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TIMELINE 

Prehistory 

? BC: Creation of Mystara

? BC: Creation of Life: Once the world was shaped, life is created upon its (outer) surface over thousands or even millions of millennia. Some species and races evolve naturally; others are created by ancient, elemental Immortals and by unknown forces. (HW)

As some of these races learn to manipulate magic, they too begin creating entirely new species. And as they probe ever deeper into the workings of magic, some of them learn of the path they could take to Immortality. A few of the ones who learned of the path actually set out on it. A /very/ few of the ones who set out on the path actually achieve Immortality. (HW)

A time so ancient most scholars know nothing of it: Mystara is occupied by great beasts of all sizes and varieties - - especially huge reptiles. (HW)

A thousand years after his birth, Ka the Preserver stumbles on the path to Immortality, and becomes one of the earliest of the world's Immortals. (HW)

? BC: A great meteor, a rock the size of a large island, slams into Mystara, causing massive environmental changes and threatening thousands of species with extinction. (HW)

? BC: After the thousands of years it took to preserve as many species as possible, Ka, exploring the crater of the great meteor, follows a series of cracks and fissures and discovers the World-Shield and the Hollow World, which is currently only a hole in the ground (although the greatest hole in the ground there could possibly ever be). (HW)

? BC: Over subsequent millennia, Ka, Ixion, Ordana, and Korotiku sculpt and alter the Hollow World into a giant preserve of species and cultures. Ka opens great shafts a few miles across from the outer world to the Hollow World at the poles. (HW)

? BC: As the millennia pass, more and more races and cultures are preserved in the Hollow World. (HW) 

Old Stone Age, Dawn of the Sentient Races 

6000 BC: There is no true civilisation in the Outer World. Humans are tribal hunter-gatherers, living mostly in plains and light forests. They are divided into three great races: Neathar (light-skinned), Oltec (copper-skinned), and Tanagoro (black-skinned). Dwarves are barbaric mountain and foothill dwellers, mostly goatherds. Elves are sheltered, protected and nurtured by the forest-spirits they worship; they do not need to work or suffer. There are no monstrous humanoids on the world to threaten the demihumans. Halflings live in the rolling hills and forests of the southern continent, some distance from the elves, whom they respect greatly.

The Hollow World is very sparsely populated. Many regions are inhabited by giant reptiles which are now extinct in the Outer World; the only sentient race in the Hollow World is a species of Neanderthal-like near-human. (HW)

5500 BC: Powerful burrowing monsters created by Thanatos infiltrate the Hollow World and begin to corrupt the Brute-Men culture there. (HW)

5300 BC: The Brute-Men tribes begin to fall upon one another in savage, irrational wars. These wars rage, off and on, for three centuries. (HW) 

The First Civilisations 
5000 BC: The childhood of the elves is over; the forest spirits stop sheltering them, forcing them to leave paradise and to seek their own futures. The first great elf civilisation, Evergrun, develops on the southern continent in areas now under the southern icecap. (GAZ5)

The Immortals destroy the corrupt elements of the Brute-Men culture, and then cast their /Spell of Preservation/ on the Hollow World; now, sentient races places within the Hollow World will always retain their distinctive characteristics. (HW)

Far across the galaxy, on another world, a race of pale-skinned humans called the Alphatians begins to rise to pre-eminence and to study mighty magics. (DotE)

4500 BC: Beastmen - reincarnated souls of evil beings - appear in the upper Borean Valley, a frozen land north of Blackmoor. These beastmen are wild, chaotic creatures that do not breed true; whelps may have some or none of the traits of their parents, may be of different size and appearance. This is all brought about by the magic of Hel, an Immortal of the sphere of Entropy, who wants to introduce more confusion, dismay, and death into the world. (GAZ10) 

The Era of Blackmoor 
4000 BC: The human Blackmoor civilisation begins a meteoric rise due to its great success in developing powerful sciences and technologies. It conquers and assimilates all surrounding human tribes and quickly grows very powerful.

Another human civilisation, the Oltecs, begins a more stately rise toward civilisation in lands far to the south of Blackmoor. Protected by deep forests and sheltering hills, they do not have any communication with Blackmoor. (GAZ14)

With the situation on the outer world relatively stable, the Immortals confine themselves to placing a few human tribes and a few animal species within the Hollow World; this is a time of comparative peace there. (HW)

On the Alphatians'' world, the Alphatians defeat the Cypris civilisation... and begin to be assimilated by it. (DotE)

3850 BC: A group of warlike, flatland tribes are colonised by the Oltecs. These tribes fiercely cling to their distinct heritage in spite of the Oltec conquerors. (GAZ14)

3500 BC: The Blackmoor civilisation is flourishing. It conducts trade and intermittent war with the southern elves, at the other end of the world. Four clans of elves colonise in the region near Blackmoor. Both the southern and the colonial elves embrace Blackmoor's technology. Blackmoor priests demand the extermination of the "unnatural" beastmen in the Borean Valley, and promote holy wars to hunt down and destroy those creatures.

Following a failed military coup, a rift occurs in the Oltec civilisation; the more aggressive Azcan tribes declare their independence and begin to wage war on the Oltecs. According to modern Azcan histories, the hated former masters were overthrown and enslaved. In fact, the Oltecs and Azcans exist side by side for almost five centuries, alternating war and commerce, until outside forces literally destroy the world they know. (GAZ14)

The widespread Neathar race is beginning to undergo development; the language in individual areas changes rapidly into very different dialects, and the independent Neathar tribes no longer recognise a kinship or a common origin among themselves. (HW)

A large number of Neathar tribes are placed in the Hollow World so that the original Neathar culture will be preserved. They are placed to the north of the great equatorial mountain range, away from the Brute-Men. They swiftly grow in numbers and spread in all directions through the northern hemisphere. (HW)

On the Alphatians'' world, the Alphatian/Cypris civilisation uses its magical knowledge to begin colonisation and conquest of nearby planets and exploration of the elemental planes. (DotE)

3400 BC: To avoid the ongoing war in their homeland, some Oltecs migrate to the Savage Coast, settling the eastern and central shores. Manscorpions and tortles already live along the central coast, and aranea and Wallara civilisations flourish on the western end. (RS)

3300 BC: Ka now implements Korotiku's ideas for a massive centre of mortal knowledge in the Hollow World. He instructs certain very wise beings of all sentient races to travel to a very secluded mountain valley; there, they are to interact, to build a great library, to accumulate and exchange knowledge. This secret library, protected by Ka all through its history, is to become the Lighthouse. (HW)

3200 BC: The Blackmoor crusades drive the Beastmen farther north, into the land called Hyperborea; they adapt to the colder climate and survive.

3100 BC: Aquarendi elves seek the guardianship of Manwara, an Immortal of the Sea, and enter the warm waters to begin a new life. (PC3) 

Catastrophe and Recovery, Return of the Stone Age, Early Bronze Ages 
3000 BC: Some Blackmoor devices explode, shifting the axis of the Known World in an event later called the Great Rain of Fire or the Planetshift. Blackmoor becomes the north pole and its civilisation disappears. The elven civilisation becomes the south pole; the elves are able to migrate to the area called Grunland (which now begins centuries of volcanic upheaval that lead to its being renamed Vulcania). These southern-continent elves, though suffering hardship, are not in immediate danger of extinction and so none are taken to the Hollow World.

The Blackmoor explosion catches the Immortals off guard; they cannot summon enough power to prevent its most harmful effects. The Blackmoor civilisation is eradicated before they can preserve any part of it. The Oltec and Azcan races are threatened with imminent extinction by the changing climate brought about by the Rain of Fire, so large numbers of both tribes are magically whisked to the Hollow World. They are placed in the land to the north of the great equatorial mountain range; the Azcans are located in the forests next to the sea, which they name the Aztlan Ocean. The Oltecs are placed to their southeast, with a great swamp separating them and the Azcans. Both races encounter the numerous Neathar tribes; the Oltecs leave them alone, while the Azcans wage war on the Neathar, always trying to expand their borders. (HW)

Melting ice caps raise ocean level by several hundred feet. Lowland marshes and coastal plains along the southern edge of the northern continent are flooded.

Survivors of the elven colony near Blackmoor flee to the newly-formed Broken Lands; they burrow deep into the ground to survive the after effects of the Great Rain of Fire. These are the ancestors of the Shadow Elves. (GAZ13)

Two races of humans come to the land that will later be called the Minaean Coast. From the east comes Tangor Man, driven from his home by climatic changes brought on by the Great Rain of Fire. From across the waters to the west comes Oltec Man on one of his great colonising migrations.

The ice caps recede from the southern edge of the continent of Brun. Spirits are drawn in to merge with the world. (GAZ12)

One of the most dangerous Blackmoor devices is left untouched in the Broken Lands. (GAZ10)

The Great Rain of Fire is seen by Azcans and Oltecs alike as an important part of their mysticism: the End of the Fifth Sun. The Immortals magically transplant large numbers of these peoples to the Hollow World to save them. (GAZ14)

The shark-kin, after spending thousands of years on the land, return to the sea. (PC3)

On the Alphatians'' world, Alphatian aggression is gradually supplanted by Cypric self-absorption; other-planetary conquests and colonies are left to fend for themselves as Alphatian study of magic turns inward. (DotE)

3000 - 2500 BC: Formerly arctic areas of the Known World, including most of the lands covered in the Gazetteer series, slowly become habitable as the ice recedes from former polar regions.

Ka and his ally-Immortals must spend hundreds of years and incalculable magical energy to prevent the sudden change in the planet's axis from destroying whole regions of the Hollow World. The Immortals create new, gigantic, fog clad openings to the outside world at the location of the new poles, and seal up the former (smaller) polar openings. They also work madly to preserve numerous Known World human tribes from extinction; these include some of the Tanagoro tribes. The Tanagoro are placed in the plains south of the great equatorial mountain range, south and west of the Brute-Men; the Tanagoro think of those races as monsters and keep well away from their hills and mountains. (HW)

2900 BC: The Immortal named Garal Glitterlode creates the gnomish race, planting colonies of them in the land that will later become Rockhome and the mountains of the northern continent. (PC2)

2800 BC: New elven nation on the southern continent land of Vulcania divides on magic vs. technology. A separatist branch of the southern elves, led by Ilsundal the Wise, decides to abandon Blackmoor technology and return to the nature-oriented magic of their ancestors. They begin a long migration northward in the hope of finding the lost colony of elves that had settled near Blackmoor. (GAZ5)

Azcans and Oltecs on the outer world have practically vanished, dispersed across the world and culturally transformed in every case. A small number of survivors take refuge in the caves of a mighty plateau. These are the ancestors of the modern Atruaghin Clan. This plateau, although impressive, is nowhere near as grand as the one that now stands in the lands north of the Sea of Dread. They retain a dim memory, retold and altered into myth and folklore, of Azcan and Oltec glory and strife. They also remember the mysterious disappearance of many kin. (GAZ14)

2500 BC: Gnomes and dwarves enter the Northern Reaches region and settle in its hills and mountains as the continental ice sheets recede. (GAZ7)

The Taymora humans settle the southern shores of the northern continent. (PC3)

Climatic changes due to the axial shift have rendered the lands of Blackmoor and the elves uninhabitable. In Vulcania, the elvish civilisation is losing its battle with the elements; it has forgotten most of its magic and its Blackmoor technology is failing. A second separatist group of southern elves begins its long march northward. (GAZ5)

2410 BC: It is obvious to the Immortals that the southern elves are doomed, but this leaves them with a quandary. They want to preserve that elvish culture, but not the technologies which nearly destroyed the world. They settle on a compromise: They will magically alter the devices upon which the elves have grown so dependant, so that these devices will operate in only one certain valley in the Hollow World. That way, the dangerous sciences of Blackmoor cannot infect any other part of the Hollow World. Many of the elves of the southern continent are transplanted to the Hollow World. They are placed in a warm, volcanically-heated series of valleys near the southern polar opening, far away from any of the other Hollow World cultures. (HW)

2400 BC: The land that was Hyborea is now warming up; the Beastmen migrate to the area that was once Blackmoor, which is now the northern pole, and thrive there. They are beginning to breed true, in recognisable species. The tribes gather at Urzud.

The Immortals are intrigued by the Beastmen. Since they are now beginning to breed in recognisable strains, the original "chaotic" race is threatened with extinction. The Immortals take a few Beastman tribes, magically restore them to their original chaotic state, and lead them to the Hollow World. They don't magically transport the Beastmen into the Hollow World; they inspire one leader/coloniser to lead followers northward, and those Beastmen eventually wander their way into the Hollow World. They settle in the icy lands near the northern polar opening. (HW)

A great volcanic explosion occurs in Vulcania, destroying the remnants of the southern elvish civilisation. (GAZ5)

A human culture, the Antalian tribes (descendants of the Neathar) are flourishing in the area later to be called Norwold. They are a blond, warlike culture with bronze weapons and armour.

2300 BC: Ilsundal's elves cross the Strait of Izonda to the Immortal's Arm, then head east along the Savage Coast. Another group takes another route through the Addakian Sound, where they rejoin Ilsundal's band and continue with them. (GAZ5)

Elves arrive in and settle the eastern and central Savage Coast. They live alongside, but not among, Oltecs. (RS)

The Sheyallia clan turns south, onto the Serpent Peninsula, and settles in the forest. The Meditor and Verdier clans, disliking the increasingly rainy and hot climate, sail east in search of better lands. (CoM)

2200 BC: Some elves break off from Ilsundal's migration and eventually find their way to the frozen valleys of Glantri, where they settle. A few survivors from the second migration from Vulcania also reach Glantri and settle among their cousins. (GAZ3)

Some Tanagoro colonists from halfway around the world reach the Serpent Peninsula and decide they like the abundant rain forests. However, the elves regard their slash-and-burn agriculture with horror. Eventually, they work out a compromise: the Tanagoros keep to the coastlines and forest fringes, while the elves withdraw deeper into the forest. (CoM)

2100 BC: Meditor and Verdier elf clans leave Ilsundal's northward migrations and settle in southern Traldar lands (Karameikos). (GAZ?)

The main force of Ilsundal's migration reaches the Sylvan Realm, far to the west of lands such as Karameikos and Thyatis. (GAZ5) 

The Rise of Nithia, Middle Bronze to Middle Iron Ages 
2000 BC: The Beastmen have now evolved into the modern species of orcs, goblins, ogres, giants, and trolls. (GAZ10)

The Ethengars arrive on the fertile lands of the Steppes. (GAZ?)

First human settlements in the coastal and island lowlands of the Northern Reaches. (GAZ7)

Elven and human mages settle in the forests of the western Savage Coast, supplanting aranea; they name their land Herath. Enduks are created on the Orc's Head Peninsula and begin building the civilisation of Nimmur. (RS)

2000 - 1750 BC: An agricultural settlement flourishes along the River Nithia. It swiftly becomes the seat of a fast-growing culture.

Tribal humans, swarthy descendants of Oltec and Neathar tribes, also settle in the coastal and island lowlands of the Northern Reaches, in the Ethengar Steppes. (GAZ?)

Antalian colonists migrate southward into the lands later to be called the Northern Reaches. (GAZ7)

1900 BC: On the great continent to the east of Alphatia and Bellissaria, a nomadic, cavalry-based race of warriors grows strong. These are the Jennites, copper-skinned descendants of an Oltec expeditionary party; their language and customs have evolved far away from their Oltec origins. (DotE)

1800 BC: The dwarfish race on the Known World is slowly, inevitably dying out. The Immortal called Kagyar the Artisan takes all remaining dwarves in the Known World. Half he transplants to the Hollow World, and half he reshapes into a new dwarven race. Now there are no remnants of the original dwarven race on the outer world. Some of the "new dwarves" are returned to the Northern Reaches, where the largest dwarf colonies had been, and eventually become the Modrigswerg clans; others are planted in the Rockhome region. Both groups are given false memories and believe that the Modrigswerg dwarves also originally lived in the Rockhome lands. (GAZ6)

The dwarves transplanted to the Hollow World, who mostly belong to the Kogolor clans, thrive in their new lands. They have been placed in eastern mountains just north of the great equatorial mountain range, fairly distant from other sentient races; they have occasional contact with the Neathar tribes to the north and west, but are largely left to their own devices. (HW)

In the Sylvan Realm, Ilsundal creates the first elvish Tree of Life and becomes an Immortal. (GAZ5)

The Steel Wars divide the humanoid tribes. Plague, famine, and massacres ravage Urzud, and the population dwindles. (GAZ10)

1750 BC: The earthquakes that rock the Sea of Dread drastically change the Serpent Peninsula. The Tanagoro culture collapses into warring tribes. They tear the original Atruaghin Plateau from the mainland, forming the Ierendi islands.

Copper-skinned people fleeing the earthquakes that destroyed the original Atruaghin Plateau join light-skinned Urduk tribesmen, descendants of the Neathar tribesmen, in the Great Waste.

Elsewhere, a series of great volcanic eruptions and earthquakes split several large land masses away from what is now the Five Shires and Atruaghin Clans area; aboriginal (Neathar-descended) peoples called the Makai and lizardmen called Malpheggi are stranded on the new islands. The Taymora civilisation is destroyed. The plateau under which the surviving Azcans have been living largely collapses, killing many of them and leaving the survivors in a shattered, hostile land. (GAZ4,GAZ14)

1750 - 1500 BC: The human tribes along the River Nithia progress from Bronze Age to Iron Age metals technology. A jackal-headed creature named Pflarr achieves Immortality.

Meditor elves are stranded on the newly formed Minrothad Isles.

1725 BC: King Loark of the humanoids organises an army of humanoids known as the Great Horde. They migrate southeastwards into the lands of men, ravaging as they go, continuing Loark's Quest for a Blue Knife. Great waves of hill goblins, trolls, and giants especially begin moving southward into areas now occupied by human settlers. (GAZ14)

1722 BC: The Great Horde of King Loark ravages Norwold and learns Norse culture, sending the Antalian culture there into a dark age; the Immortals Odin and Thor send intact communities of Antalians into the Hollow World. (The descendants of the outer-world Antalians eventually become the men of the Heldann Freeholds.)

The Immortals Odin and Thor have sent whole Antalian tribes into the Hollow World, placing them in icy lands south and east of the Beastman territories. The Antalians thrive in their new home, happily fighting among themselves, with the Beastmen to the north and with the Neathar tribes to the southwest. (HW)

1720 BC: Akilla-Khan conquers the southern steppes of Ethengar.

1711 BC: Great Horde reaches pre-khanate Ethengar. Akilla-Khan allies with King Loark against the Ethengarian nomads.

1710 BC: The Great Horde of King Loark invades the Ethengar Steppes and enslaves the primitive Ethengars. King Loark's horde is joined by Akilla-Khan's humanoid horde. Together they ravage the steppes.

1709 BC: Akilla-Khan betrays King Loark in exchange for lands west of the Dol-Anur. The Great Horde is defeated at the Battle of Chongor, in ancient Ethengar. King Loark's Great Horde splinters; the trolls head east, the goblins south, and the rest of the Great Horde is driven out of the steppes into the Broken Lands and settles there. (GAZ14) 

The Glantrian Catastrophe 
1700 BC: The elves of Glantri discover, in the Broken Lands, a strange artifact from the lost Blackmoor civilisation. They tinker with it, and the artifact explodes cataclysmically, sending impenetrable clouds into the sky (which last for years), and spreading a strange rotting plague among the surviving elves - those who were far enough away to survive. The elves shelter themselves in the deepest caves of Glantri. They find an incredible series of caverns there and begin a years-long migration. The travelling tribes are separated from one another. These are the ancestors of the Hollow World's Gentle Folk, Icevale Elves, and the Schattenalfen. A fourth group, led by an elf named Atziann, has no survivors save that king. Some emerge, years later, hundreds of miles south, past the Broken lands. Some perish.

The catastrophe forms the Land of the Black Sand in the Ethengar Steppes.

The local cataclysm rakes the Broken Lands and buries the Great Horde. King Loark dies, and his horde breaks apart. Giants, and trolls are driven south into the Northern Reaches in successive waves of migration.

Goblinoids settle in the Yazak Steppes. (RS)

1691 BC: Baka betrays Akilla-Khan and drives his humanoids into the Broken Lands.

1690 BC: Akilla-Khan builds a fortress in the Broken Lands, and starts raiding Glantri and Ethengar borders.

1688 BC: Akilla-Khan retires from the world and becomes an Immortal, taking the name of Yagrai. Unaware of the truth, Ethengarians rejoice. Baka declared Khan of all Ethengars.

1681 BC: Baka Khan is poisoned. The Ethengars war over his successor. The War of Succession starts.

1680 BC: Land masses split further, forming 10 islands south of the Five Shires.

Verdier elves build ships and join their cousins, the Meditor clan, in the Sea of Dread.

1675 BC: Tahkati Stormtamer unites the tribes that are now known as the Children of the Horse and leads them in conquest of the other tribes that now make up the Atruaghin Clans. Eventually, he becomes an Immortal. (GAZ14)

1650 BC: A surviving clan of Glantrian elves from the outer world finds its way to the Hollow World through thousands of miles of subterranean passages. The tribe emerges in lands thickly occupied by hostile Neathar tribes and dinosaurs; they migrate northward, to lands similar to frozen Glantri, and settle in the mountains south of the Beastmen and west of the Antalians. They call their new land Icevale. (HW)

Atziann, king and sole survivor of a clan of Glantri elves who had been driven underground, comes across the Hollow World Azcans, emerging near Chitlacan. Fascinated by these people, he spends several years among them (in disguise) and studying their ways before leaving to pursue his dream of Immortality. (HW)

1600 BC: Tensions erupt between the two largest Jennite hordes: One horde, the more traditional of the two, has woman warriors, while the other has virtually enslaved its women. The Immortal Tarastia enjoins the more traditional horde to conquer the other, but the resulting holy war all but destroys Jennite civilisation. (By the time the Alphatians reach the Known World, six centuries later, the outer-world Jennites have regressed to stone-age barbarism, their previous glory all but forgotten.)

The Immortal Tarastia preserves several clans of the self-destructing Jennite culture, choosing to save only the more traditional horde. She transfers them to the Hollow World, placing them in the southern hemisphere, south of the forests and plains occupied by the Tanagoro tribesmen. The Jennites begin a fierce rivalry and occasional warfare with the Tanagoro men. (HW)

1500 BC: Nithian culture begins its climb to greatness. One colonial expedition led by the Nithian Traldar clan travels to the lands now known as Karameikos. As these colonies spread out, they become the first humans to inhabit Darokin. (GAZ1)

The Immortal Pflarr creates a jackal-headed servitor-race he calls the Hutaaka. He uses many of them as agents, heralds, and servants throughout the known world; he plants a large colony of them in mountains south of the Nithians.

Modest Bronze Age human cultures in the eastern lowlands of the Northern Reaches.

Sophisticated gnomish and dwarven cultures co-exist with primitive giantish clans in the western uplands of the Northern Reaches.

The elf Atziann attains Immortality and adopts the Azcan form of his name, Atzanteotl, "Atziann the Divine." He begins whispering to selected Shadow Elves and Azcan rulers of the power and glory he can bring them, and lures them away from their faiths. Increasing numbers of Shadow Elves (especially those of the Schattenalfen clan) turn from the worship of Rafiel to that of Atzanteotl; likewise, many Azcans turn away from Otzitiotl and Kalaktatla. Only Atruatzin, the Azcan priest-king, who would later become Atruaghin, resists the Immortal. (HW/GAZ14)

A group of halflings pause in their northward migration at Thanegia Island. Dismayed by the unrest in the land, they quickly move on.

On the Alphatians'' world, the civilisation has achieved total mastery of its environment; the great universities are at the peak of their powers and just beginning to indulge in serious scholastic competitions and squabbles. (DotE)

1494 BC: A terrible plague strikes Chitlacan, killing almost two thirds of its population. Atruatzin, himself a survivor of the disease, and his most faithful followers are driven out of Chitlacan by his philosophical and political rivals (who follow Atzanteotl). They settle in the fortress of Quauhnahuac. (HW/GAZ14)

1484 BC: Driven by the whispers of Atzanteotl, and his own fear that Atruatzin might reclaim the throne, the treacherous Azcan usurper leads an massive assault on Quaunahuac. Everyone found in the fortress is slain or sacrificed, but there is no trace of Atruatzin or his inner circle. The priests curse the land on which Quauhnahuac is built, and sow salt among the ruins. (HW/GAZ14)

1470 BC: The Chochomecs (an Azcan tribe) desert Atacalpa, migrating to Oltec lands of the east. (HW)

1468 BC: Atruatzin and his loyal companions find a resting-place, where they establish a temple to the old gods. They name it Mictlan, the "Land of the Dead." (HW)

1420 BC: The underground elven wanderers stumble upon Mictlan, and overthrow the humans. Those elves who have been seduced by Atzanteotl declare that the temple is sacred to him, and he has given them victory over their enemies and a place to call home. These elves become the Schattenalfen. Most of the elves are uneasy about this alien Immortal, but they are weary, and so they settle and build the city of Aengmor. All of Atruatzin's followers are slain; he alone escapes. (HW)

1410 BC: Atruatzin reaches the surface world in his quest for meaning in his life. He finds the lost descendants of the surface world Azcans and Oltecs living in the shattered lands north of the Sea of Dread.

