabonds

wandering entertainers

warlocks & witches coven

wild tribesmen

Kingdom of Vantai-Nanchi:   C.  180,000 square miles.  This is a jungle state that occupies the upper portion of the Xainam Peninnsula.  It is quite active in maratime commerce.  It has continual problems with tribal raiding and pirates, but because of territorial position not even the ambitious emperor of MeÕchi is desirous of trying to penetrate its thickets and become involved in warfare against the kingdom.  Its monarch is Wanraj PyÕchudi.

Population:  3,000,000

Cities:

Daolou:  35,000

Mokung:  30,000

Phenvon:  50,000

Ran Wat:  *  45,000

Tropai:  40,000

 Armed Forces:

Mounted

light cavalry

irregular cavalry

light horse crossbowmen

light horse javelineers

elephant troops

Foot

heavy infantry

medium infantry

light infantry

skirmish infantry

engineers

pioneers & sappers

artillerists

medium crossbowmen

light crossbowmen

light archers

light javelineers

Seaborne

medium marines

light naval assault forces

naval artillerists

medium marine archers

light naval crossbowmen

light naval archers

Wealth:

crafts Ñ 3

dyes & pigments Ñ 4

gem crystals Ñ 7

gold Ñ 3

incense & perfumes Ñ 5

ivory Ñ 2

precious wood Ñ 4

produce Ñ 2

silver Ñ 2

slaves Ñ 2

spices Ñ 7

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

roving outlaws

slavers league

sorcerers guild

thieves guild

wandering entertainers

warlocks & witches coven

wild tribesmen

Tengralic (Also generally along the northern portion of the continent with petty states and tribes recognizing this panntheon.):  

Empire of Ko-tugar:  C.  650,000 square miles.  This empire covers the territory west of the upper waters of the Kungpo River across the Boghai Desert to the eastern foothills of the Karanir Mountains.  Its subjects are mostly nomadic bands.  It wars not only with its northern neighbors, but also raids southwards continually.  Its ruler, Khan-katar Chogati, desiring to conquer the rich lands to his east and south, then crush his rivals to the north and eventually to rule the whole continent.

Population:  4,000,000

Cities:

Aglarut:  25,000

Goltaz:  20,000

Karum Bakgu:  *  50,000

Tular:  30,000

Uaket:  20,000

Armed Forces:

Mounted

medium cavalry

light cavalry

medium horse archers

light horse archers

Foot

light infantry

irregular  infantry

medium longbowmen

light archers

light javelineers

Seaborne (very few)

light naval assault forces

naval artillerists

light naval archers

Wealth:

carpets & rugs Ñ 3

furs Ñ 4

gold Ñ 3

hides Ñ 6

livestock Ñ 5

meat Ñ 4

salt Ñ 5

slaves Ñ 2

tallow & wax Ñ 4

wool Ñ 4

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

roving outlaws

sorcerers guild

thieves guild

wandering entertainers

warlocks & witches coven

wild tribesmen

Great Kingdom of Toratum:  C.  500,000 square miles.  This state is also generally comprised of nomadic tribes and is based on the steppes of Mingulia and stretches from the shores of the Magnific Ocean on the east, south of the Ezbak Highands, along the north bank of the Tagol River westwards to the Rakchi River.  The khan, Orglu, is dedicated to the overthrow of the Ko-tugar empire.

Population:  3,000,000

Cities:

Baykhoroul:  20,000

Dzulig:  * 35,000

Saknor Botag:  20,000

Vutavu:  25,000

Armed Forces:

Mounted

medium cavalry

light cavalry

medium horse archers

light horse archers

Foot

light infantry

irregular  infantry

medium longbowmen

light archers

light slingers

Seaborne

light naval assault forces

naval artillerists

light naval archers

Wealth:

carpets & rugs Ñ 2

furs Ñ 5

hides Ñ 5

livestock Ñ 4

meat Ñ 3

other metals Ñ 5

silver Ñ 6

slaves Ñ 2

tallow & wax Ñ 4

wool Ñ 5

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

roving outlaws

sorcerers guild

thieves guild

wandering entertainers

warlocks & witches coven

wild tribesmen

Kingdom of Ghortai:   C.  350,000 square miles.  this northwestern state is based on the steppes north of the Boghai Desert and is bounded on the east by the Uchig River, on the northeast by the upper Tagol River, and on the northwest and west by Yalrut Forest.  Hemmed in on its western flank by the Karanir Mountains and the forest beyond, its ruler, Khan Baryan Ata is determined to win away followers from the Ko-tugar and thus expand to the south and east.  To this end he is recruiting hillmen from the southen frontiers of his steppes.