1400 BC: Within a few generations, the Traldar settlers have suffered enormous population losses (through bad winters, animal attacks, and disease), have lost most of the materials and time necessary to forge metal (and consequently have forgotten how), and have reverted to a pre-agrarian lifestyle. They now fall under the domination of the Hutaaka humanoid people from the northern mountainous region. (GAZ1)

Denwarf, golem-like leader of the Known World's dwarves, settles his people in the great cavern called Dengar and disappears into the lower caverns.

A colonising party of Shadow Elves, mostly Schattenalf followers of Atzanteotl are driven out of Aengmor (by the will of their patron). Retracing an earlier lost expedition's path to the Hollow World, they emerge just north of the great equatorial mountain range, right in the middle of the Kogolor Dwarf territory. They immediately begin a war against the dwarves, whose lands they want. The Immortal Kagyar causes Denwarf, the former leader of the Outer World's dwarves, to help the Kogolors against the Shadow Elves. (HW)

Atruatzin, who now calls himself Atruaghin, unites the warring tribes he lives among. His skill as a warrior and leader makes this a challenging, but not impossible task. The newly unified people begin to call themselves the Children of Atruaghin - the outside world calls them the Atruaghin Clans.

1395 BC: The Schattenalfen are badly beaten by the Kogolor dwarves and must break off the war. They continue travelling west, to an area not infested with dwarves, and settle there. But due north of their new lands are the Azcans, whose culture and architecture are disturbingly and insultingly like theirs (a result of Atzanteotl's guidance of the Schattenalf culture, though they don't know this); the Schattenalfen hate these people, whom they see as a mockery of their culture, and begin an ages-long war with the Azcans. (HW)

Kagyar places Denwarf in a state of suspended animation, transferring him to a cavern deep beneath the Dengar caverns of Rockhome.

1310 BC: Quest for Steel; Wogar Tribe migrates west from Blackmoor to a great lake, called the Cradle.

1305 BC: Prophecy from King Wogar's Great Shaman; Wogar Tribe moves south, along a major river, following the Great Shaman's floating gri-gri.

1300 BC: The halflings from the southern continent, long-abandoned by their friends the elves, and increasingly endangered by the ever-growing human population, make a mass naval migration to the northern continent. They settle the area later called the Five Shires, which they name Faerdinel. They become friends with a declining, pacifistic clan of elves called the Gentle Folk.

In the Savage Coast, goblinoid hordes decimate elven and Oltec civilisation. Those humans and elves who remain fall to a savage, semi-nomadic existence. (RS)

1299 BC: Vestland trolls miss a turn and pop-up in Broken Lands. Trollhattan is founded. Bagni Gullymaw eats an elephant. Nithia enslaves the Black Moon horde of trolls.

1296 BC: Ogres kill King Wogar's Great Shaman at the Battle of Khuzud, and flee with his treasure. They settle in the Sind Desert and learn local culture.

1290 BC: The outer-world Shadow Elf city of Aengmor is "destroyed" (actually, merely surrounded by lava and made uninhabitable) during a volcanic eruption; many Schattenalfen escape, burrowing deeper into the crust of the earth. Actually, this is part of a grand scheme of Atzanteotl, their patron.

1270 BC: Great Drought dries up the ogres' wells in Sind. The ogres migrate east, devastating and enslaving Sind villages.

A great goblin horde lead by Wogar drives through Hule. They ravage the land, slaughtering many people and enslaving the others. Their reign of terror ends when Hosadus, a young holy man, convinces the horde's leaders that the sacred blue knife they seek lies to the east, beyond the Black Mountains - beyond even the Great Waste. Wogar and most of his horde move on, spurred by the unexpected revelation. The remainder stays in Hule as followers of Hosadus.

1269 BC: Ogres settle in Broken Lands. They found Ogremoor.

1265 BC: Ahmanni Turtlerider and Atruaghin become lovers. Atruaghin's ageless nature becomes apparent, making marriage between them impossible.

1263 BC: Wogar becomes an Immortal. His tribe continues along the coast to Atruaghin. They learn the use of feathers, war paints, light cavalry tactics, and scalping.

1262 BC: A small band of Urduk explorers from Sindh stumbles upon the ancient city of the Karimari, and convinces them to reduce their isolationism.

1260 BC: Atruaghin leaves the Atruaghin Clans to explore the surface world in a search for the nature of his seemingly eternal youth. He appoints new chiefs to each of the Clans and establishes the Words of Atruaghin that his people live by to this day.

1259 BC: Tahkati Stormtamer, now an Immortal, agrees to help Atzanteotl in destroying the work that Atruaghin has done in uniting the Atruaghin Clans.

1257 BC: Wogar Tribe, Red Orcs, conquers and enslaves the people of the Atruaghin Clans. Their rule is oppressive and savage. Tahkati Stormtamer realises that he has been betrayed by Atzanteotl and breaks all ties with the Immortals of Entropy. He vows vengeance.

1254 BC: Wogar Tribe splits into three nations. One settles south of Atruaghin, another in the Five Shires. The last goes north, and torches a trading post called Akorros, then moves to central Broken Lands.

1190 BC: Descendants of the Great Horde resurface in the Broken Lands. The Tribes meet again and discover the Rock of Oenkmar and a knife they mistake for one of their legendary artifacts. End of the Quest for a Blue Knife. Truce proclaimed.

1104 BC: Underground elves discover the Refuge of Stone and take the name of shadow elves unto themselves. Building work begins on the City of Stars. Myfallar The Old is chosen as temporary King.

1100 BC: Nithians lead by Minroth colonise the islands later to be called the Minrothad islands, and found Harbortown.

Nithians under Prince Ramenhotep establish the colony of Thothia on the Isle of Dawn. This is the eastern extent of Nithian colonisation.

1090 BC: On the Alphatians'' world, the Followers of Flame begin their serious rivalry with the Followers of Air. (DotE)

1050 BC: Great wizards of the Nithians, inspired by the Immortal Pflarr's servant race (the Hutaaka), create the gnoll race by magically blending trolls and gnomes. But they've been deluded that the results might be an equivalent servant-race for the Nithians; instead, the gnolls turn out to be savage, strong, warlike, and prolific. They rebel; they escape and later invade Karameikos. Nithian priests visit the Shamans of Oenkmar. Atzanteotl is increasingly offended.

1040 BC: Tarasfir is enthroned as the first King of the Shadow Elves selected by the shamans of Rafiel.

1027 BC: On the Alphatians'' world, sporadic violence breaks out between the Followers of Flame and Followers of Air. (DotE)

1010 BC: On the Alphatians'' world, a temporary peace results from one academian's proposal of the Flame vs. Air essay debate. (DotE)

1009 BC: On the Alphatians'' world, Emperor Alphaks I arbitrarily declares the Flames to have won the debate. Outrage, protest, rebellion and revolt result; the Followers of Flame war with the Followers of Air. (DotE) 

The Dark Ages, The Age of Rebuilding, Alphatia 
1000 BC: The Broken Lands are overpopulated. Broken Lands orcs, ogres, trolls, gnolls, and goblins migrate outward, especially southward, displacing other humanoid tribes before them. All forces join and raid Rockhome; they are defeated by dwarven King Blystar III. Minor raids go on for 500 years.

Orcs from the Broken Lands invade and conquer the region now known as the Five Shires. Their reign is brutal, to say the least.

Gnolls cross southern Darokin and invade Traldar lands, destroying their Golden Age. Most of the Darokin humans flee north, right into orc territory, where few survive. The Hutaakans retreat to their valley while the Traldar and gnolls practically annihilate one another. By the time the gnolls retreat, the Traldar population is 20% of its pre-invasion amount. Many seafaring Traldar, led by a lesser king named Milen, flee south across the Sea of Dread, and reach the southern continent to the east of what would later be called the Hinterlands. They travel far upriver, and establish a new kingdom there. (GAZ1)

Elsewhere, nonhuman tribal movements pit tribes of orcs and goblins against the dwarves.

Gruugrakh gnolls, fleeing their Nithian masters, first come to the Plain of Fire and settle there.

In the wake of the humanoid invasions, the Immortals are quite busy selecting endangered cultures for preservation in the Hollow World. The Traldar and many other cultures are preserved in this fashion. The Traldar are placed on the coast of the Aztlan Ocean right where the great equatorial mountains reach the ocean; they call that body of water the Atlass Ocean. They're south of the Schattenalfen and north of virgin territories. They quickly spread out to inhabit all their mountainous seacoast lands. Not cooperative enough among themselves to form an empire, they occupy themselves with pirate raids into Azcan territories. (HW)

The Nithian Empire is at its peak; it is the first post-Blackmoor empire in the world. It features monumental architecture, large urban complexes in the delta region of the River Nithia, conquest of neighbouring states, establishment of more remote colonies, and the development of sophisticated arts and culture. Colonies are planted in the Makai islands (south of the Five Shires area), where they conquer the aboriginal natives. The humans of the Northern Reaches areas are conquered and enslaved by the Nithian Empire. The Nithians, made curious about the southern continent by the Traldar flight in that direction, transport many Northern Reaches slaves to Harbortown and thence to the southern continent, to colonise there. This is the southern limit of Nithian expansion, and it isn't very successful; The Northern Reaches slaves soon rebel and slay their Nithian overlords. These tribes carve out their own territory in the southern continent, and are the forefathers of the Thyatian, Kerendan and Hattian tribes who later found the empire of Thyatis.

Many Makai are transplanted to the Hollow World to preserve their culture in the face of Nithian assimilation. Placed in an archipelago south of the equator, they resume their carefree, peaceful existence. (HW)

Black explorers from Tangor find and colonise the Pearl Islands.

Meanwhile, an expedition of Shadow Elves leaves the City of Stars in an effort to find the path to the surface world. Instead, they find their way to the Hollow World, where they are fatally poisoned by the rays of the eternal sun. Some of them make it back to the City of the Stars with news of their voyage, but all soon perish. (KW/HW) On the Alphatians' world, the war between the Followers of Air and Followers of Flame reaches its zenith. The Followers of Flame are defeated. Alphaks is banished. Old Alphatia is destroyed; the Followers of Air come to the Known World to settle on the great continent they name Alphatia, bringing along natural strains of wolf and tiger lycanthropy. They proceed to build a mighty empire based on magic. (DotE)

1000 - 610 BC: Orcs, part of the migration from the Broken Lands, invade the Five Shires region and enslave the halflings. The Gentle Folk elves of the Five Shires region disappear or are destroyed by the orcs. Over a period of four hundred years, the halflings are conquered and reconquered by orcs, dwarves, and bandits of different races; eventually they reclaim their land and establish Shaerdon, a strong nation of hin.

900 BC: Atruaghin returns to the Hollow World briefly. He visits the ruins of Quauhnahuac and uses his ever increasing power to create Atruaghin's Mystic Conveyor, a powerful magical artifact that links the Known and Hollow Worlds. (KW/HW)

896 BC: First shadow-elf exploration to the surface world ends in disaster with few survivors.

801 BC: Orcs conquer Shaerdon once more.

800 BC: The ice finally recedes to the north of Glantri.

Elves led by Mealiden Starwatcher leave the Sylvan Realm via the magical rainbow; they carry nine seedlings of the tree of life with them. They land in the forested regions of what would later be called Thyatis, but are driven out by the warlike humans there, and flee northward. The Callarii clan settles in Traladara territory; most of the rest settle in a windy steppes area. Elvish wizards begin to alter those steppes with their magic, changing the land nearly overnight into terrain where a mighty forest could flourish. In the process, they drive orcs from the open lands to the west.

One of the elf-clans, the Shiye, listens to the guidance of the elf-immortal Eiryndul and makes a dangerous crossing to the continent of Alphatia, where they set up their own kingdom in the deep central forests of that continent. (DotE)

Using the artifact he constructed at Quauhnahuac, Atruaghin returns from his exploration of the Known and Hollow Worlds to lead his adopted people in a revolt against the Red Orcs. The conflict is savage, but in the end the Children of Atruaghin are successful.

Deep in the southern continent, the Milenians, descendants of the Traldar, are flourishing, conquering the surrounding tribes, and establishing a strong empire.

Human clans begin building permanent settlements in Darokin.

795 BC: Atruaghin recalls the memory of that great plateau that once stood in the lands of his people. Using magics and powers that he has acquired from his travels throughout the Known and Hollow Worlds, he calls it back into existence that the Children of Atruaghin might never again fear invasion. Atruaghin, having completed the Path of the Polymath, becomes an Immortal in the Sphere of Thought in recognition of his lifelong struggle against entropy.

792 BC: Atzanteotl begins to turn Danel Tigerstripes against Atruaghin and his followers. Atruaghin sends Hattani Stoneclaw, leader of the Bear Clan, to prevent his corruption. The intervention is too late, the Children of the Tiger begin to worship Atzanteotl and Hattani Stoneclaw becomes an Immortal.

Second shadow-elf expedition to the surface lands emerges in the Broken Lands. Failure of this expedition leads to abandonment of further attempts to reach surface.

744 BC: Hin rise up against their orcish overlords; the Time of Heroes begins.

700 BC: Thanatos, Immortal of the Sphere of Entropy, helped by the Immortal Ranivorus, corrupts the Pharaoh of the Nithians. The Pharaoh turns the Nithian empire toward worship of Entropy.

The Nithian colonists in Thothia turn away from the Entropic faith of their homeland and increasingly turn to a new form of mysticism.

Nithians arrive on the Savage Coast. They interbreed somewhat with Oltecs. Elves of the eastern coast establish settlements in and around what will eventually become Torreón and Narvaez. (RS)

Mealiden is acclaimed king of Alfheim.

610 BC: Inspired by the example of Atruaghin and his people some two centuries before, the Hin revolt against the humanoids and reclaim their place as an independent state. The modern Five Shires are born.

609 BC: The Restoration of the hin nation; Gunzuth the Clanless becomes the first (and last) Sheriff of the reunited Shaerdon.

600 BC: Three warrior-tribes from the southern continent (the Thyatians, Kerendans, and Hattians), hard-pressed by the Milenians to the south, migrate to the northern continent.

572 BC: The hin formally organise their land into five semiautonomous Shires, each ruled by an elected Sheriff.

572 BC: Gunzuth dies, splitting the rule of Shaerdon among his five sons; the Five Shires are founded.

556 BC: A boy named Yav is born to an elven mother and a Tanagoro father in the Serpent Peninsula. He is the strongest seer yet known in the area, and his many timely warnings of hurricanes and other disasters make him a hero.

529 BC: A series of abuses by the Serpent Peninsula seers cause a major revolt. Elven purists slaughter every seer they can find. Some take more extreme measures, killing people of mixed elven and human blood regardless of their precognitive abilities. The unrest ends with the power of the seers broken and the Sheyallia elves fleeing the wrath of the Tanagoro people. Yav vanishes; it is thought the elves killed him.

528 BC: 3,000 Sheyallia elves fleeing from the Serpent Peninsula stumble into the Plain of Fire and discover the intricate networks of caves and tunnels beneath. The settle, war with the gnolls, and eventually cooperate with them.

500 BC: The Traldar are in the midst of their Dark Age. Communication between communities is infrequent. Local dialects begin to differ widely. The national epic of King Halav is the only thing which gives the people a sense of unity. Linguistic changes are already advanced enough that the people consider themselves Traladara, descendants of the Traldar, the people of King Halav. (GAZ1)

Oenkmar Rock sinks into the earth.

Elsewhere, the Nithian Empire, having incurred Immortal dislike, abruptly ends; the Immortals alter the climate, divert the headwaters of the River Nithia, promote social unrest, deny magical powers to their clerics, and take other actions which cause the Empire to collapse catastrophically. The Immortals use magic to ensure that almost all trace of the Empire is wiped from the face of the Known World. The colonies are systematically destroyed - except for Thothia, which has already turned away from the Entropic faith which led to the destruction of Nithia.

The Immortals gather up great numbers of Nithians, those untouched by the evil of Thanatos and Ranivorus, and transport them to the banks of a great river similar to the River Nithia on the outer world. They swiftly rebuild their civilisation. They are near only to the Tanagoro warriors and Jennite riders to the west; then begin on-again, off-again wars against the Tanagoro and Jennites to seize their fertile plains and acquire slaves. (HW)

With the destruction of the Nithians, the Immortal Pflarr, insulted by the Nithians' betrayal , turns his back on the outer world, He turns his attention to the Hollow World Nithians, and sets up a colony of Hutaaka in a sheltered valley of the Hollow World - west of the Brute-Men, north of the Nithians. (HW)

Ancestors of modern Alasiyan peoples withdraw to desert basins and establish a nomadic culture. Weak mainland human tribal cultures in the Northern Reaches are at the mercy of giantish clans. The remaining Black Moon gnolls scatter east and west.

In the Ierendi islands, the Malpheggi lizard men, doomed to extinction by a parasitic plague brought by the Nithian colonists, wipe out the Nithians before dying themselves. This is part of the Immortal plan to destroy the Nithian Empire.

The Immortals cure and transport remnants of the Malpheggi lizard man race to the Hollow World, placing them in the great swamp between the Azcans and the Oltecs. Both the Azcans and the Schattenalfen find mercenary allies among the Malpheggi. (HW)

By now, the steppes where Mealiden's elves settled have become the mighty Canolbarth forest.

By now, the Thyatians, Kerendans and Hattians have conquered and assimilated the human tribes who opposed them; they are now in full control of the region which will one day be called Thyatis.

Yav, known as Mulogo, convinces the Tanagoro people of the Serpent Peninsula to sail across the Western Sea and settle on the Immortal's Arm.

Herath wars with Wallara; manscorpions betray the enduks and take possession of Nimmur; Nithians disappear, leaving little evidence other than a few relics and pyramids. The Red Curse is created, but confined by Herathian mages in portions of the eastern Savage Coast. (RS)

493 BC: Queen Ubdala of the Broken Lands raises Great Horde again. She recruits goblins and gnolls in the Altan Tepes, and marches north.

492 BC: At the battle of Sardal Pass, they are routed, the orcs utterly massacred. Ubdala dies. Hordes routed south and west, crowding Cruth mountains and Altan Tepes. Gnomes kicked out.

The Immortal Karaash takes pity on a band of particularly valiant orc-warriors led by their chieftain, Krugel. Trapped by the dwarves during their assault on Rockhome, surrounded in the Sardal Pass, and in imminent danger of being wiped out, they demonstrate ferocity and gallantry unusual in orc warriors, Karaash transports them to the Hollow World, to the arid plains north of the Kogolor Dwarves. (HW)

490 BC: Kobold clans are driven into the uplands of the Northern Reaches from the west. They overrun and exterminate the gnomes, and occupy their subterranean kingdoms.

480 BC: Yav leaves the Tanagoro and sails back to the Serpent Peninsula to search for what was causing the unnatural greed and selfish thoughts (not to mention precognitive abilities) of residents.

475 BC: Dwarves begin exploration and colonisation of neighbouring territories.

452 BC: Mahmatti Running Elk becomes an Immortal after becoming one of the most powerful shamani ever to exist atop the Atruaghin Plateau.

450 BC: Dwarves arrive along the eastern Savage Coast and build small colonies. (RS)

Krugel, leader of the Hollow World orcs, dies. In his lifetime, he has transformed a couple of hundred followers into a well-trained, well-motivated, well-supplied horde of conquest-minded plains riders, who now take his name to honour him: They will be called the Krugel Horde. They continue to attack and sack communities of the Neathar to the west and the Kogolor dwarves to the south. They do not want to conquer lands; they wand loot. (HW)

400 BC: The prophet Mulogo (actually Yav) reappears and leads the People of Yav from the Immortal's Arm back to Thanegia Island.

350 BC: Mealiden abdicates the throne to follow Ilsundal's path to Immortality. Alevar of the Grunalf clan becomes king of Alfheim.

322 BC: A Schattenalfen attack annihilates the southern Azcan city of Axateotl for the seventh, and last, time. (HW)

251 BC: A legendary gnome craftsman named Glimreen Gemeye discovers a jet engine artifact of the destroyed Blackmoor civilisation.

250 BC: Mealiden becomes an Immortal of the Sphere of Energy.

The Immortal Korotiku, charmed by the cleverness and ruthlessness of the pirates of Thyatis, transplants several communities of them to the Hollow World, establishing them in equatorial islands not far from the territories settled by the Traldar. He has conceived an interesting experiment for the Hollow World. He's decided that it would be interesting to populate one area of the Hollow World seas with pirates, creating a new culture which is exclusively piratical. (HW)

200 BC: Tritons fleeing from their devilfish enemies enter the Sunlit Sea and establish the Kingdom of Undersea in the waters between the islands of Ierendi and Minrothad.

By now, orcs control the land to the west of the Streel River, as far south as Akorros. They also control the Broken Lands, southern Glantri, and most of Ethengar. Humans control the areas south of Akorros; elves control Alfheim to the east.

Alphatians begin settling the region of the Peninsula of Esterhold. They use their magic and sophisticated military forces to drive most of the Jennites back several hundred miles and enslave the rest. (DotE)

The centuries-old Milenian Empire begins to weaken.

192 BC: The Alphatians, annoyed by the piratical activities of the Thyatian tribes, launch a campaign to conquer Thyatis. (DotE)

190 BC: The Alphatians complete their conquest of Thyatis; Thyatis is now part of the Alphatian empire. (DotE)

150 BC: The outer-world Shadow Elves contact the humanoid tribes of the Broken Lands, spreading their hatred of the above-ground elves and persuading the humanoids to attack Alfheim. (GAZ13/GAZ10)

Tortle civilisation rises on the central Savage Coast. (RS)

100 BC: The Milenian civilisation has grown soft and decadent. It enslaves surrounding tribes and nations; most soldiers in the Milenian army are conscripts from conquered tribes. The Immortals decide to preserve the Empire in its earlier, more heroic form; they transport to the Hollow World all Milenians who adhere to the earlier Milenian goals and desires. Depriving the Milenians of their few remaining true warriors and uncorrupted government leaders sends the empire to its doom even more swiftly.

The newly-transplanted Milenians begin to reforge their civilisation along its original lines. Placed on the virgin seacoast far south of the Traldar lands, they have the warlike Tanagoro and Jennite races to their east. They build their empire on the coast and in lands seized from the Tanagoro and Jennites, who become their recurring enemies. (HW)

Newcomers reach Skothar's southwestern shores. They come from the continent of Davania, fleeing the collapse of the Milenian Empire and seeking to establish a colony where their way of life could survive. They find the coast already inhabited, and ask and are granted permission by the nearby natives to settle a stretch of wilderness between two prosperous Jennite cities.

In the Lost Valley of the Hutaaka, the descendants of the Traldar finally free themselves from Hutaakan rulership and begin warring on their former masters. This racial war is destined to go on for another 1,100 years. (GAZ1)

98 BC: Rebellion against the corrupt King Bollo of Rockhome - the Rockhome Senate is established.

50 BC: The decadent Milenian civilisation collapses utterly under the attacks of surrounding tribes.

2 BC: Lucinius Trenzantenbium, a Thyatian-born, Alphatian-trained wizard, kills the Alphatian wizards in Thyatis and declares himself King of Thyatis; war breaks out between Thyatis and Alphatia. (DotE) 

The Modern Era 
0 AC: The economies of both Thyatis and Alphatia have been wrecked by the war; the two powers conduct a peace treaty in the city of Edairo, the capital of Thothia (on the Isle of Dawn). Later, in Thyatis, General Zendrolion Tatriokanitas assassinates King Lucinius and several other kings gathered there, and crowns himself Emperor of Thyatis, Ochalea and the Pearl Islands. The Thyatians celebrate for weeks. Thyatians do some trading with Minroth islanders. (DotE)

The Traladara begin a period of regrowth as trade is slowly established with southern peoples. Peaceable demihumans (the Callarii elves and the Highforge gnomes) settle in Traladara territories; warlike demihumans (goblins, hobgoblins, orcs) do as well, in lesser numbers. (GAZ1)

Early Alasiyan agricultural settlements along coastal plain and interior desert oases.

1 AC: Yav reappears once again, attempting to fix an artifact. However, the fix drains all ambition from the Tanagoro. (CoM)

20 AC: Emperor Zendrolion dies. Empress Valentia the Justiciar issues her Citizen's Proclamation and initiates other reforms. (DotE)

21 AC: Ansel Darokin declares himself King of Darokin, beginning the reign of the Eastwind Kings. (GAZ11)

39 AC: The Flying City of Serraine makes its maiden flight. (PC2)

50 AC: An Alphatian wizard, by magical experimentation with wood-imps and pixies, creates a small humanoid race he calls the Kubitts. They average a foot and a half tall; he gives them their name from an old Milenian word for the measurement a foot and a half. He makes them independent and strong, but when he tries to force them to perform deeds against their wishes, they rise up against him and kill him.

The Immortal Vanya, smitten by these diminutive warriors, transplants the entire race to a hidden jungle valley in the Hollow World. (HW)

67 AC: Orcs living near Lake Amsorak wrest most of Darokin from its human inhabitants in this bloody summer. The humans and elves of Darokin join forces to drive the orcs out; they're successful. Thousands of orcs flee into Nagpuri, slaying and pillaging as they overrun the lands. Nagpuri's warriors must contend with orc troubles for the next decade. (GAZ10/GAZ11)

87 AC: Aden I, King of Darokin, is killed by orcs, ending the Eastwind reign. (GAZ11)

88 AC: Orcs make major gains against the leaderless Darokin humans, forcing the Elves of Alfheim to support Corwyn Attleson as a compromise choice to lead Darokin. The reign of Darokin Kings begins. (GAZ10/GAZ11)

100 AC: Descendants of Makistani tribal nomads are driven into Ylaruam from Ethengar by Muhuli Khan and settle the Ust-Urt Valley. (GAZ2)

Celedryl of the Erendyl clan is crowned king of Alfheim. (GAZ5)

Goblinoid hordes sweep the Savage Coast again. Tortle civilisation falls, and humans, dwarves, and elves remaining along the eastern coast are prompted to build permanent settlements. (RS)

100 - 150 AC: Three prominent families rise to power in the Asanda plain - the Pratikutas of Putnabad (which includes present-day Jaibul and Jalawar), the Rastrapalas of Shajarkand, and the Mahavarmans of Nagpuri and Gunjab. Throughout the century, successive generations gain and lose power and ground in almost constant struggles for control. (CoM)

122 AC: In Darokin, Corwyn I dies after a long and successful reign. His son, Corwyn II, assumes power. (GAZ11)

130 AC: First contact by humanoids with shadow elves. Shadow elves rejected by Celedryl. Campaign of shadow-elf incitement of humanoids against surface elves begins.

150 AC: Thyatians begin colonising into the southeastern coastal plain and the foothills of the Altan Tepes range in Ylaruam, enslaving and assimilating, and scattering the indigenous population. (GAZ2/DotE)

179 AC: The Pratikutas seize control of the entire length of the Asanda River and most of the Salt Swamp - despite internal problems with revolts and rebellions. (CoM)

186 AC: Rajah Vijay Pratikuta dies, leaving Putnabad to Sarad, his only son. Rajah Sarad's weak rule loses all but a fraction of Putnabad's territory. Newly-powerful families rule in Jalawar and Jhengal. Other rajahs suspect these new rulers are shape shifters. (CoM)

200 AC: Rockhome dwarves begin colonising into outside lands; they are usually welcomed into human communities.

The Atruaghin Clans begin trade with Sind and Darokin. (GAZ14)

250 AC: The Alphatians begin colonising into the northern and central coastal plain of Ylaruam, enslaving and scattering the indigenous population. Some of the Ylari driven out by the Alphatian and Thyatian aggression migrate to Darokin. The Alphatians also found the colony of New Alphatia on the Isle of Dread; Alphatian magic is adapted to seafaring needs. (GAZ2/DotE)

Alphatian settlers colonise the side of Trader's Isle left uninhabited by the Minroth traders. At first they fight, but soon trade wins over war. (DotE)

Nomads driven from their homelands in Ylaruam by Thyatian colonists make their way into Darokin and then into Sind. They bring with them single-humped dromedaries, fine horses, and techniques for making /flying carpets/. Some settle in Sindhi towns. Many more find kindred spirits in the Urduk nomads west of Sind and add their herds and desert traditions to those of their new-found brethren. Rajahs seeking to strengthen their armies with Ylari warriors try to attract Ylari settlers to their lands.

276 AC: Human and elf cultures in the Isles of Dread meet and establish trade.

284 AC: Minrothian and Alphatian cultures clash on Dread Island over slave trading issues; elves force the humans to make peace.

293 AC: Last of the orc tribes driven from Darokin.

300 AC: The water elf trading port of Seahome is established on Alfeisle in the Minrothad isles.

313 AC: The Hattian Rebellion. Emperor Alexian II crushes the revolt and establishes Thyatian dominance.

330 AC: A group of humans exploring deep underground finds the shadow elves and rekindles their interest in the surface world.

360 AC: Minroth traders carry slaves for Thyatian Empire; halfling slaves are introduced to the Isles of Dread.

390 AC: Disastrous humanoid raid on Alfheim. Some orcs captured.

395 AC: The Flaems, an offshoot of the Alphatians from the original Alphatian homeworld, settle the Glantri area where they discover the Radiance. They bring natural strains of bear and boar lycanthropy. 

Beginning of Lycanthropy 
400 AC: Ostland raiders range south to Thyatis and north to Norwold. Mainland Northern Reaches tribes are victimised by the sea raiders and by giantish clans.

The Flaems discover that other, enemy Alphatians are in possession of the mighty Alphatian empire to the east.

The Traladaran village of Marilenev begins doing more trade business than fishing and begins slow, gradual growth from the increasing trade. Thyatian clerics learn the "Song of King Halav" and commit it to writing for the first time. The Church of Traladara is founded. (GAZ1)

Rogue Alphatian wizards attempting to develop a hardier, more powerful Alphatian race create fast-spreading magical strains of the curses of vampirism and lycanthropy.

401 AC: A two-month epidemic of lycanthropy in Alphatia results in thousands of werecreatures and dozens of weretypes. The newly-formed Alphatian Centre for Disease Control acts quickly to limit the effects of the epidemic.

406 AC: The magical strain of lycanthropy stabilises into seven primary weretypes - wolf, boar, tiger, bear, bat, fox, and giant hawk.

410 AC: Minroth traders unwittingly help spread the new vampirism and lycanthropy throughout the seafaring world, including the Kingdom of Undersea.

411 AC: The first wererat awakens to intelligence and the stunning revelation that he can take human form. He calls himself Mrikitat.

415 AC: Weresharks first appear in Undersea, triggering an epidemic of lycanthropy among the sea peoples.

419 AC: Normal seals carry lycanthropy to the sub-polar regions of Mystara.

425 AC: Minrothad traders unwittingly introduce lycanthropy to Sind. The disease threatens to overrun every level of Sindhi society. Weretigers are especially prevalent. Other shape shifters already in Sind see this as an opportunity to unite their kind - doppelgangers and mujinas allying with lycanthropes - and seize complete control of the area.

Ka the Preserver, an Immortal, fears this would irrevocably alter Sindian culture and transplants nearly half of the Sindhi population to the Hollow World before the shape shifters can effect their takeover. Ka gives false memories to those he transplants - memories of an outer world Sind once ruled by shape shifters called /chambahara/, or "deformed animals." (HW)

Those left behind also receive false memories of a devastating plague that killed half the Sindhi population. They are left with many shape shifters to contend with, as Ka transported only a fraction of the shape shifting population to the Hollow World. For a while, a Sind ruled by shape shifters becomes a reality.

443 - 445 AC: Expeditions of elves and humans attempt to purge Dread Island of all lycanthropes; human population is decimated; this time is called the Silver Purge. Similar events take place in Undersea, during the Night of the Long Knives; many weresharks flee to deeper waters. Werecreatures know this time as the Great Persecution.

445 - 450 AC: Lycanthropes fleeing from the Great Persecution establish colonies on every continent.

450 AC: Malf Quickhand leads a halfling slave revolt; newly-freed halflings take ships and migrate to the island they name Open Isle.

The Flaems build their capital city, Braejr, in the region that is now Glantri.

Traldar arrive in the Savage Coast region. They establish several city-states on the eastern shores of the Gulf of Hule. Traldar who settle on the western shores are absorbed into existing human cultures descended from the Oltecs. Humans of the eastern coast begin to establish permanent villages and begin to intermingle with elves of the region. (RS)

451 AC: Mrikitat establishes a nation of wererats in the sewers beneath the City of Thyatis.

Sindhi mages led by Maga Aditi, a name-level female magic-user, unite and overthrow the shape shifters. A brutal purge follows. Elaborate tests and carefully plotted traps expose a great many shape shifters - doppelgangers and lycanthropes alike - who are promptly executed. When the dust settles, the magic-users of Sind establish their own caste, the /Jadugeryas/, and claim themselves high-born, like the Himayas (warriors) and Rishiyas (clerics).

460 AC: Wereseals join the list of persistent weretypes.

475 AC: The forest elf trading port of Verdon is founded on Alfeisle.

478 AC: Ostland is united under King Cnute the Bold.

488 AC: Hadric Corser, the Great Uniter, brings the remaining Minroth humans together; founds the city of Minrothad and lays foundation for an organised trading federation.

491 AC: Mrikitat the wererat attains Immortality in the Sphere of Time.

500 AC: The Colonial Wars. Thyatian and Alphatian colonies in Ylaruam begin what will become three centuries of warfare. The Alasiyan tribes are constantly feuding.

Conflict between Alphatian and Thyatian empires begins; Minroth traders maintain neutrality and dominate merchant shipping for both sides.

Traders bearing vampirism and wolf, bear, and boar lycanthropy settle in Traladara's deep woods and flourish there.

Big Chief Sitting Drool unites the Broken Lands. Siege of Corunglain. Orcs threaten Darokin City.

Three of Cnute's sons colonise the mainland near Ostland. Troll and giant raids are discouraged by punitive expeditions.

Korotiku now transfers whole pirate villages of Ostlanders to the Hollow World, placing them among the other pirates. Within a few generations, the Ostlanders merge with the other pirates. (HW)

Humans move into the areas that will eventually become Eusdria and Robrenn; some elves and dwarves ally with these humans. Lupins and rakasta form permanent settlements along the central Savage Coast, in lands that will eventually become Renardy and Bellayne. (RS)

501 - 504 AC: Darokin blames the elves for an attack on a farm near the Alfheim border, and battles Alfheim in the Elfwar.

502 AC: Corunglain freed. Darokin Punitive Expedition massacred and devoured in Trollhattan. Scandal in Darokin.

510 AC: A Northrock chief named Qeodhar organises his people and persuades the Alphatian emperor to accept his nation as a subject territory of Alphatia.

520 AC: The halfling trading port and capital city of Open Isle, Malfton, is established.

Second Punitive Expedition from Darokin is massacred in Kol. First caravans attempt to cross Broken Lands.

522 AC: Second Siege of Corunglain. Villages torched.

523 AC: In Darokin, Corunglain falls to the orc armies of Big Chief Sitting Drool. Thousands are killed and the entire city is looted. Enslaved population taken back to Broken Lands.

525 AC: Third Punitive Expedition from Glantri and Darokin. Sitting Drool brought back in chains.

526 AC: Sitting Drool traded for slaves and gold taken from Corunglain, causing great political uproar in Darokin. Truce with Darokin and Glantri.

527 AC: Adventurers assassinate Sitting Drool. Tribes break up again. Various humanoid hordes invade Red Orcland.

550 AC: The beast man invasion of the wizard Illodius scars the magical forests of Alfheim. Alfheim Town founded in the blighted area.

560 AC: Alfheim/Darokin alliance crushes the shadowelf invasion.

570 AC: First settlement is started on the Island of Ierendi by cast-offs from the Five Shires. The island is already inhabited by small tribes of native aboriginal peoples.

571 AC: Thyatis establishes prisons on five Ierendi islands currently inhabited by shipbuilding halflings.

575 AC: The hin begin using the Ierendi islands as year-round naval bases; their seaborne trade flourishes.

582 AC: Telemon, the current shadow-elf King, is crowned at the Temple of Rafiel.

585 AC: Ethengar raiders oppose the Flaemish in numerous skirmishes; the Khan's horsemen are driven out.

586 AC: The Thyatians, in need of funds and resources, conquer the Ierendi islands and seize the shipbuilding facilities there. The halflings retaliate with piratical raids on Thyatian shipping.

593 AC: Ruaidhri kills the last of the werehawks.

600 AC: On Ierendi, Mad Creeg leads a rebellion among the prisoners. With native help, Mad Creeg's improvised army drives Thyatians from the islands.

The Sylvan Lands are conquered by humans led by the wizard Moorkroft; the surviving elves of the Sylvan Lands, the Feadiel clan, make the dangerous passage to Alfheim.

The northern barbarians unite into a tremendous army that nearly overruns Hule. With city after city falling, Bozdogan reveals that he has reincarnated Hosadus. The legendary hero combines warfare with trickery and deceit, driving the barbarian hordes from Hule.

601 AC: Gregus Verdier, the "Second Uniter," is born on Alfeisle in Minrothad.

602 AC: Monarchy formed as Mad Creeg claims all islands, establishing the Kingdom of Ierendi, and declares himself ruler.

604 AC: Vestlanders revolt against Ostland in response to increasingly increasing taxes.

609 AC: Decades of feuding between the Jadugeryas and Rishiyas of Putnabad end as the Jadugeryas flee to the southern portion of Putnabad and carve their own mumlyket out of the badlands. They call their small kingdom Jaibul.

610 AC: A band of a hundred elves fleeing their recently conquered Sylvan Lands far to the northwest encounter a group of Graakhalians on the Plain of Fire. Most decide to stay; the rest, having problems accepting the gnolls, leave at sword-point.

614 AC: Ottar the Just defeats King Finnbogi of Ostland in the Battle of Bridenfjord, and establishes the Kingdom of Vestland. Ostland continues to raid southern mainland coasts. Vestland pursues trade with Alphatian and Thyatian colonies.

623 AC: Devil swine first appear in Alphatia.

637 AC: Black Toes assumes rulership of Ierendi upon the death of his father. He marries Kethy Matrongle from Glantri and assumes her surname. The Matrongle family begins long control of the island.

642 AC: Ierendi's Council of Lords is formed.

644 AC: Ierendi repels Thyatian raids.

645 AC: Ethengar attempts a major invasion of what is now Glantri but is defeated at Skullhorn Pass.

646 AC: Gregus Verdier forges forest elves of Minrothad into unified political and economic faction.

662 AC: The Flaemish attempt to invade Ethengar, but the expeditionary force is utterly massacred in the steppes.

675 AC: King Celedryl purges shadowelf infiltrators from Alfheim, but is only partly successful.

687 AC: Ierendi merchants discover the rich trade opportunities Sindhi ports offer. Jaibul and Putnabad compete fiercely for foreign trade.

691 AC: Gregus Verdier establishes the Council of Dread and the Minrothad Guilds.

Yubraj Narenda ul Nervi, the Crown Prince of Sindrastan, nearly dies when his favourite elephant goes mad and gores him. A holy man saves his life, calming the elephant and healing the prince. While he lies unconscious, Narenda experiences a terrible vision of danger Sind will face in the future - a danger the Sindhi people will be powerless against unless Sind's independent mumlykets are united. When Narenda awakens, the holy man is gone; no one can say who he was or where he went. Narenda's father, Sanjiva ul Nervi, dies later in the year, leaving the rulership of Sindrastan to his son.

695 AC: Rajah Narenda ul Nervi's army initiates the slow and bloody process of the unification of Sind by conquering Gom, Karganj, and Naral.

696 AC: Sandapur falls to Narenda's onslaught. Backed by the allied forces of the rajahs of Jalawar and Putnabad, the village of Pramayana stands against Sinddrasan's armies for more than a year.

698 AC: Pramayana falls at last, but Rajah Narenda realises he cannot hope to conquer all of Jalawar. He strikes westward instead of south, taking Sindri and Khamrati and the rest of Jhengal.

700 AC: Warfare intensifies between Alphatian and Thyatian colonies in Ylaruam.

The Immortal Korotiku adds hin (halfling) and human pirates from the Ierendi islands to the area he calls the Merry Pirate Seas. (HW)

Gregus Verdier is assassinated.

Doriath, a former adventurer, assumes the throne of Alfheim. The Erewan faction of Erendyl clan leaves Alfheim for Glantri.

Largest orc horde in modern history defeated in the Five Shires.

Rajah Narenda establishes Gola Keep to encourage desert trading caravans to enter the Asanda Plain via Jhengal. His generous trade agreements with Slagovich bring fabulous trade and wealth to Jhengal. The Rajah also marries his first wife, Drisana, who bears him a son the next year.

703 AC: Rajah Narenda's forces conquer Baratpur, bringing Baratkand under Sindrastani control. The rajah assumes the title Rajadhiraja, allows the former rajah of Baratkand to retain his title and some governmental privileges, and places Rajah Javis Nandin on the throne of Jhengal.

704 AC: Still resistant to being conquered by force, both Putnabad and Jalawar agree to unite with Sindrastan (and pay annual taxes and tribute to Rajadhiraja Narenda ul Nervi) in return for sharing the benefits of trade with Slagovich. The ruling Jadugeryas of Jaibul reach an agreement with the rajadhiraja, allowing them independence in return for promises not to interfere with Sindhi affairs, and to allow caravans travelling through the Barren Plain to pass through Jaibul to Putnabad.

705 AC: The Rajadhiraja turns his attention northward, his eyes on the fertile lands of Nagpuri. Within six months, the rajah of Nagpuri swears fealty to Rajadhiraja Narenda ul Nervi. The deal is sealed with the marriage between the Rajadhiraja and Kumuda, the rajah's daughter.

706 - 713 AC: Bloody wars to control Kadesh and Gunjab nearly exhaust the Rajadhiraja's resources. In AC 712, Raneshwar falls to Narenda's troops. The next year, Kadesh agrees to unite with lower Sind, provided the Rajah of Kadesh retains his rulership under the new title of Maharajah (Great King), just as the Rajah of Gunjab was allowed the year before. The Maharajah of Kadesh also betroths his infant daughter to the Rajadhiraja's twelve-year-old son.

707 AC: Heldann the Brave unifies independent petty kingdoms, names this northern land Heldannic Freeholds.

709 AC: In Laterre (an alternate world), Michel d'Ambreville, leader of the d'Ambreville family, dies in battle; his wife Camille assumes control of the family.

710 AC: Heldann the Brave breaks the back of the trolls' nation, is poisoned.

713 AC: The Ierendi Navy destroys a Thyatian naval patrol. The Royal Navy achieves instant pre-eminence among the powers of the Known World.

714 AC: Rajadhiraja Narenda ul Nervi announces the total unification of the Kingdom of Sind with the treaty reached between Sindrastan and Peshmir. Rajah Ravi Prabhapravitha of Peshmir assumes the title of Maharajah. Mandara, the maharajah's eldest daughter, becomes the Rajadhiraja's third wife.

717 AC: The Rajadhiraja charges Jahore and its ruling families with the task of building a Sindhi Navy. The first problem is to find suitable timber; most bust be imported from eastern lands.

722 AC: In Graakhalia, a rebellion by some of the Sylvan Lands immigrants is quickly put down, and the leaders executed.

723 AC: Santhral II dies, ending the reign of the Darokin Kings. The nation breaks down into independent dominions ruled by whoever can afford to pay troops to keep the roads passable.

725 AC: In Laterre, King Hber the Kind of Averoigne begins investigating the rumours of witchcraft in the d'Ambreville family.

726 AC: The newly-completed Sindhi navy of four merchant vessels and a war galley mysteriously sinks in Jaibul's outer harbour shortly after returning from their maiden voyage to Tanakumba. The rajah of Putnabad suspects sabotage on the part of foreign merchants jealous of their own lucrative positions as middlemen in the trade between the eastern and western lands.

728 AC: The Alphatian colonies in Ylaruam destroy the Thyatian colonies there; Thyatian colonists flee.

In Laterre, Etienne d'Ambreville creates a magical gate, enabling the d'Ambrevilles and their dependents to leave the world of Laterre. Marcel killed in rearguard action; Marie-Helen badly injured but survives.

The d'Ambrevilles and their vassals arrive in Mystara from Old Averoigne in another dimension, establishing a French-like culture in the wooded valleys of northwestern Glantri. They are made welcome by the Flaems of Braejr and found their own dominion, Nouvelle Averoigne.

730 AC: Settlers come to Glantri, including fair elves (descendants of the elves who fled the area in 1700 BC) and humans from Traladara and Thyatian colonies in Ylaruam. Frictions begin between the Flaems and settlers.

733 AC: Camille, increasingly erratic, abandons her duties as leader of the House d'Ambreville. After a Fractious family council, Etienne becomes leader of the family.

735 AC: The elderly Narenda ul Nervi dies in his sleep. His son, Kistna, proves a just and capable Rajadhiraja.

Andre-David de Fort appointed Huntsman of Nouvelle Averoigne.

738 AC: The king of Braejr, following the advice of Etienne d'Ambreville, institutes an official policy of welcoming and integrating the settlers. His subordinates follow an unofficial policy of making life unpleasant for the settlers. Frictions build.

747 AC: The Braejr Council of Lords outlaws clerical teaching and clerical magic, upon penalty of death.

748 AC: The merrow of the Sunlit Sea agree to help the Ierendi Navy in return for Ierendi agreeing to protect sacred merrow shrines from pirate plunder.

750 AC: A distant descendent of Yav leads the People of Yav on the road to the prosperous Yavdlom civilisation.

The Great Burning: Flaems burn threescore captured clerics - all of them of Thyatian or Traladaran descent.

754 AC: A second Great Burning is interrupted by maddened mobs. Armed revolt erupts in many of the small Thyatian and Traladaran communities. The army of Braejr ruthlessly suppresses the rebellion. Most of the able-bodied men of Thyatian and Traladaran descent are killed.

758 AC: Yav becomes an Immortal.

775 AC: King of Ierendi becomes an elected position after a rebellion against the Council of Lords.

776 AC: Rajadhiraja Kistna ul Nervi dies of a fever after reigning for four decades. His strong rulership cemented Sind's unification. A grandson, Hansh ul Nervi, succeeds Kistna as Rajadhiraja.

784 AC: A third-generation Thyatian settler kills a Flaemish lord. Flaemish forces attack his village. War erupts again between Thyatians and Flaemish.

784 - 788 AC: The Followers of Flame (the Flaemish) war with other settlers in Glantri. With defeat come the executions of Flaemish lycanthropes who fought against the elven and Thyatian settlers.

785 AC: Battle of Braejr; the settlers are driven south of the Vesubia by the Flaemish.

786 AC: An Alphatian wizard named Halzunthram the Free Sword arrives in Flaemish lands and helps the humans and elves there against the Flaems, organising the settlers into an efficient fighting force.

788 AC: The settlers defeat the Flaemish at the Battle of Braastar. Halzunthram captures the council and declares this land to be a protectorate of Alphatia; war breaks out again. The elves become independent and the Flaemish revolt. Many Flaemish lycanthropes fight and die in the ensuing rebellion. Beginning of the "Forty Years Without Peace."

790 AC: Ierendi's Council of Citizens is formed.

793 AC: Rajadhiraja Hansh ul Nervi is found dead after eating a poisoned fig. His son Ramanan takes the throne.

800 AC: Birth of Suleiman Al-Kalim, a great philosopher and warlord of the desert nomads of Ylaruam.

Orcwars. Desperate Broken Lands hordes ravage neighbouring nations for food, treasure, or shelter. Caravans systematically plundered. Cities torched. Agitation in Darokin.

Devilfish appear in the Sunlit Sea. War breaks out between them and Undersea, characterised by localised skirmishes and terrorist attacks by the devilfish.

802 AC: A gold rush in Glantri brings many Rockhome dwarves into that nation. A plague sent by the orcish Immortal Yagrai spreads into Glantri, and the Glantrians are convinced that the dwarves are responsible, resulting in a vicious war on the dwarfs by the people of Glantri. Lycanthropes seem peculiarly susceptible to the plague - few werecreatures survive.

805 AC: Dwarves fleeing the anti-dwarf policies of Glantri establish small communities in the mountains of Nagpuri, Gunjab, and Peshmir.

808 AC: The Order of Vanya is founded in Hattias by priests banned from the Thyatian Storm Soldiers.

812 AC: Rajadhiraja Ramanan ul Nervi dies after eating a bowl of figs. His eldest son, Kulpakh, assumes the throne, claiming his father's death is the result of Immortal justice. Within a week, Kulpakh begins issuing bizarre proclamations - exhorting the Jadugeryas to find a way to make it snow in the Great Waste, proclaiming all Rishiyas to be vampires feeding on the people of Sind, and insisting all animals be set free of their bondage and not asked to do man's work. Within a month, Kulpakh dies when a ceremonial elephant freed to wander the streets runs amok and tramples him. Kulpakh's brother Balin, barely in his twenties, takes the throne.