Population:  2,000,000

Cities:

Argam: 20,000

Dorun-za:  20,000

Shaztak:  *  35,000

Yarkash:  25,000

Armed Forces:

Mounted

medium cavalry

light cavalry

medium horse archers

light horse archers

Foot

medium infantry

light infantry

skirmish infantry

irregular  infantry

medium longbowmen

light archers

light slingers

Wealth:

carpets & rugs Ñ 6

furs Ñ 4

gold Ñ 5

hides Ñ 3

livestock Ñ 4

meat Ñ 2

other metals Ñ 4

slaves Ñ 2

tallow & wax Ñ 3

tar & pitch Ñ 3

wool Ñ 5

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

roving outlaws

sorcerers guild

thieves guild

wandering entertainers

warlocks & witches coven

wild tribesmen

Hazgar Unassociated Islands:  

1 Minor State:

Yattemic:

Kalharkri Thearchy:   C.  125,000 square miles.  The fanatical and piratical island kingdom based on the big isles of Mindmoro, Hulok, Shuvu, and the many Jylay Islands.  The state is aggressive, continuallying sending forth raiders, and at odds with all of its neighbors.  Noppon is desirous of enlisting its aid against the King of Khunshu.  The priestess-queen is the Invocatrix Tanalir.

Population:  4,000,000

Cities:

Aganotha:  20,000 (Shuvu)

Alemkuli:  4,000

Chagnal:  30,000 (Mindmoro)

Hloz:  5,000

Kanakenul:  6,000

Naupau:  40,000 (Hulok)

Papaqar: 35,000 (Shuvu)

Pozukort:  5,000

Rinlalep:  25,000 (Mindmoro)

Sosh-tulu:  7,000

Tlok:  4,000

Ya-Urallru:  * 60,000 (Mindmoro)

Armed Forces:

Mounted

light cavalry

irregular cavalry

light horse crossbowmen

Foot

medium infantry

light infantry

irregular  infantry

engineers

artillerists

medium crossbowmen

light archers

light javelineers

Seaborne

medium naval assault forces

light naval assault forces

naval artillerists

medium naval crossbowmen

light naval crossbowmen

Wealth:

coral Ñ 3

crafts Ñ 4

fish Ñ 3

minerals Ñ 3

pearls Ñ 7

produce Ñ 4

slaves Ñ 4

spices Ñ 8

tea or coffee Ñ 3

various exotics* Ñ 5

*cocoa, drugs, feathers, medicines, ttobacco, vanilla, etc.

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

roving outlaws

slavers league

sorcerers guild

thieves guild

wandering entertainers

warlocks & witches coven

wild tribesmen

Hazgar-Irojh-Varan:  

Suakadian:

Zajhady Conflux:   C.  400,000 square miles.  The alliance of independent cities and desert nomads of the Banir Wastes, the so-called ÒKey of SandÓ that is the link to the three continents.  The state is basically hostile to all.

Population:  1,500,000

Cities:

Bashgud:  20,000

Fadool:  25,000

Nejima:  * 50,000

Rasdra:  25,000

Tamazis:  30,000

Yasule:  20,000

Armed Forces:

Mounted

medium cavalry

light cavalry

irregular cavalry

medium horse crossbowmen

light horse archers

light horse crossbowmen

light horse javelineers

Foot

light infantry

skirmish infantry

irregular  infantry

light crossbowmen

light archers

light slingers

light javelineers

Seaborne

light naval assault forces

naval artillerists

light naval crossbowmen

light naval archers

Wealth:

carpets & rugs Ñ 3

crafts Ñ 2

dyes & pigments Ñ 3

gem crystals Ñ 4

gold Ñ 4

iron Ñ 4

livestock Ñ 6

minerals Ñ 3

salt Ñ 6

silver Ñ 3

slaves Ñ 5

Associations, Guilds, Secret Societies, Subcultures:

assassins guild

bandits

enchanters guild

explorers society

foreign quarter

geourges guild

humanoid groups

necrourges guild

philosophers association

roving outlaws

slavers league

sorcerers guild

thieves guild

wandering entertainers

warlocks & witches coven

wild tribesmen