814 AC: A massive Schattenalfen invasion of the Azcan empire is turned back at the Battle of Huixtla. (HW)

815 AC: The Azcan attempt to carry the war onto the Schattenalfen lands ends in ambush and disaster at the Battle of Wondyviel. (HW)

825 AC: Al-Kalim captures the village of Ylaruam and establishes it as his tribal seat.

826 AC: Al-Kalim captures Cinsa-Men-Noo, Parsa, and Ctesiphon, and unites the Makistani and Alasiyan tribes under the banner of the Eternal Truth.

827 AC: Campaign against Alphatian overlords in Ylaruam ends with successful siege of Jaboor, removing Alphatian presence in the region.

828 AC: Lord Alexander Glantri, of Thyatian descent, captures Halzunthram and confirms the land's independence from Alphatia. The population names the land Glantri in his honour. The Forty Years War ends.

Principalities of Glantri expel all dwarves, some of whom migrate to Darokin. They depart on Minrothad ships to join the craftsmen of the Minrothad Isles; they settle on Fortress Island.

829 AC: Lord Glantri founds the Republic of Glantri and reforms the Council of Lords into the Council of Princes.

830 AC: The Ylaruam campaign against the Thyatian overlords ends with the successful siege of Tameronikas, driving Thyatian influence from the region.

831 AC: Founding of the Confederated Tribes of the Emirates of Ylaruam.

832 AC: Rajadhiraja Balin ul Nervi drowns in the Asanda's flood waters while trying to rescue a child caught in the churning river. His eighteen-year-old daughter (and only heir) Nitara ul Nervi claims the throne of Sind and the title of Ranidhiraja. After a rocky start - plagued with assassinations and failed coups - her rule stabilises into fifty years of peace and prosperity.

835 AC: Suleiman al-Kalim's pilgrimage to the Immortals. Al-Kalim begins quest on the Path of the Dynast.

841 AC: The dwarven port of Stronghold is established on Fortress Island in Minrothad.

845 AC: Under Etienne's guidance, construction begins on the School of Magic in Glantri. Richard and Isidore appointed Werewolf Executioners of Nouvelle Averoigne.

846 AC: Orc horde from the Broken Lands loots Ardelphia, utterly destroying the city.

850 AC: In Glantri, Richard and Isidore become werewolves.

850 - 862 AC: The Council of Minrothad refines government structure and establishes office of ruling guild master. The first ruling guild master, Missan Meditor, is appointed. Severe laws restricting immigration are passed.

855 AC: Suleiman Al-Kalim composes the Nahmeh, an important work of Ylari religious thought.

858 AC: The Light of Rad, a cadre of Glantrian leaders, proclaims nobility limited to wizards only and declares that Council members gain the hereditary title of Prince. The Republic of Glantri is decreed the Principalities of Glantri.

Establishment of the Eternal University and Council of Preceptors in Ylaruam.

859 AC: Illegal Glantrian nobles are expelled and the wizards crush a minor rebellion.

860 AC: Suleiman Al-Kalim retires from public life.

867 AC: "King of Ierendi" becomes a ceremonial title; kingship becomes the reward of the annual Crown Tourney.

875 AC: Construction is completed on the School of Magic. Etienne d'Ambreville becomes its first Grand Master.

880 AC: Fire Island is declared off limits to all shipping. The Minrothad thieves' guild secretly establishes Cove Haven as a pirate base on this island.

882 AC: Ranidhiraja Nitara ul Nervi abdicates the throne of Sind in favour of her grandson, Anandarun ul Nervi. Nitara then embarks on a ship bound for Alphatia, ostensibly to tour Floating Ar and other wonders of the world. She doesn't return.

889 AC: Rajadhiraja Anandarun ul Nervi is assassinated, leaving no heirs. Those close to him suspect the rajah of Nagpuri, but can present no proof. Vadin, Kulpakh ul Nervi's great-grandson, seizes the throne.

890 AC: Ruling Minrothad guild master Kitrina Meditor passes Isolation Act prohibiting immigration and most visitors to Minrothad.

896 AC: Etienne d'Ambreville is confirmed as a new prince, and Nouvelle Averoigne as his principality. Sire Henri and Catharine assassinate him. Etienne's magic exacts revenge, killing them and sending Chateau d'Ambreville into a deadly dimension from which no one can escape. The Council of Princes forbids new settlement in the abandoned lands, lest the same fate befall others.

897 AC: The Srinivasans of Sandapur petition Rajadhiraja Vadin ul Nervi to allow them to secede from Nandin-ruled Jhengal, claiming incompetence on the part of the rajah of Jhengal. Amid rumours of graft, bribery, and corruption, the Rajadhiraja orders Jhengal divided into East Jhengal (named Azadgal by its new rajah) and West Jhengal (stubbornly called "Jhengal" by its inhabitants).

898 AC: New immigration wave to Glantri. The population mixes freely, and frictions decrease.

900 AC: Marilenev is a flourishing trade village of 500. Emperor Gabrionus IV of Thyatis moves on Marilenev, conquers it, and claims all of the Traladara region as a Thyatian protectorate. Marilenev is renamed "Specularum." Many refugees from Traladara flee to Darokin. The Thyatians also conquer several areas of the Isle of Dawn, and build and settle the city of Oceansend in Norwold.

North Isle is annexed by Minrothad. The refuge colony of Gapton is established there.

Suleiman Al-Kalim falsely spreads reports of his death to conceal his disappearance as he continues his quest for Immortality.

A new wave of colonists begins to reach the eastern Savage Coast, including people from Ylaruam, Yavdlom, and the Thyatian Empire. They bring feudalism and class structure. Adventurers begin to establish domains that eventually develop into the Savage Baronies, and absorb the elven, dwarven, and human cultures already in the region. Settlers discover the Red Curse, but decide to stay anyway. A few halflings also begin to arrive on the Savage Coast, and are absorbed into local cultures. (RS)

901 AC: Kers Zeberdesti, a Jadugerya claiming to be Anandarun ul Nervi's illegitimate son, heads a successful coup against Rajadhiraja Vadin ul Nervi. Kers takes the throne, as well as the ul Nervi name.

902 AC: The Barony of Narvaez is founded along the Savage Coast by an expedition of Ispan people from the distant Thyatian Empire. Narvaez claims a great deal of land, from the Claw Peninsula to the Bay of the Siren (Baia da Sereia), including land already occupied by human, elven, dwarven, and tortle inhabitants. (RS)

903 AC: The Dominion of Vilaverde is founded by Ispans and people from Yavdlom. (RS)

905 AC: Nueva Esperanza (New Hope) declares independence from Narvaez. (RS)

906 AC: Dwarves and elves in lands claimed by Narvaez declare themselves the Barony of Montoya. (RS)

908 AC: The State of Copetez is founded in the plains of the eastern Savage Coast. (RS)

909 AC: The Barony of Montejo is founded inland from Narvaez; the Dominion of Tanaka is founded by people from Yavdlom. (RS)

913 AC: Rajadhiraja Kers ul Nervi dies in a blazing fire - apparently the result of a magical experiment gone awry - - that destroys the royal palace and much of Sayr Ulan. His son Darshan becomes Rajadhiraja, and orders the palace rebuild. The architectural plans call for an artificial lake with the splendid new palace built on an island in its centre.

The Barony of Narvaez splits between two heirs; the northern section remains Narvaez, and the southern portion becomes the Barony of Sotto. (RS)

914 AC: Toktai Khan of Ethengar repelled at Hayavik - last serious invasion of the Freeholds from Ethengar.

915 AC: A Himaya named Sarad Ylayci seizes the throne in a bloody coup. He claims to be yet another illegitimate son of Anandarun ul Nervi. Once his power is secure, he orders construction on the palace continued. Like Kers Zeberdesti, Sarad takes the ul Nervi name as well as the throne.

The State of Aranjuez is founded in the plains near Montejo. (RS)

916 AC: The Barony of Cristobal is founded several miles north of Narvaez. (RS)

919 AC: Ethengar attacks Heldann Freeholds, repelled.

920 AC: The war between the Kingdom of Undersea and the devilfish ends indecisively.

Economic agreement signed between Glantri and Darokin, allowing free passage for all merchant caravans. Business is booming in Glantri City.

921 AC: The inland State of Escudor breaks from Sotto. (RS)

926 AC: The Barony of Rivera is founded within Sotto, causing a small civil war; Rivera achieves independence. (RS)

927 AC: The Great Merger. Darokin's largest and richest merchant families agree on a central government for the entire country. Charles Mauntea picked to lead Darokin, beginning the reign of the Merchant Kings.

929 AC: The State of Texeiras is founded along the eastern part of the Bay of the Siren. (RS)

930 AC: The Barony of Marino declares independence from Narvaez, claiming the western shores of the Bay of the Siren. (RS)

931 AC: A /cinnabryl/ mine is discovered near Nueva Esperanza. Sages discover its protective value when used against those affected by the Red Curse, but others discover that it harms those unaffected by the curse. /Cinnabryl/ is known, but not generally coveted. At this time, depleted /cinnabryl/ is discarded after use. (RS)

932 AC: Lydia Mauntea takes over rulership of Darokin after the death of her husband, Charles. She assumes the title "Chancellor".

934 AC: Chancellor Mauntea calls the Second Great Merchants' Council in Darokin. Many of the reforms started in 927 are finalised, including the election of a new president upon the death of the current leader by a standing Council of 15 major merchants.

934 AC: The Barony of Gargoña is founded in western Sotto; after a short civil war, Gargoña is granted independence. (RS)

935 AC: The Barony of Quimeras declares independence from Narvaez. (RS)

Participation in Ierendi's Crown Tourney is opened to any individual willing to swear allegiance to the Council of Lords, the Council of Citizens, and Ierendi.

936 AC: Sotto declares war on Gargoña; after a few months, Gargoña conquers Sotto and absorbs all but the southern portion, which organises into the State of Almarrón. The official name of the culture of all Savage Baronies except Vilaverde and Texeiras is changed from Ispan to Espan; the language spoken is Espa. (RS)

937 AC: Narvaez attacks Quimeras and Montoya, and reabsorbs both after a short war. (RS)

939 AC: Rulership of Sind passes to Timin ul Nervi when his father, Rajadhiraja Sarad ul Nervi, dies in bed.

To encourage internal consolidation, Almarrón strikes south and takes over Nueva Esperanza and surrounding territories. (RS)

940 AC: All Minrothad trading vessels are now captained by merchant-princes and carry marines.

A boatload of refugees from the Stonecarver culture, driven ashore by a titanic hurricane onto Azcan lands, found the town of Colima. (HW)

The Barony of Alcazar is founded near Cristobal. (RS)

941 AC: The Barony of Torreón is founded south of Cristobal and Alcazar. (RS)

942 AC: The Azcans defeat the Schattenalfen at the Battle of Ploiec, and are consequently able to maintain the Tepetitlan gold mines. (HW)

A human smith in Torreón experiments with depleted /cinnabryl/; she discovers its usefulness and names the substance /red steel/. A few small weapons of /red steel/ are produced. (RS)

944 AC: Most recent orc horde to invade Five Shires defeated in Eastshire.

947 AC: The State of Bigotillos is founded north of Copetez. (RS)

948 AC: Stefan Karameikos III born.

Thyatian Emperor grants Priests of Vanya the right to emigrate fro Hattias.

Dwarves near Nueva Esperanza begin experimenting with /steel seed/ found in the local /cinnabryl/ mine. When they accidentally mix it with /vermeil/, they stumble upon the formula for /smoke powder/. They begin searching for ways to use the new substance. (RS)

949 AC: Birth of Moctitlapac, the current Tlatoani (Emperor) of the Azcan Empire. (HW)

Vardon Kalimi named Chancellor of Darokin after the death of Lydia Mauntea.

Zyndryl, an Alphatian nobleman, founds Seashield.

950 AC: Minrothad signs neutrality pacts with most mainland countries.

A small but powerful army of Hattian clerics of the Immortal Vanya conquer the Heldannic Territories. Freiburg falls; Halvardson family massacred.

The Nordhartar Defence League is formed at the Council of Soderfjord, creating the Soderfjord Jarldoms. Treaties with Vestland and Ylaruam aid Soderfjord in securing Overland Trade Route through Castellan and challenge Ostland to desist coastal raiding. Ostland in turn allies with Thyatian Empire.

951 AC: A pet tiger seriously mauls Rajadhiraja Timin ul Nervi. Although he survives, Timin is crippled and abdicates the throne in favour of his son Kapil. The new Rajadhiraja is only sixteen years old, but quickly proves himself a capable leader in repelling the worst humanoid raids known this century.

The Barony of Babosas is founded east of Vilaverde. (RS)

952 AC: Siege of Altendorf, last Heldann city to surrender. The conquerors rename the Heldannic Freehold the Heldannic Territories; the Thyatian Order of Vanya is recast as the Heldannic Knights.

954 AC: The World Elevator is constructed to facilitate trade with the Atruaghin Clans living atop the Atruaghin Plateau.

957 AC: The first arquebus is constructed in Nueva Esperanza; a function for /smoke powder/ has been found, but it is rarely used because of the dangers. (RS)

958 AC: Texeiras conquers the Barony of Marino and the Dominion of Tanaka. (RS)

959 AC: Alphatia begins another direct war upon Thyatis.

960 AC: The Alphatian assault forces reach Thyatis City and kill the Thyatian emperor, but are repelled by a counterattack led by Thincol the Brave, a famous gladiator.

962 AC: The Barony of Los Elegidos is founded north of Torreón, Alcazar, and Cristobal. (RS)

963 AC: The Azcans discover the Stonecarvers at Colima, and send a small troop to wipe them out. The Colimans prevail, however, and maintain their way of life. (HW)

Yazi gnolls attack Montejo and Aranjuez. (RS)

965 AC: Kitrina Meditor, ruling guildmaster of Minrothad, is assassinated. The council of guild Leaders acts as regent until Oran Meditor comes of age.

Prince Haldemar of Haaken begins his voyage on the Princess Ark, discovering the southern polar opening into the Hollow World and the invisible moon, Myoshima. (KW/HW)

966 AC: Montejo and Aranjuez unite diplomatically to form the Barony of Saragón. (RS)

967 AC: The Barony of Morales is founded just north of Torreón, between Cristobal and Alcazar. (RS)

968 AC: Torreón wars on its neighbours, conquering and absorbing Morales and Alcazar; Cristobal and Elegidos are weakened but do not fall. Elite Torreóner warriors use swords of /red steel/, the first recorded instance of that metal's use in a large battle. (RS)

969 AC: Torreón discovers deposits of /cinnabryl/ in Terra Vermelha, and moves to take over those lands; to forestall a possible war over mining rights, diplomats gather and form the Treaty of Tampicos, which is signed by Torreón, Vilaverde, Texeiras, and Hule. (RS)

970 AC: Duke Stefan Karameikos III trades his ancestral lands (the Duchy of Machetos) to Emperor Thincol for independent rulership of Traladara, which is renamed the Grand Duchy of Karameikos. Duke Stefan sails to and takes possession of his duchy, then begins parcelling out land and titles to his Thyatian followers. He begins building roads across the Duchy and a strong military to protect it. A minor rebellion and several assassination attempts follow his move to Specularum.

Elegidos disappears without a trace. (RS)

971 AC: Corwyn Hoff named Chancellor of Darokin after the resignation of Kalimi.

Babosas is conquered and absorbed by Hule. (RS)

972 AC: Moctitlapac is installed as Tlatoani - Emperor of the Azcans. (HW)

975 AC: Rypien Hallonica named Chancellor of Darokin after the death of Hoff.

King Thar unites Broken Lands, threatening Darokin commerce. Enforces Tharian Code of Conduct. The Legion is created. Thyatis frowns at the military threat.

The wheel-lock pistols is developed in Nueva Esperanza. Certain leaders, including a warrior named Cimmaron, encourage the secret production of the weapon. (RS)

977 AC: Almarrón conquers and absorbs Escudor, then turns north and initiates hostilities with Gargoña and Rivera. (RS)

978 AC: To help defend itself from Almarrón, Rivera agrees to be absorbed into Gargoña. While Almarrón is distracted, Nueva Esperanza begins hostilities; Cimarron's pistoleers make quite an impression. (RS)

The Heldannic explorers of the Hollow World become aware of the Oostdok dirigibles and decide that they would nicely complement their fleet of Warbirds. (HW)

979 AC: Adventurers are drawn to le Chateau d'Ambreville and break the curse. Etienne is released from his dormant state. The chateau crumbles into ruins; all the d'Ambrevilles except Etienne age and die. Etienne visits Old Averoigne, and brings his friend Genevieve de Sephora, Lady of Sylaire, and her spacious tower (the House of Sylaire) back to Glantri. He wishes his family back to life and sets about restoring Nouvelle Averoigne to its former status. Sire Malachie du Marais enters Glantri from Old Averoigne. An epidemic of wolf lycanthropy begins.

Duke Stefan Karameikos marries Lady Olivia Prothemian.

Devilfish resume their attacks on the Kingdom of Undersea.

The revolution in Nueva Esperanza continues, led by General Cimmaron. Almarrón and Gargoña end hostilities, and both ratify the Treaty of Tampicos. (RS)

980 AC: Lycanthropes are again discovered in Minrothad and in Undersea; fear spreads that more may have escaped the Silver Purge (443-445 AC). Devil swine and wererats seem particularly numerous. Weresharks reappear in Undersea.

Etienne is confirmed once again as a Prince by the Glantrian Council of Princes. Catharine departs for Thyatis City as Glantri's ambassador.

Wulf von Klagendorf becomes High Cleric of Vanya in Freiburg.

Ierendi Council of Lords is renamed the Ierendi Tribunal, becomes an advisory council consisting of elected and appointed officials.

Lady Adriana Karameikos born.

Armed with a wheel-lock pistol and a /red steel/ sword, General Cimmaron leads his forces to victory over troops from Almarrón at the Battle of Hondo; his followers declare him Earl Cimmaron, and Nueva Esperanza becomes the centre of the newly independent Cimmaron County. Dissatisfied with recent leadership, the people of Almarrón revolt against their leader and overthrow him. Making use of old Traladaran philosophies, they establish a democracy. (RS)

981 AC: Cristobal relinquishes claims on its holdings, except for one tower and a few square miles of land; the Lord of Torre Cristobal gives up the title "Baron" but maintains independence from other powers. (RS)

982 AC: Sire Malachie du Marais wins control of the Barony of Morlay deep within the Valley of Wolves, in Glantri.

Lord Justin Karameikos born.

984 AC: Saragón ratifies the Treaty of Tampicos. (RS)

Moglai united the Murkit tribe in Ethengar.

985 AC: Founding of the Canine Protection Society in Glantri.

Copetez and Bigotillos unite through marriage; the lands are merged to form the State of Guadalante. Guadalante ratifies the Treaty of Tampicos. (RS)

986 AC: Lord Valen Karameikos born.

Moglai Khan unites the tribes and becomes Great Khan of the Ethengarians.

Dona Esperanza comes to power in Gargoña and leads her state into peace, beginning a policy of neutrality regarding all the other Savage baronies. (RS)

988 AC: After Hallonica's death, the Merchant's Council names Corwyn Mauntea, great-grandson of Charles and Lydia, president of Darokin.

989 AC: Oran Meditor takes office as ruling guildmaster of Minrothad, instituting reforms.

Black Eagle Barony invades Eastshire in the Five Shires in search of slaves and ill-gotten booty; is repelled. Attacks continue for two decades.

990 AC: Cimmaron ratifies the Treaty of Tampicos. (RS)

991 AC: Oran Meditor rescinds the Isolation Act and opens Minrothad to outside contact.

992 AC: Rajadhiraja Kapil ul Nervi dies of injuries sustained while battling a blue dragon that had plagued Baratkand. A grandson, Chandra ul Nervi, becomes Rajadhiraja.

The Treaty of Cortesillas, between Guadalante and Saragón, solves the question of watering rights for cattle between the two nations. (RS)

994 AC: Almarrón faces a time of troubles. An opportunist seizes control of the state and declares himself dictator of the nation. (RS)

Heldannic settlers move west into Ethengar lands, are massacred.

995 AC: First assassination attempt on Oran Meditor. Clan Kasan is behind the attempt and is removed from control of the water elf guild. Clan Elsan is promoted to replace Clan Kasan.

997 AC: /Cinnabryl/ is discovered in Slagovich; it is mined and traded to Torreón, Texeiras, and Cimmaron for /red steel/. (RS)

998 AC: Second assassination attempt on Oran Meditor. The assassin is believed to be a hired wizard from Glantri.

Punitive raids by Heldannic Knights against Ethengarians.

Undead are reported in the waters to the south.

999 AC: The first vial of /crimson essence/ is produced by an alchemist in Saragón. The secret spreads to a group of adventurers, who become the first of the Inheritors. Some of the Inheritors rise to power in the Brotherhood of Order and the Friends of Freedom. To balance them, other Inheritors join the Neutral Alliance. (RS) 

"Gazetteer" and pre-Wrath Time 
1000 AC: Minrothad celebrates 150 years of nationhood. Oran Meditor makes public appearances to stop rumours of his continued ill health.

In Glantri, the Brotherhood of Free Wolves is pressing hard for their own Principality under the leadership of Sire Malachie du Marais, Baron of Morlay.

Werecreatures in the southern waters of Undersea grow in numbers and strength.

Vestland is a modern nation and a strong, independent trading partner with the nations of Mystara. Ostland is a powerful, independent ally of Thyatis, aggressive and belligerent, barbaric in culture and religious practices. Soderfjord is a weak alliance of feuding minor jarls, victimised by giantish clans and Ostland pirates.

Ylaruam is under governance of sultans from Preceptors faction of Al-Kalim's descendants. Its culture and economy flourishes.

Shark-kin take up arms against the land dwellers; devilfish increase their attacks on Undersea; the numbers of undead and werecreatures in the southern waters grows at an alarming rate.

Everast XV is on the throne of Rockhome.

Prince Haldemar of Alphatia foils a plot by the Rajah of Jaibul to add Putnabad to the Rajahstan of Jaibul.

The Immortals begin a conflict that eventually begins to affect mortals throughout the world.

Aegos becomes the site for an Alphatian project to dig a pit through Mystara's mantle into the Hollow World. (KW/HW)

1001 AC: Political lobbyists introduce a bill allowing the practice of clerical magic in Glantri under very strict conditions. Clerics must obtain a letter of sanction from the ruler of the dominion they wish to practice clerical magic, and the ruler has free rein over the terms of the sanction - fees imposed, types of magic allowed (healing only, etc.), expiration of the letter, and so forth. Clerics are still forbidden to preach their beliefs, regardless of any letters of sanction, and only Parliament of the Council of Princes may grant a letter of sanction to clerics operating within the free territories of Glantri.

The Council of Princes is evenly split over the matter, and the measure goes to the House of Lords at Parliament. Sire Malachie du Marais votes against it, but the measure passes. The White Wolf prepares for an infestation of lycanthropy-fighting clerics.

The Inheritors face internal conflicts and reorganise the aligned societies (the Brotherhood of Order, the Neutral Alliance, and the Friends of Freedom) into the three Orders of the Inheritors (the Order of the Ruby, the Order of Crimson, and the Order of the Flame). (RS)

1002 AC: Sire Malachie learns of an enormous silver deposit in the bedrock beneath le Chateau de Malinbois. This is a serious obstacle to his plans to control Malinbois.

1003 AC: The Council of Princes approves and Act of Enfeoffment in the economically depressed area of Bramyra, ending years of chaotic contests for control of the area. 
"Wrath of the Immortals" 
1004 AC: A gold strike in les Montagnes Noires leads to a rapid influx of population with the Valley of Wolves in Glantri. Sire Malachie must contend with the fact that the majority of the newcomers are unwanted - they put a great strain on the taxed natural resources of the valley, strip the mountains of precious minerals Sire Malachie hoped to control for himself, and clash with the resident populations (both werewolves and non-lycanthropes).

The Council of Princes approves an Act of Enfeoffment in the area of Fort Sablestone. Sire Malachie attempts to capitalize on the Council of Prince's current willingness to create new Principalities. The White Wolf is also amused at this - if the Council grants an Act of Enfeoffment in the Valley of Wolves, it will become the thirteenth Principality.

Spring: Thyatis city suffers an enormous riot by the poorer citizens, who have seen a steady decline in the quality and quantity of free bread passed out by the officials. This has little effect on anyone not in - or under - Thyatis city. The wererats of Thyatis participate in the riot, as they depend on the free bread almost as much as Thyatis's poor do.

Spring: Both Alphatia's mages and Thyatis's military forces become more pushy and uptight than usual.

Spring: An Alphatian elf, Troikithus, uncovers evidence of the Brotherhood of the Radiance, and reports it to Empress Eriadna. A week later, his body is found floating in one of Glantri City's canals.

Summer: Relations between Glantri and the Empire of Alphatia become strained, as the Alphatian Council of Wizards accuses the Glantrian Great School of Magic of harbouring followers of the Entropic Immortals and using forbidden, evil magics. Spies and counter-spies make matters worse. Prince Etienne d'Ambreville is swept up in the politics and espionage between the two magocracies.

Summer: Clerical missionaries of the Immortal Vanya from the Heldann Territories are slaughtered while travelling through the Ethengar Khanates.

Fall: Several Glantrian nobles having dinner together are assassinated by a bombardment of lightning bolts, fire balls, and other powerful magics. The sole survivor, Prince Innocenti di Malapietra, testifies the killers were wearing Alphatian clothing.

Fall: Thyatis reinforces Glantri's demand to surrender the assassins, to everyone's surprise.

Fall: Without benefit of a declaration of war, the Heldannic Knights send several punitive raids into Ethengar, launching deadly lance-cavalry attacks against Ethengarian encampments and slaughtering every last man, woman, and child encountered.

Fall: Humanoids from the Black Mountains invade Graakhalia in force. The Master's spies learned of the routes through Graakhalia to tunnels beneath Sind; his agents made sure the humanoids heard there was rich plunder to be had beneath the Plain of Fire. The Graakhalians fight fiercely, then desperately, as band after band of orcs, goblins, bugbears, hobgoblins, and other humanoids press deeper into Graakhalia's labyrinths.

Fall: A band of Glantrians are sentenced to death for the arson of dozens of temples of the Immortal Asterius.

Winter: Glantrian adventurers escaping from Alphatia start a fire in Aasla as a distraction, which grows into a firestorm and devastates the city.

Winter: Humanoids secure Graakhalia's upper levels against the elves and gnolls, paving the way for the Master of Hule's plot to seize Sind. Hulean agents struggle to consolidate the bickering humanoids into an army that can hold Graakhalia while the Master moves additional forces into place.

Winter: Kiritan ul Nervi, egged on by Hulean agents, stages a coup against his brother, Rajadhiraja Chandra ul Nervi. The counter-uprising of Sind's people is met by thousands of humanoids and brigands appearing out of the earth itself to fight on the side of the new Rajadhiraja. More humanoids pour into Sind from the Plain of Fire, reinforced by Urduk nomads and a tribe of ogres from the Sind Desert. The civil war sets rajah against rajah as factions fight for control. Kiritan's forces quickly gain control of Sayr Ulan. Many loyalist Sindhis die protecting their ruler from assassins, and the Rajadhiraja flees to Ulimwengu.

1005 AC: The Council of Princes in Glantri approves an Act of Enfeoffment for la Vallee des Loups in favour of Sire Malachie du Marais.

Ethengar hordes attack the Heldannic Territories.

Prompted by attacks from Bellayne, the goblinoids of the Yazak steppes begin unifying. Robrenn attacks and irritates the Yazi goblinoids. (RS)

An internal holy war begins in Narvaez. The church of Narvaez unifies the factions by providing an external enemy: the other Savage Baronies. Narvaez carries its Inquisition to the other Baronies. (RS)

Spring: Empress Eriadna of Alphatia issues a proclamation of war against Glantri. In return, Glantri, backed by the Empire of Thyatis and the Heldann Freeholds, declares war on Alphatia.

Spring: Rajadhiraja Kiritan ul Nervi consolidates his position as Sind's new ruler. He seems blind to the fact that he's merely a puppet, and that the Master of Hule pulls his strings. Many rajahs accept the situation, seeing opportunities to increase their own power. Only Rani Drisana of Jalawar, Rajah Mohan of Baratkand, and Maharajah Kami of Peshmir refuse to recognise Kiritan's claim to the crown.

Summer: Alphatia starts building up its forces in preparation for eliminating the Empire of Thyatis as an obstacle to invading Glantri.

Summer: The three rajahs of Sind who refuse to acknowledge Kiritan as Rajadhiraja attempt to overthrow the usurper. Their efforts are hampered by the fact that their mumlykets are separated by mumlykets whose rulers have sworn obedience to Kiritan. Opposed from without by Kiritan's Hule-backed forces and from within by spies and stooges, the attempted coup fails miserably. Maharajah Kabir Rudraksha of Kadesh seizes the opportunity to invade Peshmir, taking 87-year-old Maharajah Kami prisoner and setting his son Hara up as Peshmir's new Maharajah.

Summer: Alphatian wizards travel secretly to Glantri, and set loose hordes of monsters - many from other planes. Many of these monsters spill over the borders into Sind. Some join the Master's forces; others simply roam about looking for trouble.

Fall: In Jalawar, Inay Paramesh, a distant relative of the Madhars, overthrows Rani Drisana Madhar. Without the help of Kiritan's elite guard, Inay could not have hoped to succeed. Vijay Niranjan, the rani's half-brother, falls in the fighting, as does Rohit, her first husband. Drisana escapes with her husband Bhagwandas. The two flee to Ulimwengu in search of Rajadhiraja Chandra ul Nervi.

Fall: The Alphatians on the Isle of Dawn assault the Fortress of Kendach and the Hold of Fenswatch. After a few weeks, West Portage is taken.

Winter: On the trail of rajadhiraja Chandra ul Nervi, Drisana Madhar reaches Ulimwengu. She learns that he passed through Karimari territory on his way to seek help from Yavdlom, then travelled back through hoping to drum up support among the Urduk nomads who did not join the Master's forces. Drisana stays in Ulimwengu, hoping to convince the Karimari to supply warriors, elephants, and triceratops in the event Chandra ul Nervi can form an army to regain his throne.

Winter: His power over Sind now relatively secure, the Master convinces Kiritan to invade Darokin. The combined forces of Sind's armies and the Desert Nomads overwhelm Darokin's defences and drive the Republic's armies before them. Akesoli falls within weeks, and the armies soon reach the city of Darokin itself. A substantial number of weretypes live secretly in Darokin - merchants and adventurers who contracted lycanthropy while abroad.

1006 AC: Torreón, Vilaverde, and Texeiras ally with Narvaez, rather than fight that state. The other five baronies (Guadalante, Cimmaron, Almarrón, Saragón, and Gargoña) ally to fight against the Narvaez alliance. Gauchos and Swashbuckler "freedom fighters" prove effective against the naval power and mercenaries of the Narvaez alliance. (RS)

Hule attacks the Savage Baronies. The baronies end their conflict to unite against Hule. (RS)

Spring: Glantrian wizard-adventurers travel to Alphatia and harass the nobles there - fire-bombings, hit-and-runs, and the like.

Spring: Duke Stefan declares Karameikos independent from Thyatis, now the Kingdom of Karameikos.

Spring: Chandra ul Nervi hastily pulls together his own army of Urduk nomads, mercenaries, brigands, and outlaws from the Barren Plains and the Sind Desert to retake Sind while its fighting forces are occupied in Darokin. His ragtag army includes nearly 100 Karimari warriors with their /moto moto rods/ and mounted on elephants and triceratops, a number of Yavdlom warriors disgusted at their nation's policy of non-interference with "destiny", and loyal Sindhis who fled their homes when the civil war broke out. Panicking, Kiritan withdraws his armies from Darokin to meet his brother's threat.

Spring: The forces of Karameikos (including some werecreatures, although they try to keep that secret), Alfheim and the Five Shires march to the defence of the city of Darokin. They lift the siege, and over the next few weeks slowly drive back the Desert Nomads. The Master's forces, weakened by their sudden loss of manpower, begin to lose the ground they had gained in Darokin.

Summer: As the eastern armies drive the Desert Nomads from Darokin, Kiritan's armies barely manage to hold off Chandra ul Nervi's irregular troops. Disgusted with this turn of events, the Master diverts his reserve forces to reinforce Kiritan's armies - rather than sending them to Darokin as he'd originally planned. The sudden influx of humanoids turns the tide against Chandra ul Nervi. His forces decimated and scattered, the rajadhiraja flees back through Ulimwengu. The Master relinquishes his hold on Darokin, but tightens his grip on Sind.

Summer: Days after Chandra ul Nervi's defeat, a devastating meteor sent by the Master of Desert Nomads smashes through the skyshield and slams into the Darokin/Glantri border. The impact creates an enormous crater north of Lake Amsorak. It destroys a mountain range, and raises an impenetrable cloud above the two nations. The resulting earthquake knocks down buildings in Akesoli and devastates the village of Chandbali. The dust cloud rising from the impact is larger than some countries. It covers all of southern Glantri and northern Darokin and extends over northeastern Sind. For days it blocks the sun. When it finally settles, ash and dust cover everything, smothering plants and fouling drinking water. The harvest is ruined, and a winter famine threatens.

Fall: The trees of the Canolbarth begin to darken, twist, and mutate, becoming increasingly inhospitable to the elves.

Fall: The dwarves of Rockhome, dismayed at the events of the surface world, retreat into their subterranean communities.

Fall: The Master of Hule decides that Chandra ul Nervi must be eliminated as a potential threat to the conquest of Sind. He sends ten divisions across the Great Waste to Ulimwengu, certain that 10,000 soldiers would be more than enough to overrun the primitive Karimari forces and drive the deposed ruler out of his hiding place. The few soldiers and humanoids who survive the resulting massacre bring word of Ulimwengu's magical defences back to Hule. The Master is surprised to learn that the Karimari are far more than they appear. His magics penetrate the illusions that had kept the truth of Shani Kijiji and the Karimari from him.

Fall: The Master's attack on Ulimwengu is enough to convince even the most progressive-thinking Karimari to close their borders once more. All refugees are politely asked to leave - immediately. Chandra ul Nervi and Drisana Madha seek shelter among the Yavdlom people.

Winter: The Great Khan of Ethengar, whose people have suffered from several savage raids by the Heldannic Knights, invades the Heldann Territories. His forces march straight to the capital, Freiburg, and lay siege to it.

Winter: On the Isle of Dawn, the Alphatian army attempts to secure the centre of the island, turning its attention to Redstone Castle.

Winter: Zealot followers of the "Desert Garden" philosophy of Al-Kalim cross the Altan Tepes into northern Thyatis, and take Fort Nikos without a single loss of life on either side. The next day, they seize the town of Biazzan, also without a fight.

1007 AC: Yazi gnolls attack the Savage Baronies, which have been severely weakened by previous conflicts. The Master of Hule sets a curse on his enemies, inflicting floods and other natural disasters on the Savage Baronies. (RS)

Reston of Akesoli becomes King of Ierendi.

Spring: The Heldannic Knights and Empire of Thyatis formally sign a treaty of alliance.

Summer: King Thar of the Broken Lands leads his humanoid hordes in raids on southern Glantri, finally besieging Glantri City itself.

Spring: Kiritan vows to root out the last of his brother's supporters and begins a systematic program of oppression. The Master of Hule and his agents are more than happy to assist.

Spring: The Graakhalians stage a last-ditch effort to drive the humanoids from Graakhalia. They're soundly defeated. Nearly half their population has died fighting or of starvation (no time for harvests) since Graakhalia was invaded. The survivors retreat deep underground, into territory hitherto unexplored.

Summer: On the Isle of Dawn, the Alphatians take Newkirk in a surprise attack. Within a couple of weeks, Redstone Castle's commanders surrender.

Summer: Thousands of humanoids from the Broken Lands move into Glantri and Darokin; some enter northeastern Sind, adding to its misery. A few spill over into Graakhalia.

Fall: The Ylari forces in Biazzan decide to withdraw. The entire force slips away before the Thyatians are aware, getting all their people and most of Biazzan's wealth across the mountains safely.

Fall: Shadow Elves invade, conquer, and settle Alfheim, transmuting the forest and forcing the Alfheim elves to flee north to Wendar and south to Karameikos. Bands break away to brave the Desert Nomads in search of the long-lost Sheyallia elves. They find no sign of their brethren.

Winter: Plague erupts in the Heldann Freeholds, starting in the city of Freiburg.

Winter: An elf from Alfheim stumbles on a Sheyallia elf sheltering with a Sindhi family in Baratkand. The two gather together as many elves as they can and enter Graakhalia in search of the scattered Graakhalians.

Winter: Ochalea and the Pearl Island capitalize on the war raging between Thyatis and Alphatia to declare their independence.

Winter: The elves fleeing southward from Alfheim are trapped by a harsh winter in the icy foothills of the Cruth mountains.

1008 AC: The Savage Baronies again enter into border conflicts. Tortles and other peasants revolt. In Almarrón, rebels oust their dictator and install a Baron descended from their former noble rulers. The Colonial Revolt begins, and many colonies rebel against their parent states. Yazak goblinoids attack throughout the Savage Coast. (RS)

Countless uprisings, civil unrest, riots, and assassination attempts disturb Kiritan ul Nervi's rule. The Master orders him to tighten his control of his nation or suffer the consequences.

Spring: Helskir is overrun by Alphatians, who quickly sweep south and capture the northern 2/3 of the Isle of Dawn. Within a few days, Eruul Zaar is crowned king of Helskir by Empress Eriadna herself.

Spring: Military forces from the Five Shires join the army of Darokin to help keep order there and defend Darokin from the humanoids occupying the Great Crater.

Spring: The Alfheim elves reach Karameikos, and are ceded land in the east of that kingdom.

Summer: Plague spreads throughout the north, reaching Glantri through Ethengar. With little clerical magic to combat it, Glantri's population is devastated. Lycanthropes seem just as susceptible as normal folk, and the Valley of Wolves loses many werewolves.

Summer: The many clerics of Heldann are increasingly winning the war against the plague. Healthy combined forces from the Heldannic Knights and Ostland penetrate into the Ethengar Khanates and, at the community of Tromso, massacre some of the armies which attacked their territories.

Summer: The Alphatian Naval Fleet sails around the northern end of the Isle of Dawn and engages the Thyatian fleet. Great harm is inflicted by both sides, and eventually the Alphatian navy retreats to the Isle of Dawn.

Fall: Ethengarians attack Alfheim elves crossing their territory to reach Wendar in the north.

Winter: Glantri is finally recovering from the plague, and is able to drive most of the humanoids out of Glantri into the Great Crater. Thar's hordes now decide to attack Darokin, but are driven back by the armies there.

Winter: The Alphatian Navy makes landfall in Ylaruam, at the town of Cubia, two days sailing from the Thyatian border.

1009 AC: Chandra ul Nervi, sick at heart at the abuses his brother has been heaping on the Sindhi people, surrenders himself to an agent of the Master of Hule. He agrees to return as Rajadhiraja - under Hule's control - in order to stop the worst abuses. The Master sees this as a way to quiet Sind's unrest and promptly replaces Kiritan with Chandra ul Nervi.

Spring: The Heldannic Knights launch a force to come, somewhat belatedly, to Glantri's rescue. Knights make an epic ride through Rockhome, Ylaruam, and Darokin, joining the Darokin army in time to push Thar's forces down into the Crater.

Spring: The Alphatian forces marching in by land slam into Fort Zendrol and capture it. For the first time in decades, Alphatian forces march across the border into mainland Thyatis.

Summer: The Alphatian military machine rolls through the Thyatian duchy of Tel Akbir.

Fall: The second group of Alfheim elves leaves the northern Glantrian mountains and enters the nation of Wendar. The Glantrian plague follows them there.

Fall: Thyatis, hard-pressed by the Alphatian military juggernaut, sues Empress Eriadna for peace.

Fall: A storm of tremendous force deluges the Alphatian city of Sundsvall with rain, hail, and lightning - and drains the world of magic. For an entire week, no magic works, either on Mystara or in the Hollow World. Lycanthropes can no longer transform and are stuck in whatever form they were in when the storm struck. When magic returns, so does lycanthropy and its effects. The storm and its after-effects were caused by an Immortal artifact, the Nucleus of the Spheres, the source of the radiance, a magical power unique to Glantri. (KW/HW)

Fall: Magic stops working, and Yazak goblinoids sack the capitol of Herath. Though magic is restored a few days later, the Red Curse has spread across the coast. Inheritors of the baronies begin introducing /cinnabryl/ throughout the coast, while taking control of most of the /cinnabryl/ mines as well. (RS)

Winter: The Thousand Wizards of Alphatia teleport to the skies over Glantri City and begin a magical bombardment. The Nucleus of the Spheres is destroyed and Glantri is devastated. Immediately afterward, earthquakes rock Alphatia, and the continent sinks deep beneath the sea. Etienne d'Ambreville vanishes. 
Poor Wizard's Almanacs 

1010 AC: The nations of the Known World begin the long, difficult process of rebuilding.

In Glantri, the Principality of Fenswick is enfeoffed.

Sind is still occupied by the Master's forces. Chandra ul Nervi is a virtual prisoner in his palace; the rajahs and maharajahs are no more than puppet rulers. The Master licks his wounds and launches more attacks against Darokin - from the sea.

Dwarves stumble upon the city of Oenkmar.

Unusual amounts of snow runoff from the mountains flood Graakhalia, Darokin, and the Five Shires.

The shadow elves in Aengmor (former Alfheim) realise that without the Alfheim elves' maintenance spells, their forest will die. In desperation, they enlist the help of elves in Norwold in developing spells similar to those spells the Alfheim elves had used.

Shadow Elves exploring the lower crust discover the Schattenalfen elves of the Hollow World and open diplomatic relations with their long-lost relatives. (KW/HW)

Thyatis drives hard into the Alphatian regions of the Isle of Dawn, retaking all of the Isle except Helskir and Thothia. Thyatis also drives Ylaruam's small forces from its territory on Brun.

Hule raids Darokin, threatening trade with the west.

Three Alphatian mages posing as magical spirits invade the Atruaghin Plateau, subjugate the Clans, and destroy the World Elevator.

The Great Khan of Ethengar attacks the Heldannic Territories, hoping for a quick victory while the Heldannic forces are occupied with conquering Landfall and other matters. Months of besieging Grauenberg, skirmishing with Heldannic troops, and raiding Heldannic settlements result in very little gain for Moglai Khan. Changing tactics, he proposes peace with the Heldanners, and they become uneasy allies.

King Thar steps down in favour of his adviser, King Kol IV of the kobolds.

Rockhome dwarves resurface, drive off humanoid invaders.

Darokin, The Five Shires, Ylaruam, Rockhome, and Karameikos form the Western Defence League, each pledging to aid any of the League's members in time of war or disaster.

Overcrowding among the Hollow World Jennites contributes to the rapid spread of a disease that the Jennite clerics cannot halt. A Nithian healer named Tibnuhati cures the plague before it devastates the Jennite herds, but there is no guarantee the plague will not strike again. (HW)

The Malpheggi Lizard Men suffer an epidemic that reminds them of the Nithian disease that had once destroyed their people. The epidemic kills a thousand lizard men. (HW)

Henri battles Isidore and Richard over who will succeed Etienne d'Ambrevilles as Prince of Nouvelle Averoigne. Isidore kills Henri in a magical duel.

Thaumont 25: The Immortals awake Alphatia in the Hollow World. (HW)

Kaldmont: The Five Shires declare war on the Black Eagle Barony and march in to free its oppressed people.

1011 AC: Plague, famine, and food riots strike Thyatis City and the countryside.

Karameikan School of Magecraft founded at Krakatos, near Specularum.

Atruaghin Clans revolt against their Alphatian masters, regain their freedom.

Heldannic Knights seize Oceansend in Norwold, establish Heldannic rule.

Inevitable death of Canolbarth becomes obvious.

New Kolland becomes the first humanoid principality in Glantri, with King Kol as its Prince.

Civil war in Rockhome between King Everast XV and the mad golem Denwarf; King Everast XVI crowned.

Thar allies himself with King Alebane of Ogremoor to invade Rockhome while the dwarves are caught in a civil war. The campaign is a disaster; in disgrace, Thar flees to the Makkres Mountains of Vestland.

Thothia retaliates against Thyatis. Rallying the "Alphatian Irregulars" (divisions of the fragmented Alphatian military), Pharaoh Ramenhotep pushes the Thyatian armies out of Thothia, through Trikelios, and all the way to Ekto.

The Floating continent of Alphatia manages to drive the Heldannic Knights from the Hollow World. (HW)

Nuwmont: The Five Shires capture Ludwig von Hendriks, the Black Eagle Baron.

1012 AC: Joam Astlar appointed Sheriff of Seashire; Jaervosz Dustyboots pursues the nefarious Black Eagle.

Riots continue in Thyatis. Emperor Thincol I dies; Eusebius succeeds him.

Specularum, Karameikos is renamed to Mirros. King Stefan names his daughter, Adriana, heir.

Port of Neuhafen opens in Heldannic Territories.

Soderfjord Jarldoms enter the modern age by electing a king: Ragnar I, the Stout.

Humanoids, dwarves, and shadow elves war for Oenkmar, ancient city sacred to the elves, who win it.

Magical rain slows Canolbarth's inevitable death.

The first Annual World Games are held in Selenica.

Subtle events mould a darker, more sinister Glantri.

The Great Waste is primarily home to creatures loyal to the Master of Hule and to people trying desperately to survive in spite of the invaders.

1013 AC: 
The Present

1014 AC: The present. 

The Future

1020 AC: Joint Darokinian and Thyatian operations to protect their interests. All-out war pits humans vs. orcs. 

1050 AC: Ylaruam falls under the rule of Kin faction sultans. Its culture and economy flourishes, but its values decline, and there is a resurgence of traditional tribal enmities. 

Time of the Great War

1200 AC: Great War with the Master of the Desert Nomads. [NOTE: This is a variant timeline that is now unlikely to take place. See adventure D&D module X10, .] 

Humanoid Preliminary Timeline
Hey all! I mentioned a while back that I was working on a more complete timeline for our favourite humanoids in the Broken Lands, hoping to update things to give them all the credit they deserve- from pre1000 AC up through the WotI.

I thought I'd post what I've gotten so far, for your perusal, and also to solicit your help for what you think might be some good ideas for their activities, or even some things they've done in the interim in your own campaigns. Also, feel free to direct any questions, clarifications, or just to ask where in the hell do I purport to get my information from, anyhow? ;)

944 AC- Xoteczuma is born in Oenkmar.

946 AC- Xilochtli is born in Oenkmar.

949 AC- Lord Zotl is born in Oenkmar.

951 AC- Xilochtli is taken by shamans of Atzanteotl to study at the Great Temple.

954 AC- Thar is born in Orcus Rex.

955 AC- Zar is born in Kol.

958 AC- Doth is born in High Gobliny.

960 AC- Yazar is born in High Gobliny.

961 AC- Constantin Diocletius (Kol XIV) is born in Kol.

963 AC- Xoteczuma takes a mate, a fellow Wokan.

964 AC- Zotl is recruited into the army of Oenkmar, following his family's traditions; Xilochtli is named High Priest of Atzanteotl.

966 AC- Xilochtli, under Atzanteotl's instruction, immolates himself. He is resurrected, more dangerous than ever.

967 AC- Xilochtli embarks on a crusade to stamp out heretics in Oenkmar; Among the victims sacrificed to Atzanteotl is the husband of Xoteczuma.

968 AC- Hutai Khan is born in Hobgobland.

970 AC- Moghul-Khan is born in Yellow Orkia; Ohr'r is born in Bugburbia.

972 AC- Thar becomes a Nosferatu(1). King Oth deposed following failed raid on Hobgobland; Doth takes over rule of High Gobliny.

973 AC- Yazar routs the armies of General Zar(2); Later, she and Doth are married- a marriage of convenience.

974 AC- Zotl becomes general of the Oenkmarian army, after a distinguished career.

975 AC- OrcWars: King Thar unites the Broken Lands; Haa'k Hordar is born in Trollhattan; Red Orcland is freed of High Gobliny rule(3).

976 AC- Alebane is born in Ogremoor; Hoolg Red-Mane is born in Red Orcland.

977 AC- Ximanga is born in Red Orcland; Thar institutes the creation of Duh Legion; Nizam Pasha is born in Gnollistan.

982 AC- Ohr'r is expelled from Bugburbia and sent into Glantri with his gang of toughs.

984 AC- After a long career with the Fellowship of the Pouch in Glantri, Ohr'r is finally caught by Prince Jaggar and sent back to Bugburbia. He is named Chieftain not long after.

989 AC- Ximanga is kidnapped and taken to Oenkmar.

Additional Notes:

1) Prince Morphail Gorevitch-Woszlany, angered at having one of his spellbooks stolen, slaughters much of Chief Thar's horde (the rest flee like the cowards they are). He turns Thar into a Nosferatu and sends him back to the Broken Lands to wreak havoc among the pitiful humanoids there, in order to teach them a lesson. Of course, Thar's newfound powers enable him to more quickly rise to power than otherwise would have been possible. Note also that, even if Thar himself didn't consider vampirism a threat to his rule, Prince G-W wouldn't want a bunch of humanoid vampires threatening him either (recall his laws in his own barony in Glantri), so Thar will not spread this condition, in any event.

2) Yazar distinguishes herself in this latest Kol- High Gobliny war, winning the loyalty of many High Goblinians; factions form between her supporters and Doth's.

3) This manoeuvre is widely regarded as a large coup on Thar's part. In order to break up the power of High Gobliny, Red Orcland is returned to its proper rulers. This also earns Thar the admiration of the Red Orclanders.

That's about all I've got so far. There are still a few notable events to place in the "prehistory" of the Broken Lands, among them Alebane's gladiator days, Moghul-Khan's lycanthropy, Nizam's holy crusade in Ylaruam, plus a few others. 

Tuma
here is my now very late and still very unfinished timeline for Tuma.

In the original module B5: Horror on the Hill? I don't know. The only one that wasn't ever really placed (to my knowledge) is B8: Journey to the Rock, which is pretty much just a generic module.

wrong. B8 was placed in southeastern Darokin, just to the north of the eastern Five Shires where those two rivers start in the Cruth mountains that flow west through the forest to Darokin city ... these two rivers are the two that show up in the module.

In fact, it's funny you should bring this up, because one of the things I have been meaning to post to the list is my theory about the City of Tuma which is featured in the module ... it is a major city from the distant past that has been placed into an alternate plane. Long before the GAZ series came out, I used this city in my campaign as an ancestor of Thyatis, on the theory that where there is Byzantium, there's Rome (if you catch my drift). Any-hoo, I've since been trying to update this idea to integrate it with more recent historical "discoveries" - let's see what everybody thinks of this:

c. 3000 BC: The wreck of the Beagle, which has brought so much suffering and destruction to Mystara, is metamorphosed by the Pandian Council into the magical Nucleus of the Spheres, and it is moved from its original location to a huge cavern deep beneath the surface of Brun. This new location is not revealed to even the most powerful of mortals. The remnants of the Teigh-Mohr Combine, the Necromancer-Kings of Taymora, seek for the artifact in vain.

(I threw this in just to put later parts in context. I'm not even sure of the date on the Nucleus so please don't kill me, I'll revise this if I fucked up).

c. 2200 BC?: The Kopru Empire begins its rise to power, aided by the arrival in the Thanegioth Islands of Tanagoro/Oltec humans who replace the troglodytes as favoured slaves of the Kopru. (this is really rough at present. the Carnifex foldings in the Thanegioths collapsed c. 7700 BC and I am not certain what happened in the meantime ... the kopru were probably active, as well as Nagas and Yuan-Ti from the Serpentine Empire. There are also the Aranea, Rakasta, Tasloi, Ogres and Trolls, and Phanatons to account for ... the 2200 BC date is related to the arrival of the Tanagoro in Yavdlom but subject to radical revision if necessary - the eventual idea is that the kopru are involved in the destruction of Tuma indirectly, but I haven't worked out the dates for that yet. Also, there is the involvement of the Devilfish, Twaelar, and Taymorans to consider in this time period).

662-637 BC Thyatian migration to northern continent (this part's still kind of a mess, but I will rewrite it when I get the chance)

c. 600 BC: Thyatian, Kerendan, and Hattian sea reavers begin to return permanently to the northern continent. They war against the Doulakki, who are the native human inhabitants of the southeastern coastal area (their language and culture are related to the Traldar/Milenians).

572 BC: Death of Gunzuth the Clanless, founding of the Five Shires.

561 BC: A member of the Council of Alphatia, a wizard named Arkenas, who specialises in extradimensional magic, happens almost by blind luck to discover the wreck of the FSS Beagle (the Nucleus of the Spheres) beneath the continent of Brun, in Orc territory. He is about to bring this information to the attention of the Council, when an attempt is made on his life by an unidentified assassin. Fearing intrigue in Sundsvall, Arkenas flees with his secret to the western lands of the Antalians, with whose ways he is familiar. 558 BC: As the Orcs of the lands that will become Darokin are being slowly pressed back by Mealiden Starwatcher's Elves in the east and the newly resurgent Hin to the south, an ignominious little Hamlet names Tuma is established near little Lake Neshonan in the Cruth mountains. The new inhabitants of the town are a mixed group of humans: some are from the Traldar lands to the south, but many are Thyatians from among the newly arrived "sea tribes"; they seek a new home on the other side of the mountains, away from the constant warfare between the Doulakki, Traldar, and Thyatian groups, who are being manipulated by their corrupt Nithian overlords. The new "Tumans" are led by the far-travelling Alphatian wizard Arkenas. The town is lucky to have his guidance, for he manages to stave off attacks from Orcs, Dwarves, Nithian troops, and sundry bands of Traldar rovers in the next few years.

555 BC: Arkenas begins writing a formal and complete law code for the new city. Unbeknownst to his people, this law code also contains within it a subtly encrypted message which gives the location of the Nucleus.

554 BC, September 4th: Arkenas of Tuma leads his people, along with Hin and Elvish auxiliaries, to defeat an Orcish horde led by Queen Udbala's maternal grandfather, King Udgar the Oiled (Anointed?), at the old Traldar port of Athenos.

554-530 BC Kerendans migrate to Brun

534 BC: Arkenas completes the Codex of Tuman Law.

529 BC : Arkenas dies peacefully in his sleep. The townspeople of Tuma have already de facto agreed to a hereditary monarchy of his male descendants, but his only son Corus is not nearly the great wizard his father was. However, Corus is perhaps an even better diplomat and politician. He forges an alliance with the Elves to the north and the Hin rebels to the south, allowing him to draw upon their help to fight off attackers, and helping to bring the two demi-human races closer together in the process.

517-513 BC: Massive famine and disease in the Nithian Valley to the east. The final collapse of the Empire is underway.

511 BC: Antalian marauders sack the Nithian capital; Pharaoh Seth-Nekket (do we already have a canonical name for the last Pharaoh of Nithia? I couldn't find one so I made one up) flees west to Tuma. King Corus, unable to restrain his curiosity, agrees to shelter the corrupt God-Emperor of the Nithians in exchange for access to forbidden magical knowledge. The people of Tuma live in fear of the death-pall the Pharaoh brings to the town, and the Elvish advisors sent by Mealiden all caution against Corus' actions, but he is not dissuaded. In Nithia, chaos reigns as giant-led Antalians, Black Moon Gnolls, and Troglodytes (perhaps I should change this to Lizard Men, or Sis'thik) vie for mastery of the quickly depopulating river valley.

503 BC: Having achieved an alliance with the High General of the Thyatian Seareavers, Pharaoh Seth-Nekket leaves Tuma, marching with an army of mercenary humanoids to reclaim his Imperial Throne.

501 BC: Pharaoh Seth-Nekket has managed to partially retake his homeland, but he is killed by the Antalian hero Sigurd, a paladin who wields a Dwarf-wrought holy lance and rides into battle astride a huge White Dragon. Command of the Pharaoh's forces in the Valley falls to a Doulakki mercenary-general/king named Alexander (here is where I wanted to insert Cynidicea into the Tuma timeline ... there is much more work to do here but I will leave that till later). Violence and anarchy continue.

498 BC: Alexander reaches an agreement with the Gnoll chieftain Ghurnazzal. The two agree to join forces in an attack on the Antalians, driving them back north. Alexander builds a pyramid in celebration.

494 BC: the pyramid is completed. Zargon begins corrupting the Cynidiceans. Doulakki power begins to wane further.

493 BC: Queen Udbala of the Broken Lands raises the Great Horde and marches north, recruiting more troops from the Goblins and Gnolls.

492 BC: Battle of Sardal Pass. The Orcs are routed and massacred by the Dwarves. Kobolds invade the Gnomish Falun Caverns.

490 BC: By this point the Gnomes of the Northern Reaches have been driven out or killed.

480 BC: Hattians migrate to Brun

c. 475 BC: Dwarves begin exploration and colonisation of neighbouring territories.

468 BC: A sizeable group of Dwarves is allowed to settle in Tuma; they begin mining operations in the Cruth mountains nearby.

462 BC, July 11th (I apologise for the non-Mystaran months, I don't have my calendar handy but will convert these later): Adraneos Cindiel leads Tuman and Elvish troops to defeat Cheiranon Doulakhon at Athakia; The Doulakki are no longer an important political force.

454? BC, august 4th: Elvish citadel built at Corun's Glen

400 BC: King Aurille II of Haven abdicates in favour of Orollion and Rowena

353 BC, September 8th: The Salonikos Confederacy is formed (this ties together the Tumans, the Elves, the Hin and the now fast-declining Cynidiceans - the other allies are not very certain of the eastern humans at all but feel they have no better choice - Thyatians? Antalians? Gnolls? Dwarves?!!?!). :)

350 BC: Mealiden Starwatcher abdicates the throne. Alevar Grunalf is King of Alfheim.

251 BC: Glimreen Gemeye discovers a jet engine artifact from Blackmoorian times.

? November 26th Romulus and Remus born (okay this is very incomplete ... my idea is to tie Tuma to the RW Rome by having Tuma's dates of existence = the time between Aeneas' voyage from Troy and the founding of Rome - Arkenas = Aeneas. not sure how I want to do this. any suggestions?)

202 BC, October 3rd: Ilirinia is born.

200 BC? Eastwind clan in control of southern Darokin

192 BC: Alphatian troops invade Thyatis.

190 BC: Alphatian conquest of Thyatis complete.

178 BC, April 24th: Lirdrium Arkayz born.

157 BC, December 4th: Traefus Izkirant is born.

Lirdrium and Traefus are the two senator's sons who will later be chosen to guard the halves of the Tuman amulet.

155 BC, April 8th: Darokin City founded.

c. 150 BC: Humanoid attacks on Alfheim prompted by Shadow Elves. work begins on flying city of Serraine. Nagpa and Tabi arrive and volunteer to help with the construction. (Nagpa are coming from Varellya I think?)

130 BC: The City of Tuma disappears from Mystara

c. 100 BC: Traldar slaves in Lost Valley revolt against the Hutaaka. (perhaps Hutaaka are involved in security relationship with Tuma)

98 BC: Rebellion against the corrupt King Bollo of Rockhome; Rockhome Senate Established, after the Tuman/Thyatian model.

91 BC Sphinxes join Serraine project

14 BC the outer shell of Serraine is completed.

2 BC: Lucinius Trenzantanbium drives out or kills Alphatian overlords.

1 BC: Gnomes settle Highforge in Traladara territory

1 AC: Zendrolion Tatrokanitas becomes Emperor.

9 AC Gnomes contact Faenare to join Serraine

16 AC work begun on Great Library of Serraine

20 AC: Emperor Zendrolion dies. Empress Valentia the Justiciar issues her Citizen's Proclamation and initiates other reforms.

21 AC: Ansel Darokin declares himself King of Darokin, beginning the reign of the Eastwind Kings.

39 AC, Ambyrmont 1: The Flying City of Serraine makes its maiden flight.

91 AC Great Library of Serraine completed.

114 AC?: (Tarquins overthrown)

(3)50 AC, April 9th: Sage of Atorathe born.

(3)87 AC, April 20th: first battle of Shattenfaelsen 

WENDAR-DENAGOTH TIMELINE
(Timeline for the Wendar and Denagoth Region v 2.4)

BC 6000: There is no true civilisation in the Outer World. Humans are tribal hunter-gatherers, living mostly in plains and light forests. They are divided into three great races: Neathar (light-skinned), Oltec (copper-skinned), and Tanagoro (black-skinned). Dwarves are barbaric mountain and foothill dwellers, mostly goatherds. Elves are sheltered, protected and nurtured by the forest-spirits they worship; they do not need to work or suffer. There are no monstrous humanoids on the world to threaten the demihumans. Halflings live in the rolling hills and forests of the southern continent, some distance from the elves, whom they respect greatly. (HW)

BC 5000: The childhood of the elves is over; the forest spirits stop sheltering them, forcing them to leave paradise and to seek their own futures. The first great elf civilisation, Evergrun, rises on the southern continent. (HW)

BC 4500: Beastmen - reincarnated souls of evil beings - appear in the upper Borean Valley, a frozen land north of Blackmoor. These beastmen are wild, chaotic creatures that do not breed true; whelps may have some or none of the traits of their parents, may be of different size and appearance. This is all brought about by the magic of Hel, who wants to introduce more confusion, dismay, and death into the world. (HW and GAZ10)

BC 4100: Neathar living near the Borean Valley establish the first contacts with Beastmen and begin to trade and barter after the initial diffidence of the humans and some minor skirmishes. In the following decades, intermarriage becomes quite common among some humans and a small number of Beastman tribes, and a new stock of people (children of Neathar and Beastmen) spreads in this area, living peaceably alongside the Beastmen and the Neathar. These people have purely human characteristics despite their parentage. Hel did not plan for this to happen but when she saw that it was starting to happen she decided to let it and watch the consequences.

BC 4000: The human Blackmoor civilisation begins a meteoric rise due to its great success in developing powerful sciences and technologies. It conquers and assimilates all surrounding human tribes and quickly grows very powerful. (HW)

BC 3500: The Blackmoor civilisation is flourishing. It conducts trade and intermittent war with the southern elves, at the other end of the world. (HW) Blackmoor priests demand the extermination of the "unnatural" beastmen in the upper Borean Valley, and promote holy wars to hunt down and destroy those creatures. (HW)

By this time the elves of Evergrun who are curious about the world in which they live in migrate from Evergrun. Four clans, the ancestors of modern Shadow Elves, colonise the area near Blackmoor. Another clan, the Aquarendi settles near the sea further to the south of Blackmoor. Another clan, the Geffronell, settles in a forested area which would later become known as Wendar. (HW modified)

The elves who settle near Blackmoor are influenced by the Blackmoor culture as are the elves in Evergrun who keep in contact with them. They also try to influence the Aquarendi but they are rather more obstinate. There is no contact with the Geffronell as they left Evergrun slightly earlier than the other clans and did not keep contact with Evergrun. (HW modified) The widespread Neathar race is beginning to undergo development; the language in individual areas changes rapidly into very different dialects, and the independent Neathar tribes no longer recognise a kinship or a common origin among themselves. (HW)

BC 3200: The Blackmoor crusades drive the Beastmen farther north, into the land called Hyborea; they adapt to the colder climate and survive. The humanoid race born from the Neathar-Beastmen crossbreed flees south-eastward instead, retreating to the inhospitable mountains and eluding the Blackmoorian pursuers. These mountains are the area which will become known as the Icereach Mountains. The Neathar-Beastmen crossbreeds inhabit the southern parts of these mountains just north of what will become known as the Denagothian Plateau. (HW modified)

BC 3100: The Aquarendi clan are finally sick of the continual pressure from the Blackmoor elves to embrace technology. The Aquarendi have tried to gain aid from Ordana but she is unhappy with all elves at the moment and how most they have turned from her path. The Aquarendi seek the guardianship of Manwara, an Immortal of the sea who is more open to their plight, and enter the warm waters to begin a new life. (PC3 modified)

BC 3000: In Blackmoor a nuclear device in the Beagle which had been tampered with by locals explodes in an event later called the Great Rain of Fire which wipes out the immediate area including the Blackmoor civilisation. The axis of the Known World is shifted causing the Blackmoor area to move closer to the north pole and the elvish civilisation moves closer to the south pole; the elves migrate to their colony of Grunland (which now begins centuries of volcanic upheaval that lead to its being renamed Vulcania). (HW modified)

Large areas around Blackmoor including much of the Gazetteer area is darkened by clouds thrown up during the explosion. A nuclear winter scenario exists over much of this area. Ice activity is increased in mountainous and near-mountain areas and glacial activity is increased or initiated in such areas.

In the Geffronells'' territory many elves suffer because of the Blackmoor catastrophe and the following nuclear winter. Some of them contract a rotting disease and die, others begin to loose their memories of the past and slowly isolate from their neighbours.

BC 2990: Nine elf-mages join together to prevent the utter annihilation of their folk and eventually create the Elvenstar, whose curing and protecting magical properties help the elves to survive the cataclysm. In the following years they travel north to a great plateau and with the use of their combined magics create a lush healthy forest in the southern edge, and migrate there with most of their clan, settling in what they call the Great Forest of Geffron, a more secluded and safe place to live than their former valley. In the ensuing years the nine elves train many apprentices in the magical arts to give their clan a better chance to stand against the savage creatures of the surrounding regions, unknowingly completing the Trial and Testimony needed to become immortal in the Sphere of Energy. Then they travel extensively in the surrounding regions and finally find a lesser artifact of Energy, completing their Quest. At this time they realise they've stumbled on the path to immortality and search for an Immortal to sponsor them: but when they find out they have to compete against each other to attain immortality, they refuse, as they are so closely linked to each other to feel as one single person. Impressed by their show of friendship and honour, Thor agrees to sponsor them as a group, and after many battles they finally attain immortality in the Sphere of Energy.

BC 2800: A separatist branch of the southern elves, led by Ilsundal the Wise, decides to abandon Blackmoor technology and return to the nature-oriented magic of their ancestors. They begin a long migration northward in the hope of finding the lost colony of the Aquarendi elves that had settled near Blackmoor. (HW modified)

BC 2700: The growing tribes of Neathar-Beastmen crossbreeds spread south from their mountain homes colonising the northern parts of what will be known as the Denagothian plateau. They do not venture far enough south into the forested southern part of the plateau.

BC 2500: Over time the area affected by the nuclear winter scenario decreases and glacial activity decreases as the area warms up again. By this time these areas are becoming more habitable. (HW modified) In Grunland, the elvish civilisation is losing its battle with the elements: it has forgotten most of its magic and its Blackmoor technology is failing. A second separatist group of southern elves begins the long march northward (HW) they are led by a wise elven sage named Genalleth and his young elf apprentice Enoreth.

BC 2400: A human culture, the Antalian tribes (descendants of the Neathar) are flourishing in the area later to be called Norwold. They are a blond, warlike culture with bronze weapons and armour. (HW)

BC 2300: By this time Ilsundal's expedition, after a long trek across western Davania, has crossed the Strait of Izonda to the Immortals' Arm, and headed east along the Savage Coast. Genalleth's expedition takes another route through the Addakian Sound. The two migrations do not meet up. (COM modified)

BC 2290: Genalleth dies during the trek across the Addakian Mountains. Enoreth replaces his beloved mentor as head of the expedition and heads northward.

BC 2200: Some elves break off from Ilsundal's migration and eventually find their way to the frozen valleys of Glantri, where they settle. A few from Enoreth's migration also reach Glantri and settle among their cousins a little bit later. (HW modified)

BC 2120: Enoreth's migration comes across a large forested area, which will later be known as Wendar. He decides to settle his people there. Enoreth calls the forest Genalleth after his mentor who died during the migration from Grunland.

BC 2100: The leader of the Den tribe of Neathar-Beastmen crossbreeds, Jotakk, decides to unite her tribe with the surrounding ones. She leads the warriors of her tribe in war against the nearest neighbour in order to "persuade" them to unite. The tribe of Den is situated in the area of badlands where Gereth Minar currently stands. Elsewhere, Ilsundal's migration reaches the Sylvan Realm in the far west.

BC 2094: Jotakk succeeds in taking over the Kroj tribe.

BC 2091: Jotakk succeeds in taking over the Zo-lak tribe.

BC 2087: Jotakk takes over the Zeress tribe a particularly powerful tribe thus proving herself a capable warleader. Numerous other tribes surrounding the growing lands of the Den tribe give in an agree to join the larger tribe peacefully. Jotakk fashions herself as the ruler of a new kingdom and calls it Denagoth, which translates to the Land of the Den.

BC 2000: Antalian colonists migrate southward into the lands later to be called the Northern Reaches. (HW and GAZ7)

BC 2000-1750: An agricultural settlement flourishes along the river Nithia; it swiftly becomes the seat of a fast growing culture.

BC 1950: The Shadow Elves travels back to the surface and they settle in Glantri again, but they do not meet any of the elves from Ilsundal's migration that have also settled in Glantri in BC 2.200, since they are separated by many hostile humanoids and some human tribes.

BC 1800: Genalleth elves discover the Geffronell clan living on the northern plateau and establish the first contacts with the long forgotten brethren. They soon discover the Geffronells have few vague memories of their origins and the pre-cataclysm period, and they don't remember about their homeland, Evergrun. Enoreth begins to conduct diplomatic missions to befriend the lost clan, who is at the moment very suspicious about foreigners.

In the Sylvan Realm, Ilsundal creates the first Tree of Life and becomes an Immortal.

BC 1725: King Loark raises Great Horde at Urzud (which is located at a fork in the Borea River according the map in GAZ10) and migrates eastward, continuing his Quest for a Blue Knife. (GAZ10) (Note: GAZ14 says that the Horde moves southwards, HW says that the Horde migrates southeastward with great hordes of hill goblins, trolls and giants especially begin moving southward into areas occupied by human settlers.)

Some elves move to the southern part of the plateau with the Geffronells' permission and settles in the western tip of the Great Forest of Geffron. They rename it Lothenar Forest after their leader; the two groups of elves get along well.

The elves remaining in what will later be known as Wendar claim the forested valley as their own territory and rename it Genalleth Valley. Thanks to Enoreth's effort, the three groups are now linked by a solid and mutual friendship and they unite in one single elven nation, Enoreth becoming their leader.

BC 1724: Akkila-Khan believing he is working off better knowledge than Loark raises an appreciably smaller horde an moves southeastward from Urzud on his Quest for the Blue Knife.

BC 1723: Akkila-Khan comes across the northern edge of the Denagothian plateau and starts ravaging the Denagothians.

BC 1722: The Great Horde of King Loark cross the Icereach Range and ravages the Antalian culture of Norwold and learning Norse culture, and sending the Antalians there into a dark age; the Immortals Odin and Thor send intact communities of Antalians into the Hollow World. (The descendants of the outer-world Antalians eventually become the men of the Heldann Freeholds.) (HW) Some Antalians cross the Mengul mountains and join with the Denagothians against Akkila-Khan.

BC 1721: Thanks to the efforts of the brave Denagothians and of the Antalians, Akkila Khan is forced to move on southward, entering the elves' territory. Using their superior magic and knowledge of the region, the elves drive Akkila's forces out of their land, and he ends up in Ethengar.

BC 1720: Akkila-Khan conquers the southern steppes of Ethengar (GAZ10)

BC 1711: The Great Horde reaches pre-Khanate Ethengar. Akkila-Khan allies with King Loark against Ethengarian nomads. (HW)

BC 1700: The elves of Glantri discover, in the area that will be later known as the Broken Lands, a strange artifact from the lost Blackmoor civilisation. They tinker with it, and the artifact explodes cataclysmically, sending impenetrable clouds into the sky, and spreading a strange rotting plague among the surviving elves. The elves shelter themselves in the deepest caves, finding an incredible series of caverns and beginning a years long migration. Some emerge in the Five Shires (the Gentle Folk), some arrive in the Hollow World (Icevale elves), some perish.(HW) Again a nuclear winter scenario exists, this time over much of Glantri and areas immediately surrounding it. Glacial activity is increased or initiated in the mountains in the area affected.

In Genalleth the temperature decreases.

As a consequence of the humanoid invasion and the Broken Lands catastrophe, the Kingdom of Denagoth collapses when the last of the Denagoth Kings dies without heirs, and the warleaders struggle among themselves to gain power. Despite the end of the large Denagothian tribe, the fact that their language has become pervasive throughout the area and the sense of racial unity that the Neathar-Beatsmen crossbreeds have, they still think of themselves as Denagothians and the entire plateau on which they live as Denagoth - although they still enjoy warring amongst each other and now against the Antalian tribes that have joined them on the plateau.

Due to the Broken Lands catastrophe, a great area of the Geffron Forest is turned into a vast plain, when trees wither and die because of the radioactive rains; the area will then become known as the Avien Plains. In Genalleth and on the Denagothian plateau, many elves and humans contract a strange disease that afflicts their minds as well as their bodies, draining physical strength and memories at a very fast rate. Fortunately, thanks to the help of the Geffronell elves, who use the Elvenstar to cure the disease, the three elven groups don't suffer too much casualties. Unfortunately, because of the radioactive disease they contracted, the elves have lost their earlier memories and even though the effect has been stopped thanks to the Elvenstar, they have forgotten the name of their former leader (Genalleth) and their ancestry (their memories date back to BC 1900). They only know that they now live in Brun, that their leader is Enoreth and that they have named their land Genalleth, but they don't remember anything more about the past 500 years. (This way, the name of the leader of the second expedition from Grunland was forgotten.)

The Korrigans, creators of the Elvenstar, become known and worshipped by elves of the Enoreth migration as well, becoming the Immortal patrons of all the elves of the region.

BC 1690: Leaders from the now disunited Denagoth clans declare a truce and petition the Lothenar and Geffronell elves for help to fight the rotting disease that is now decimating their tribes. After much negotiating especially by Enoreth, the elves agree to use the Elvenstar to help the Denagothians, who in return swear not to invade the southern part of the plateau.

BC 1688: Enoreth dies of old age and is buried in a sacred tomb, Enoreth Shrine, in the Great Forest of Geffron, near the southern border of the plateau. Unable to find a charismatic figure to lead their clans, the elves agree to choose separately their own leaders and to let their "kingdom" fall; they remain in friendly terms with each other, anyway.

BC 1680: After Enoreth's death, relations between elves and Denagothians become strained.

BC 1000: The humans of the Northern Reaches area are conquered and enslaved by the Nithian Empire. (HW) Some human tribes attempting to avoid their fate migrate northward and westward: eventually, some of them cross the Mengul Mountains and reach Genalleth, where they settle. The Nithian Empire not liking the colder climates does not extend its grasp to these regions.

BC 900: The humans of Genalleth establish relationships with the Genalleth elves and gradually they become friends; intermarriages occur a few decades after, sanctioning the peaceful attitude of both races.

BC 500: The Nithian Empire, having incurred Immortal dislike, abruptly ends: the Immortals use magic to ensure that almost all trace of the Empire is wiped from the face of Mystara, including the Antalians of Genalleth. (HW)

AC 0: General Zendrolion Tatriokanitas assassinates King Lucinius and declares himself Emperor of Thyatis.

In the years since the fall of the self styled Denagoth Kingdom many tribes have risen and fallen in prominence amongst the Denagothians although nothing of consequence was borne out by any such minor kingdom. During this time Denagothians have spread throughout much of the Mengul Mountains and to those areas immediately surrounding the mountains. Also, with the passing of centuries, the Denagothians have forgotten what the Geffronell elves have done for them after the Broken Lands catastrophe, and they are making more and more raids into their forest, earning their enmity and distrust.

AC 100: Wendar, son of an elven adventurer and a human female with elven heritage, is born in Genalleth in the village of Gethenar. He astounds the chirurgeon of the village in that he is not still born as has been the norm with such births.

AC 117: Wendar, who has been adventuring since a young age manages to kill a huge green dragon in her lair that has been terrorising the area for some time. Wendar is lucky in this encounter in that the dragon was recovering from a disagreement with another dragon. Despite this the battle was tough.

AC 120: Wendar and a group of local adventurers take it upon themselves to patrol their homeland area and protect it from monsters.

AC 122: Adventurers from Sylvair join with Wendar and his group and expand their area of surveillance around Sylvair.

AC 125: People from surrounding villages also join up to the scheme set up by Wendar. People start referring to them as the Wendarian League.

AC 162: Wendar dies.

AC 163: The village of Gethenar changes its name to Wendar in honour of what Wendar did for the people of the area.

AC 210: Sylidair (an elf) is born from elven parents in the town of Sylvair

AC 250: Although the Wendarian League has still been active since Wendar's passing it has started to decline in numbers.

AC 400: By this time the Wendarian League has broken apart as separate villages start to look after their own security.

AC 533: Nebunar is born in a Neathar-Beastman (Denagothian) tribe, the Essur, in the tundra plains on the northern part of the plateau: he's the only child of the Essurs' chieftain.

AC 563: Nebunar leads his clan (the Essur) southward, conquering and enslaving the human tribes he finds along his path, until he reaches the Great Forest of Geffron. There, after destroying a few elven settlements, he builds Drax Tallen and declares himself King of Essuria: his kingdom encompasses the whole south-eastern tip of the Denagoth Plateau. Nebunar does not venture too far into the elves' territory.

AC 568: Idris'' cult begins to spread throughout Essuria and Denagoth. Nebunar (who is a follower of Idris) allows this to occur although he decides not to take an active part in the process - instead he does nothing to stop it, and this cult attracts many other followers among Nebunar's entourage as well.

AC 593: Nebunar acquires the Blackstick thanks to the help of Idris' High Priest and begins his studies to acquire the full mastery of its powers.

AC 595: Nebunar dies and the Blackstick is entombed with him; his son Dallovan succeeds him on Essuria's throne.

AC 613: Essuria expands its borders conquering the Avien tribes that live in the region called the Plains of Avien: the westernmost border is now the Lothenar Forest (not included).

AC 628: Dallovan dies after 30 years of strong and fair rulership: his son Naga ascends to the throne.

AC 648: Naga tries to conquer the town of Wendar and the neighbouring elven communities and marches south. After some minor victories, his armies are defeated by the joint forces of elves and humans, on the shores of the river later to be known as Naga River, where the Essurian King meets his demise. There is talk of restarting the Wendarian League at this time but petty rulers from some of the towns make sure that the idea does not come to fruition - they fear to lose the control they have over their villages.

AC 648-658: Civil War in Essuria. A bitter feudal war erupts in Essuria among the various clan leaders at the death of Naga, plunging the realm into one of its darkest periods. At the end of the war Naga's cousin, Ranyn (member of the Essur clan) rises to power after obtaining the loyalty of many clanleaders and slaughtering all the others who refused to acknowledge him as the rightful heir to the throne. In the meantime, many of the subjected tribes manage to break free from Essuria's yoke and become independent once again: Essuria loses control over the Plains of Avien. Ranyn is crowned fourth King of Essuria.

AC 668: Ranyn manages to conquer again the Avien Tribes.

AC 678: Ranyn establishes a small keep a few miles north-east of Naga River to guard the southern access to Essuria: the village of Geron is built.

AC 688: Ranyn dies: his son Gereth ascends to the throne. In Genalleth, Sylidair decides to create a special unit of loyal elves to defend his homeland from the menacing Essurian forces that have begun to occasionally raid the forest from the town of Geron. He bands up with some friends and creates the Defenders of Genalleth, an unofficial squad composed of elves only; then they begin to patrol the forest and the countryside and they rise in number in the following years.

AC 698-718: The Great War. A warlord from the tribe of Den named Henadin unites the northern tribes and marches south to conquer Essuria and re-establish the once powerful Kingdom of Denagoth. The war ravages across the plateau for 20 years, during which famine, massacres and diseases claim nearly half of the entire Essurian population. In a desperate effort to resist Henadin's powerful army, Gereth uses priests of Idris to rally humanoid tribes into his army: the backup forces of orcs, hobgoblins and gnolls that join the Essurian army prove vital to the campaign. At the end of the war Henadin is killed and his disbanded armies retreat northward. Gereth builds a great tower along the northern border of Essuria as a strategic military keep to control the northern tribes' movements and as a monument to Essuria's might: he names the tower after himself.

AC 724: Bensarian is born from human parents in the small hamlet of Kevar.

AC 726: Bensarian's family is killed during an orcish raid. An elf passing nearby discovers the little Bensarian under the charred ruins of his house and decides to bring the baby back with him to his clan stronghold. Bensarian is thus adopted by the clan of elves and grows up adopting their customs and learning their traditions.

AC 733: Gereth dies during a raid in the Plains of Avien to repress a minor unrest among those tribes: his son Minar ascends to the throne.

AC 738: A few Denagothian clans unite again and raid the northern provinces of Essuria, destroying the Tower of Gereth after a long siege. Essuria's army counterattacks and repels the invaders, re-establishing the former northern border. Minar rebuilds his father's tower and renames it Gereth-Minar.

AC 748: Minar tries to invade the Wendar region, but like his predecessor Naga he is promptly repelled by the joint forces of Genalleth and Geffronell elves and the humans living in Genalleth. The elves in particular use their better knowledge of the area and their superior magics to best the Essurian warbands and to affirm their predominance in this part of the region.

AC 753: Bensarian, now a wise man, starts to travel throughout Genalleth and then up in the Great Forest of Geffron, learning the customs and history of the elves living in the region and befriending every single clan.

AC 758: Minar dies: his son Landru ascends to the throne.

AC 763: Bensarian has discovered a big hole in the history of the elves living in the area and he offers them his help to discover their real roots and the secrets of their ancestors. The elves are positively surprised by the dedication and the friendship showed by the sage, and knowing this will not be an easy nor short task, they offer him to extend his lifespan in exchange.

AC 768: The Unhuman Treaty. Landru signs a treaty with the humanoid population living in Essuria and in the surrounding mountains that gives them the right to raid and sack the elven settlements in Lothenar and Geffron Forest, as well as in Genalleth, in exchange for their help in case of war. Lothenar and Geffronell elves begin to suffer greatly from these vicious and malevolent humanoids in the following decades, while Landru is able to conquer a big part of their lands.

The people (Denagothians) of Essuria do not know why Landru has done this as many distrust the humanoids. This is because over time the common Denagothian has forgotten his heritage from the Beastmen. Nebunar relearnt this fact from Idris and since then it has been a well guarded secret amongst the rulers of Essuria. Landru sings this treaty as much for aid in time of war as out of kinship with the humanoids.

AC 773: Landru calls upon the army to conquer the now thriving town of Wendar and the surrounding region, and thanks to the humanoids' help and the elves' temporary weakness he manages to get past the Mengul Mountains. Unfortunately, the humanoids disband just past the mountains and scatter to the four winds to raid the countryside without an organised strategy, so Landru and his army are defeated by the elves and the humans. The elven leader of the Defenders of Genalleth, Sylidair, personally kills the Essurian King during the final battle.

AC 774: Landru's brother, Beldan, ascends to the throne. The first thing he does is to abolish the Unhuman Treaty, and then he begins a personal crusade against orcs, ogres and other humanoids to avenge his brother's death (which he blames on them). He doesn't listen to the whispered promises and lies of the Idris' priests and ignores their advice on the humanoid affair: he is now on a personal quest for revenge. He also wants a scapegoat to explain the Essurian leaders' incapacity to conquer Genalleth and to unite the population.

AC 778: The High Priest of Idris, displeased with Beldan's actions, warns him of his misdeeds: the King merely laughs at such words and continues in his crusade, backed up by most of the population and much to the elves' joy. The High Priest then begins to spin a web of political intrigues and bribery to cause the king's downfall.

AC 783-788: Time of Terror. Beldan escapes some assassination attempts but is unable to find the real culprits. The King becomes more and more paranoid as the years follow and the assassination attempts increase, until he begins to put to death every single person that is in any way related to his would-be assassins. Common citizens and clanleaders alike fall victims to Beldan's obsession and the population begins to despise its ruler: the High Priest remains untouched by the King's Purge, but some minor Idris priests do not.

AC 788: Beldan is suddenly attacked by an angry mob while travelling through the streets of Drax Tallen and he's literally torn to pieces under the eyes of his guards, who don't move a single finger to help him.

AC 789: The High Priest and the various clanleaders agree to elect Naren, a lesser member of Essur clan, as the new King of Essuria. He is nothing more than a puppet controlled by the High Priest and some of the most powerful clanleaders, but he doesn't realise it. The crusade against the humanoids is declared finished by the King and peaceful trading and diplomatic relationships are established between Essuria and Wendar: this is part of the High Priest's plan to infiltrate Idris' followers in the Genalleth Valley, in order to spread there the cult. The High Priest begins also to regain the humanoids' trust and alliance with various subtle manipulations and royal decrees.

AC 793: Halvan, Naren's brother, begins his studies of magical arts under Bensarian's guidance.

AC 803: Halvan returns of Essuria with a dream of building Drax Tallen into a wondrous capital. Under Halvan's supervision, construction of the Kings' Mausoleum in Drax Tallen begins.

AC 804: Halvan discovers the Blackstick in Nebunar's tomb and begins to study it.

AC 808: Naren dies in his sleep and his brother Halvan is crowned king. The construction of the Mausoleum is completed.

AC 809: After much deliberation Halvan decides to give the Blackstick to Bensarian for safekeeping.

AC 813: Bensarian finishes his long quest to find the truth about the elven history and gives the Elven Chronicles he wrote to the Geffronell and Genalleth elves, as a longstanding sign of their mutual friendship. He is now commonly hailed as Friend and Hero among the elven settlements in Denagoth and modern Wendar.

AC 818: Bensarian gives the Blackstick to the Geffronell elves to prevent its abuse and they give the Elvenstar to him in return, according to the omen received by the Korrigans.

Sylidair, leader of the group of elves known as the Defenders of Genalleth, dies in the town of Sylvair, his headquarters.

AC 843: Under Halvan's rule Essuria thrives, but when he unfolds some dark secrets about Idris and its High Priest, Halvan suddenly dies during his sleep, like his brother about 30 years before. His son Gallathon is crowned eleventh King of Essuria.

AC 848: Gallathon begins to establish numerous diplomatic and trading ties with the surrounding nations and populations, and this brings much wealth to the royal vault of Essuria. Idris cult also spreads to the surrounding regions, even though it often remains a hidden, underground faith. The Church of Idris begins to spread strange rumours about the Geffronell elves and their "gruesome" ritual practices. The High Priest of Idris has decided to find a new scapegoat to blame for Essuria's troubles and the past defeats, and it's obviously the elven race. Idris' priests start preaching a policy of mistrust and xenophobia against the Geffron and Lothenar elves, and then against the elven race as a whole.

AC 858: As a result of the Idris'' priests preaching, the Essurians and most of the Denagothians harbour now an open hatred towards the elves, who are seen as responsible for their sufferings and the military failures of Essuria, as well as dedicated to dark magics and horrible cannibalistic rituals. Relations between Wendar and Essuria becomes strained and some humans living in the Valley of Genalleth begin to listen to the words of Idris.

AC 864: Minor skirmishes take place in Genalleth between human villages and elven strongholds: the plan of Idris' High Priest is by now fully into motion. He wants all the humans living in Denagoth and Genalleth side with his faith against the elves, so that Essuria can conquer the whole region in the name of Idris.

AC 868: Gallathon dies: his son Mirimar gains to the throne.

AC 876-881: Years of Disgrace. Denagothian tribes invade Essuria and raid its northern provinces. Gereth Minar falls to its attackers and every effort to retake it is vain. The Avien Tribes take advantage of the situation to rebel against Essuria, and drive out their plains the Essurian governors along with their soldiers. After 5 years of war and a disastrous military campaign, due in part to the incapacity of Mirimar (who is a scholar and not a trained soldier) and to the corruption that has spread throughout the Essurian political and military structure during Gallathon's and Mirimar's rule, Mirimar is forced to accept the independence of the Avien Tribes and to sign a nefarious peace treaty that gives away to the Denagothians the northern half of the kingdom.

This event is a major setback for the High Priest's plan of marching again against the elves of Geffron and Genalleth. He decides to wait before taking any serious step to conquer Genalleth and to retake the northwestern lands, and in the meantime launches a propaganda to make the people believe that the Years of Disgrace have been caused by the elves.

AC 888: Mirimar dies and his son Vespen becomes the new king, but he proves no more capable and no less corrupt and lazy than the two preceding kings.

AC 889: Gylharen is born, a human, in the town of Wendar.

AC 890: Landryn, younger brother of King Vespen, travels from his home in his youth at the behest of his brother. Whilst travelling through Thyatis, Landryn comes across the Hattians and he stays with them for a while picking up their culture. In this land he also begins studying the necromantic arts under the tutelage of a wizard named Teriak.

AC 897: After the sudden death of the old mentor, Landryn "borrows" his name, as well as his collection of spells and arcane books, in his honour. Then, Landryn Teriak returns home hungry for power and begins to scheme behind his brother's back; the High Priest supports the young necromancer.

AC 898: Vespen dies poisoned by his own brother, Landryn the necromancer, who immediately seizes the throne and establishes a personal dictatorship. With the help of Idris' High Priest, he is able to persuade the other clanleaders to swear obedience to him, and those who protest are either killed or imprisoned. He then schemes to regain the lost territories and to conquer the land of Genalleth.

AC 901: Landryn reshapes the Essurian Army to eliminate the corrupt and inept officers. He creates inside the army a special body of elite soldiers trained and taught by the Church of Idris whose purpose is to keep an eye on the other soldiers and officers and to spread the national anti-elvish ideology. This force is called Special Security Squadron (SSS).

AC 903: By this time, Landryn has eliminated all the opposers to his regime and he's backed up by the Church of Idris as well as the whole army and its officers: the Essurians hail him as "Ozerferher" Landryn (Divine Leader Landryn).

AC 904: Listening to the High Priest's advice, Landryn creates a secret unit of loyal humanoids dedicated to the extermination of the elven race and trains them in hidden facilities inside Essuria. These soldiers, the Elf Skull Unit, begin then to stage raids into the Geffronells' territory to capture elves and to extort them information about their military tactics and their defences; usually these raids turn out to be nothing more than ruthless massacres.

AC 906: Gylharen, a very charismatic person who has already started to prove himself as an adventurer even at this young age, starts again the dream of the Wendarian League. He notices that the relationship between humans and elves have become tense in the last years due to the Idris cult influence, and he starts diplomatic missions to restore peace between the two races living in the valley.

AC 907: Landryn invites the major Denagothian warleaders to Drax Tallen pretending to sign another peace treaty, but he soon shows his real intentions by slaughtering them with a treacherous assault. Then he launches an all-out assault against the Denagoth tribes and prepares to invade Wendar at the same time, rallying troops of humanoids to power up its army and unleashing the whole Elf Skull Unit inside the Great Forest of Geffron. This is the beginning of Landryn's long prepared military campaign to swiftly conquer the neighbouring lands: the Blitzkrieg has started.

Bensarian, who has foreseen what will happen, bestows upon Gylharen the Elvenstar, in order to protect Wendar from the armies of Essuria. Gylharen uses the Elvenstar for the first time and although there are no obvious effects at this time he starts the process of becoming an elf. When the hordes of humanoids and Essurians attacks Wendar, Gylharen is then able to repel them and to protect his territory, forcing the invading army to retreat behind Naga river.

AC 908: The Denagoth Tribes unite under a mysterious leader who claims to be Henadin, the ancient warlord returned from the dead to obtain vengeance against Essuria, and they repel the Essurian troops with unexpected fierceness, invading the kingdom in retaliation.

The ESU controls by now the whole southeastern part of the Geffron Forest and the Essurian Army is ready to counter attack the forces of the Wendarian League, but the situation on the northern border convinces Landryn to call back both armies to contrast the Denagothian invasion forces.

AC 909: The Essurian Army is soundly defeated by the Denagothians particularly due to the fact that the Avien Tribes join Henadin's forces and attack the Essurians from the rear. Drax Tallen falls after months of siege laid by Henadin and his troops, and the High Priest of Idris is killed by Henadin, whereas Landryn flees across the Geffron Forest to the Plains of Avien, pursued by one of the golden dragons who accompanied Henadin. When the great wyrm finally catches him, it breathes its poisonous gas on the wizard and then leaves, letting the charred remains of the former king to decay under the sun. After some months, an itinerant priest finds Landryn's corpse and Raise him, thinking he was victim of an evil dragon. Soon after being resurrected, Landryn thanks his saviour by casting on him a Magic Jar, and once inside his healthy body he slays the poor fellow, who curses him upon his death; then Landryn flees east into the Lothenar Forest. After raiding and razing throughout Essuria, some of the Denagothians head north, while others remain in the region: as for Henadin, he disappears mysteriously shortly after the fall of Drax Tallen.

AC 910: After many diplomatic missions, Gylharen finally manages to unite all of the villages of the Genalleth Valley and the Wendarian League officially becomes the Kingdom of Wendar: Gylharen is crowned first King of Wendar.

The first public act of Gylharen is to declare the Idris faith unlawful inside Wendar's border and to banish or put to death every known Idris' priest, to the elves' joy.

AC 914: Landryn arrives at Geron, where he meets the local priest of Idris and with his help he's able to recruit a few soldiers and officers of the former Essurian Army and the Elf Skull Unit who have remained loyal to him. They agree then to accompany him in his long trek throughout Denagoth, where he begins with the use of magic, corruption and intimidation, to obtain the help and the loyalty of many tribes of humanoids and Essurian clans, in his dream to raise ancient Essuria from the ashes.

AC 915: Wendarian explorers come across the Sand Folk on the Adri Varma Plateau. They open diplomatic ties with these people who they call Ungolwaith. This chance encounter starts a more open policy in the Wendarian government who over the following years starts to make contact with surrounding nations.

AC 922: Landryn sends a priest of Idris to Wendar as a mole using the network established by the cult, with the task to infiltrate the Wendar government and spy close upon their defences, in order to exploit this information when an all-out assault will be made.

AC 925: The Church of Idris reaffirms itself as the dominant religion in Denagoth and it elects its new High Priest. Landryn asks for his support and he blesses him in the name of Idris.

AC 934: Landryn has finally retaken the fallen Drax Tallen and Gereth Minar from the Denagothians, ruling his scattered humanoid and human followers from the Tower of Gereth. He organises the systematic extermination of the Lothenar and Geffronell elves using many evil dragons and the new ESU to achieve his aim: by the end of the year the Lothenar elves have been completely wiped out, whereas the Geffron elves who have not managed to escape to Wendar, have been reduced to less than a thousand individuals living in heavily guarded areas. In these prison camps, they work as slaves to produce items useful for the New Essurian Army and are used as guinea pigs for strange genetic experiments.

AC 936: Landryn discovers that his body is slowly but inevitably decaying as a result of the cleric's curse and he tries to find a cure to his disease. After a long research he finds out that Wendar magical artifact, the Elvenstar, has also curative powers besides its protective ones, and he decides to obtain that artifact in order to cure himself and to invade Wendar without too much efforts: he then arranges for the theft of the Elvenstar.

AC 937: Camla, Landryn's spy, steals the Elvenstar replacing it with a false sapphire, and then flees to Gereth Minar, where he gives it to Landryn, who begins to study its magical properties.

At the same time, plague and famine strike Wendar, claiming hundreds of lives, and the humanoid hordes assemble to launch their attack and to conquer Wendar under Landryn's banner.

AC 938: A serious drought withers crops and depletes the water supply in Wendar: this brings on civil disorder. Gylharen puts a call out for adventurers to aid in this time of peril for Wendar, and a party of brave souls travel to Wendar to answer the king's call. The group of adventurers is able to pass beyond Landryn's lines and to reach Gereth Minar, where they fight against Landryn and his minions and recover the Elvenstar just in time to avoid Wendar's fall. Landryn is forced to flee to Drax Tallen at the end of the battle, where he desperately struggles to find another cure to his curse and to further his plan of conquest, now that his humanoid hordes have been scattered to the four winds.
(These events are played out in first part of the module X11: Saga of the Shadow Lord.)

AC 939: Landryn's body is on the verge of complete decay and the necromancer tries the last resort he has: he undertakes a complicate ceremony involving dark powers and foul sacrifices and with the help of Idris' priests he undergoes his transformation, becoming a vassalich. He then listens to the advice of the High Priest of Idris and tries to build up an army of undead with which he wants to crush Wendar once and for all. For this purpose, he tries to recover the fabled Blackstick, a staff that is said to create and control the undead, and he sends his minions to the last person who is reported to have had it: Bensarian. They manage to find Bensarian and force him to reveal where the Blackstick is hidden with some spells, then they leave the half dead sage and head for Enoreth Shrine. The party of adventurers must now answer the call of Bensarian, who reveals them that Landryn is about to obtain the Blackstick and that he must be stopped at all costs. They head for the Geffron Forest, looking for Enoreth's tomb. They arrive too late and they must then follow the Lord's minions to Drax Tallen, where they battle Landryn face to face. At the end, they manage to kill him (sending his soul into his phylactery) and to destroy the Blackstick, and return to Wendar with the good news. Their leader dead, the army disbands and Essuria is plunged once again into political chaos. (These events are played out in second part of the module X11: Saga of the Shadow Lord.)

AC 940: The High Priest of Idris finds Landryn's phylactery (the device where his life force is stored) and has him return into this world by possessing a nearby corpse. He falls then under the High Priest's direct control, for he holds the source of Landryn's powers, and he begins to use his undead servant to further Idris' plans. Landryn resents being controlled and starts to scheme in order to regain his freedom and to attain full lichdom.

AC 951: Through continued use of the Elvenstar Gylharen notices certain changes occurring to himself.

AC 966: Gylharen is completely turned into an elf-mage.

AC 970: Wendar opens diplomatic ties with Glantri.

AC 980: Landryn discovers the existence of the Black Staff of the Carnifex by examining ancient scrolls and a strange Davanian monolith, and he begins to devise a plan to conquer Wendar and the whole Known World by turning its population into undead. He begins again to submit to his will many humanoid tribes and Denagothian settlements with the aid of the Church of Idris, and swiftly raises to prominence under the name of Shadow Lord.

AC 982: Wendar opens diplomatic ties with Alfheim, Darokin and Norwold.

AC 989: Wendar opens diplomatic ties with the Heldannic Territories and Sind.

AC 1005: Start of the four year period known as the Wrath of the Immortals. Wendar remains neutral but open to any refugees, who in fact arrive when Alfheim is conquered by the Shadow Elves. (WotI)

AC 1008: Four Alfheim clans arrive in Wendar, (unknowingly bringing the plague they contracted while crossing Ethengar and Glantri) and are immediately welcomed by the population, who tries to help them the best it can. The clans are the Erendyl, Mealidil, Grunalf and Long Runner, and among them is the former King of Alfheim, Doriath Erendyl. (WotI and PWA1014)

AC 1010: With the help of the Elvenstar and of clerics from Norwold, the elves manage to stop the plague from claiming other lives and the order is once again restored in Wendar.

AC 1013 An elven forester announces the discovery of a type of tree bearing magically healing fruit deep within Wendar's forests. The announcement sparks a rush of treasure-seekers into the wilderness. (JA)

Elvenstar note

The Elvenstar has a relatively unknown side effect that occurs when it is first used but only by non elf users. When a non elf user first uses the Elvenstar it starts to encode an alternate elven biology for that person the age of which is based on this first use. Through long continued use of the Elvenstar this process ends in the user being turned into an elf who was, for all intense purposes, was born in the year detailed by the process below. So far Gylharen is the only non-elf who has used for Elvenstar for any significant period of time to come under this effect. Bensarian did not have much need to use the Elvenstar when it was in his possession and before this only elves had access to it.

Assume Gylharen was born human.
Assume Gylharen first used the Elvenstar in his 18 th year.
Assume humans live to be 60 years old.
Therefore Gylharen was 18/60 th of the way through his life.
Assume that this year was AC 889 (as according to PWAs: "Bensarian bestowed
the Elvenstar upon Gylharen around AC 900").
Therefore Gylharen was born in AC 871.
Assume elves live to be 700 years old.
Therefore in elf terms when Gylharen first used the Elvenstar he was 18/60 *
700 the way through an elf life. This number ends up being 210.
Therefore 210 years before AC 889 is 679 (as stated in PWAs).

Alternative restaging for X11 in modern days (by Shane)

X11, page 2: "Less than a year ago the star disappeared from Gylharen's citadel. In the wake of the loss things have gone badly. The first disaster to befall the realm was a plague. It spread quickly from the rural outskirts of the state and soon enter the capital, killing thousands before Gylharen could organise the necessary effort to end it."

Now in the Wrath campaign, Fall of Year 1009, the second group of Alfheim elves reach Wendar; the "Glantrian plague follows them there". This plague is also mentioned in the Almanacs, which further note that Wendar sought clerical help from Norwold and received it, containing the plague "before it could do serious harm to his population".

The X11 plague in Wendar is followed by a serious drought, withering the crops and depleting the water supply. Gylharen requests the aid of Thyatis, "but the Emperor was pre-occupied by a crisis of his own and was unable to lend aid". Instead an advisor hires a small group of adventurers and sends them instead - the starting point for the PCs in X11.

AC 1009-1010 is definitely a time of crisis for Thyatis, what with the Alphatian-Glantrian war, the week of no magic, etcetera. Thincol certainly doesn't have either supplies or troops to spare for Wendar, even if they were formal allies rather than simply on friendly terms (Almanac AC 1010, "rumours that Wendar is a staunch ally or even a subject nation of Thyatis are false; the two nations are not even in regular diplomatic contact"; nonetheless those rumours have to come from somewhere, so I'm assuming friendly if somewhat informal ties exist).

Therefore while X11 might be re-staged in AC 1009 onwards. The Shadow Lord has taken advantage of the Glantrian-Alphatian war to have the Elvenstar stolen and amass his armies, as none of Wendar's allies, formal or otherwise, can spare troops of their own to help Gylharen protect his nation.

Perhaps events might proceed something like I've written below (there are some potential spoilers for players of the Wrath of the Immortals campaign).

AC 1009 (Summer): Camla steals the Elvenstar in late Summer of AC 1009, his master Teriak having begun the insertion of the human mage into Gylharen's circle of confidants years earlier. Though of course Gylharen suspects the Shadow Lord, all attempts to locate Camla and the Elvenstar fail.

Gylharen, his nation's militia already on alert due to the wars, begins preparations in expectation of an attack from Denagoth. An experienced adventurer himself, Gylharen might be inclined to enter Denagoth and retrieve the Elvenstar personally, but the loss of the artifact has severely handicapped him; he has been greatly aged and weakened to the extant that he resembles an old man and must rely on servants even to help him to his throne. No capable heroes he can trust are immediately available in Wendar, as they are either busy defending Wendar from the upsurge in humanoid incursions or have left the nation to throw their lot in with one side or another of the great conflict. He also wonders if any of the others in his inner circle of friends might be hidden traitors as well.

AC 1009 (Fall): The Alfheimers refugee arrive in the Fall of AC 1009, bringing the plague with them. Gylharen cannot send messengers to Thyatis as the intervening countries are all also subject to the plague, and the Alphatian armies are in Thyatis anyway; if any are sent, they aren't heard from again. Gylharen instead turns to Norwold for help; by the time the elves are confined to southwest Wendar and sufficient clerical aid arrives, winter is fast encroaching. With both Wendar and Denagoth about to be completely buried in snow (more than usual due to the upheaval in the planetary weather patterns caused by the destruction of the Alphatian landmass), there will be no invasion until spring. If there's any silver lining to the plague, it is that there is enough food for the survivors to last through the bitter cold of winter. (plague, source of clerical aid and destruction of Alphatia as per almanac and Wrath timelines)

AC 1010 (Spring): Spring arrives, bringing with it a terrible drought caused by the altered weather patterns. While this also affects Denagoth, the mountain range ringing most of the plateau acts as a buffering influence, and the Shadow Lord's forces begin amassing. While Teriak has had little success in his efforts to pierce the secrets of the Elvenstar, he has no fear of the crippled Gylharen and his drought stricken nation, nor the possibility of Gylharen finding allies. New conflicts are breaking out throughout the Known World as nations vie for their piece of the new order, while the few neutral nations aren't close enough or safe enough to Wendar to help anyway.

However, possibly through the help of one of the Norwold clerics, Gylharen has been able to ascertain that the Elvenstar is indeed in Denagoth and in the hands of Teriak; the moment the spring thaw hits, messengers are once again sent out.

AC 1010 (Summer): Landryn starts the invasion of Wendar, the first step in his master plan.

Joint Glantrian and Darokinian efforts lead to the recruitment of a band of adventurers who are immediately dispatched to Wendar, in order to help the Wizard King. They are able to locate the Elvenstar and to delay a bit the invading force, confronting the Shadowlord and his lackeys in the tower of Gereth Minar...

Scenario 1: The PCs retrieve the Elvenstar

AC 1010 (Fall): The adventurers are able to retake the Elvenstar from Landryn and they return it to Gylharen. The Wizard King is able to repel the invasion from Denagoth by using the Elvenstar and his troops.

Scenario 2: The PCs fail

AC 1010 (Fall): The forces of the Shadow Lord invade Wendar and conquer the eastern half. Gylharen and the resistant forces retreat back to Oakwall and Woodgate, forming a fortified defensive line between these two major settlements, while the forces of evil roam across eastern Wendar.

Another group of adventurers arrives in Wendar to defeat the evil invaders and retraces the first party's trail to Gereth Minar, where they take advantage of the Shadow Lord's absence to infiltrate the tower and retrieve the Elvenstar.

AC 1011: With the adventurers' assistance, Gylharen is able to regain the lost territory and to restore peace and order inside his kingdom.

If Landryn dies at the end of the adventure, then the following applies:

AC 1011: A party of adventurers from the Heldannic Territories stumbles across the ruins of Drax Tallen and enters the deep underground levels. There, one of them falls victim to a deadly trap not triggered during the last battle and dies: Landryn immediately takes possession of his body and after slaying the other adventurers, continues with his master plan... 

Fairly Complete Glantri Timeline
Well, I received a number of requests for this, so here it is; everything (to my knowledge) ever published on Glantri timeline dates. Here are a couple of notes:

c.- My circa dates, for the large part, tend to mean +/- 5 years from the given date. This is just sort of arbitrary on my part.

References:

HW=Hollow World Boxed Set; GAZ#=self explanatory; CoM=Champions of Mystara Boxed Set; DoM=Dragonlord of Mystara; DkoM=Dragonking of Mystara; GKoM=Glantri: Kingdom of Magic Boxed Set; JA=Joshuan's Almanac; PWA(year)=self explanatory; PC#=Creature Crucible #

3500 BC: 4 Southern elf clans (Celebryl, Felistyr, Porador, and Gelbalf), move to Glantri. They war and trade with Blackmoor.(GAZ13)

3000 BC: Great Rain of Fire; Blackmoor is obliterated. Survivors of the elven colony in Blackmoor flee into the newly-formed Broken Lands and below the surface. Temporary ice-age in Glantri.(GAZ13)

2200 BC: Some elves break off from Ilsundal's migration and eventually find their way to the frozen valleys of Glantri, where they settle. A few survivors from the second migration from Vulcania also reach Glantri and settle among their cousins.(HW)

Among these migrants are the Truedyl clan (i.e., the future Gentle Folk); another clan will eventually become the Icevale elves; Still more will become the Schattenalfen.(HW, by extrapolation)

1700 BC: Local cataclysm. The elves disappear and the Broken Lands become unstable.(GAZ3)

800 BC: The ice finally recedes to the north of Glantri.(HW)

c.528BC: A few Sheyallia elves, fleeing the Serpent Peninsula and the Plain of Fire, settle in Glantri.(CoM)

395 AC: The Flaems colonise the lands; the Radiance is discovered in Glantri.(GAZ3)

Glantri is ruled by a Council of Dukes and Wizards; Seven Duchies under the jurisdiction of an Archduchy.(DoM)

400 AC: The Flaems discover that other, enemy Alphatians are in possession of the mighty Alphatian Empire to the east.(HW)

450 AC: The city of Braejr is built.(GAZ3)

490 AC: Dragonlord of Mystara.

495 AC: Dragonking of Mystara; Glantri is now a kingdom.(DkoM)

525 AC: Joint expedition with Darokin into Broken Lands; Chief Sitting Drool is captured.(GAZ10)

526 AC: Peace treaty between Sitting Drool's hordes and Glantri/Darokin. (GAZ10)

595 AC: Ethengar raiders oppose the Flaemish in numerous skirmishes; the Khan's horsemen are driven out.(GAZ3)

645 AC: Ethengar attempts a major invasion but is defeated at Skullhorn Pass.(GAZ3)

662 AC: The Flaemish attempt to invade Ethengar, but the expeditionary force is utterly massacred in the steppes.(GAZ3)

c.700AC: Morphail Gorevitch-Woszlany is born.(JA)

700 AC: The Erewan faction of the Erendyl clan leaves Alfheim for Glantri.(GAZ5)

720 AC: Morphail Gorevitch-Woszlany is cursed by Alphaks and becomes a nosferatu.(GAZ3)

728 AC: The d'Ambrevilles and their vassals arrive from Old Averoigne, establishing a French-like culture in the wooded valleys of northwestern Glantri.(PC4)

Rumours of good lands in western Glantri lure the disgruntled Thyatian survivors of destroyed Alasiyan colonies. They decide to pioneer there. (DotE)

730 AC: Settlers come to Glantri; frictions between Flaems and settlers. (GAZ3)

Settlers to Glantri include fair elves, and humans from Traladara and Thyatian colonies in Ylaruam.(HW)

743 AC: The d'Ambrevilles bring more settlers from their mysterious homeworld. House Crownguard also uses this magical passage to Glantri.(GKoM)

784 AC: A Thyatian settler kills a Flaemish lord; war is declared.(GAZ3)

785 AC: Battle of Braejr; settlers are driven south of the Vesubia.(GAZ3)

786 AC: Arrival of Halzunthram.(GAZ3)

788 AC: The Flaemish are defeated at the Battle of Braastar; Halzunthram captures the council; Glantri becomes an Alphatian dominion; elves become independent; the Flaemish revolt.(GAZ3)

The Treaty of 788 gives the south to the elves, the north to the Flaems, and the west to other settlers.(GAZ3)

c.800AC: Fernando de Casanegra is born.(GAZ3)

802 AC: Gold Rush; plague; Years of Infamy.(GAZ3)

Plague is sent by the Immortal Yagrai, spreading to Glantri.(GAZ10)

805 AC: Dwarves fleeing the anti-dwarf policies of Glantri establish small communities in the mountains of Nagpuri, Gunjab, and Peshmir.(CoM)

812 AC: Carnelia de Fedorias is born.(JA)

828 AC: The dwarves are expelled and Lord Alexander Glantri ambushes Halzunthram; the Alphatians are defeated, marking the end of the Forty Years War.(GAZ3)

Many dwarves depart on Guild ships to join the craftsmen of the Minrothad Isles; they settle on Fortress Island.(GAZ9)

829 AC: Lord Glantri founds the Republic of Glantri and reforms the council.(GAZ3)

845 AC: Construction of the Great School of Magic.(GAZ3)

Etienne d'Ambreville discovers the Radiance, and uses it to attain Immortality.(WotI)

858 AC: Nobility reserved for wizards only; council members gain the hereditary title of Prince.(GAZ3)

859 AC: Illegal nobles are expelled and the wizards crush a minor rebellion.(GAZ3)

c.867AC: Gilles Grenier is born in Old Averoigne.(GAZ3)

875 AC: The School of Magic is completed.(GAZ3)

884 AC: After much strife, the Elven Principality divides into Erewan and Belcadiz.(GKoM)

888 AC: Igor Gorevitch-Woszlany is born.(PC2)

896 AC: Chateau d'Ambreville disappears from New Averoigne without a trace, taking the d'Ambrevilles with it.(PC4)

Etienne, 7th Prince of New Averoigne, disappears with his family.(X2)

898 AC: New immigration wave; the population mixes freely; frictions decrease.(GAZ3)

911 AC: Carlotina Erewan is born.(JA)

920 AC: Economic agreement signed between Glantri and Darokin, allowing free passage for all merchant caravans. Business is booming in Glantri City.(GAZ3)

c.925AC: Uthar Aendyr is born.(GAZ3)

927 AC: Brannart McGregor is born.(JA)

c.930AC: Volospin Aendyr is born.(GAZ3)

934 AC: Harald of Haaskinz is born.(JA)

935 AC: Frau Hildegarde is born.(GAZ3)

c.940AC: Glantri arranges an exchange treaty with the goblins of High Gobliny, under the rule of King Oth.(HWA1, with extrapolation w/GAZ10)

943 AC: Rolf von Graustein is born.(GKoM)

945 AC: Jaggar von Drachenfels is born.(JA- notice the discrepancy with his mothers' b-date in 935?!?!?!)

958 AC: Jherek Virayana is born.(JA)

960 AC: Margaret of Hillsbury is born.(PWA1011)

961 AC: Kol XIV is born.(PWA1012)

962 AC: Innocenti di Malapietra is born.(PWA1012)

968 AC: Urmahid Krinagar is born.(JA)

970 AC: Marchioness Mariana Terlagand dies; Guildmaster of Spokesmen, Meister Rannigar Budulug and his accomplice, Narda Shelyn, conceal this fact from the public.(GAZ3)

c.970AC: Thar imprisons Baroness Myra McDuff, has a child by her (Angus McDuff/McClintock), and slays her. Forces from Ft. Nordling drive him and his army back into the mountains. Myra becomes a ghost and perpetuates the belief that she still lives.(GAZ3, GAZ10)

c.975AC: Igor Gorevitch-Woszlany flees Boldavia, having betrayed a number of Prince Morphail's vampire pawns to a pair of paladin vampire-hunters; he adopts the cover Erik Helsing.(PC2)

979 AC: The d'Ambrevilles and their estate return to New Averoigne. Chateau d'Ambreville is destroyed, and the House of Sylaire erected in its place. Sire Malachie du Marais and Dame Genevieve de Sephora enter Glantri from Old Averoigne. An epidemic of wolf lycanthropy begins.(PC4)

980 AC: Arbana Jerbat come to Glantri to live out her old age; in reality, she is an Alphatian spy sent to keep an eye on Prince Aendyr.(GAZ3)

982 AC: Sire Malachie du Marais wins control of the Barony of Morlay deep within the Valley of Wolves.(PC4)

Juliana Vlaardoen is born.(JA)

983 AC: Prince Morgaithe von Drachenfels dies, leaving his heir, Jaggar, to take up his title.(GKoM)

985 AC: Founding of the Canine Protection Society in Glantri.(PC4)

988 AC: Lathan Aendyr is born; Bartolomeo di Malapietra is born.(GAZ3)

989 AC: Prinz Jaggar von Drachenfels marries Frau Gertrud ?, in order to more firmly unite the factions of the family.(GKoM)

990 AC: Don Sancho de Belcadiz is born; Angus McGregor is born.(GAZ3)

991 AC: Carnelia de Belcadiz y Fedorias becomes Princess when her father dies and her husband goes missing.(JA)

994 AC: Several victories against orcs from the Broken Lands earn Prinz Jaggar the title of Warden of the Marches.(GKoM)

Sean McAllister is born; Thylera Aendyr is born.(GAZ3)

999 AC: Dona Maria de Belcadiz marries Don Carlo, constable of New Alvar.(JA)

1003 AC: Bramyra is enfeoffed; Urmahid Krinagar becomes the first Prince of Bramyra.(PC4)

1004 AC: Sablestone is enfeoffed; Harald of Haaskinz becomes the first Prince of Sablestone.(PC4)

1005 AC: Baron Malachie du Marais marries Vicomtesse Diane de Moriamis; soon after, the Viscounty is enfeoffed. Malachie du Marais becomes the first Prince of Morlay-Malinbois.(PC4, GKoM)

1010 AC: The Duchy of Fenswick is enfeoffed; Dolores of Hillsbury becomes the first Princess of Fenswick.(PWA1010)

1011 AC: South Monsterland is enfeoffed; Kol XIV becomes the first Prince of New Kolland.(PWA1011)

Everything else is pretty well documented. Other than that, my timeline consists of a bunch of speculation on birth dates, dates nobles received their dominions, as well as some other stuff that only pertains to another project I'm working on. 

I've been working on my campaign's Hyborean region lately. I've used the FR accessory FR14 - The Great Glacier quite a lot and I thought I'd share a bit and see what everyone thought. As for the placement of this region, I've tentatively put it northwest of Norwold. I don't have it completely nailed down, but I do like it on Brun as it makes it more accessible to my PCs. Anyway, here is the timeline to AC 1000. This is hardly canon - it's taken from FR14 with a few changes to fit it into Mystara. Enjoy!

HYBOREAN TIMELINE

BC 4500: Beastmen - reincarnated souls of evil beings - are discovered in the upper Borean Valley. These beastmen are wild, chaotic creatures which do not breed true; whelps may have some or none of the traits of their parents, and may be a different size and appearance.

BC 3500: Priests of Blackmoor demand the extermination of the "unnatural" beastmen in the Borean Valley, and promote holy wars to hunt down and destroy those creatures.

BC 3200: The Blackmoor crusades drive the beastmen farther north to the frozen reaches of Hyborea. Arctic breeds of beastmen appear.

BC 3000: The Great Rain of Fire. The Blackmoor explosion tilts the planet's axis so that Hyborea is no longer at the north pole.

BC 2925: The Hyborean glaciers begin to slowly recede and move further north towards the new north pole and the "new" Hyborea.

BC 2500: Dwarves and gnomes move north as the continental ice sheet recedes. One clan of dwarves refuses to participate in a dwarven war party preparing to raid peaceful settlements in the Known World's Northern Reaches. Convicted as traitors, the clan is exiled to Hyborea. The clan begins a year-long trek to an area they call Novularond; all but four die along the way. The survivors are the forebears of a new race of arctic dwarves called the Innugaakalikurit (EE-nu-GA-ka-LEE-ku-rit).

BC 2400: The land of old Hyborea is now warming up; the beastmen migrate out of the area. Some gather at Urzud while others move up into the Hyborean Reaches and beyond into the dark lands to the north.

BC 2098: Antalian hunters skilled in winter survival migrate to search for new species of game in Hyborea. Shortly thereafter, a tirichik ambushes the party and kills the leader.

The survivors panic and become lost, inadvertently moving deeper into Hyborea. Eventually, they reach the shores of an inland sea they eventually call the Lugalpgotak Sea. They renounce their faith in the Immortals, whom they hold responsible for their misfortune. Permanent settlements are established, and the hunters become the precursors of the Ulutiuns (EE-oo-LOO-shee-uns).

BC 1812: Descendants of the hunters expand north from their lands now called Alpuk, discovering the Glacier of Ulutiu near the Uppuk River. Carved in the glacier are mysterious and extensive writings, some of which the hunters manage to translate. Ulutiu is revealed to be the author of the writings, and supposedly the being responsible for the creation for the glacier itself.

Some of the hunters are so impressed with this discovery that they declare themselves disciples of Ulutiu, who they presume to be an Immortal. The group decides to migrate further north and establish their own settlements dedicated to the worship of Ulutiu; these become the forebears of the Nakulutiun tribes. The remaining hunters return to their homes in Alpuk, thereafter calling themselves Iulutiuns.

BC 1800: The Immortal Kagyar transforms the dwarvish race and places them in Rockhome and the Northern Reaches. The arctic dwarves in Hyborea he leaves alone as they seem to be surviving better than the other outer world dwarves.

BC 1636: Lured by the abundance of caribou, an Iulutiun faction moves to Angalpuk. The faction are the first of the nomadic Angulutiuns.

BC 1500: Elsewhere in the world, the Nithian culture climbs to its greatness. No contact is made with Hyborea.

BC 1413: In the wake of a particularly harsh winter, several Iulutiun settlements unite to wage war on their Angulutiun neighbours in Angalpuk, coveting the sizeable Angulutiun caribou herds. The raid triggers the fifty-year Keryjek Wars, named for the mountain range in which most of the fighting occurred.

BC 1363: The Keryjek Wars end with a treaty between the Iulutiun and Angulutiun leaders. To encourage communication and promote good will, the leaders inaugurate the first koatulit, where guests are exchanged for a week-long festival of games and banquets. Koatulit have been held every year since; as a result, there have been few serious conflicts between the Iulutiuns and the Angulutiuns.

BC 1351: Iulutiun representatives from the settlement of Gronne attempt to establish formal relations with the Innugaakalikurit dwarves in Novularond by inviting them to participate in the koatulit. The Innugaakalikurit decline, but the invitation marks the beginning of a long and cordial relationship between the Innugaakalikurit and the Ulutiuns.

BC 1210: The Year of the Great Flood. An unusually warm summer causes the waters of the Nakalpgotak and Lugalpgotak Seas to rise and engulf Ulutiun villages near the shore line. Hundreds of Ulutiuns drown when their villages are washed away.

BC 1048: A party of Innugaakalikurit discovers a Blackmoorian device on a high peak in Novularond. The Innugaakalikurit disassemble the device and take the parts home with them. A day later, an enraged group of frost giants tracks them down and demands the return of the weapon. The Innugaakalikurit refuse. The frost giants respond by attacking and destroying an Innugaakalikurit village.

To avoid an all-out war, the elders of Gronne intervene, volunteering to negotiate a settlement. The Gronne elders ultimately find the Innugaakalikurit guilty of theft; the frost giants are awarded custody of the dwarven thieves. The frost giants make slaves of the prisoners; descendants of the of the prisoners remain enslaved today. The Blackmoor device was ruined beyond all hope of repair when the dwarves disassembled it.

BC 662: Rumbles from the depths of the Olyniak Crevasse attract the attention of curious Nakulutiuns. The Nakulutiuns inadvertently awaken a slumbering monster in the crevasse, described by a survivor as "a grotesque blend of a tirichik and a white dragon, as large as a mountain, with fangs of gold and wings of ice." The monster devours dozens of shrieking Nakulutiuns before returning to the crevasse. The monster, named Ufloq by the Nakulutiuns, has not been seen since.

AC 0: Elsewhere in the world, the first Emperor of Thyatis is crowned.

AC 10: Treasure hunters from Thyatis enter Angalpuk, bringing with them a rare disease that doesn't affect the hunters, but proves deadly to both Angulutiuns and caribou. Hundreds of Angulutiuns and caribou succumb to the sickness, before the carriers are isolated and exiled to the Ibelgrak Valley in the southeastern corner of Angalpuk. A few caribou and Angalpuk in the Ibelgrak Valley are believed to still carry the dormant disease.

AC 588: All traces of the old Hyborean glacier has finally melted.
AC 691: A contingent of evil wizards from the Alphatia employ their powerful magic to construct a castle of ice at the base of Mount Okk, one of the tallest peaks of the Lugsaas Chain. The wizards use the castle as a base to develop a new type of cold-based magic with which they plan to conquer the Flaemish lands. They amass a sizeable cache of gems and precious metals for use in their magical research, stored in a labyrinth beneath the castle, guarded by a small army of magically-generated ice monsters.

AC 698: A massive earthquake rocks the Lugsaas Chain. A fissure opens near the base of Mount Okk, swallowing the ice castle of the Alphatian wizards. An avalanche dumps tons of snow and ice on the fissure, burying the castle and its occupants. The wizards are presumed dead.

AC 868: Azlum Swith, one of Mystara's greatest explorers, begins his twenty-year trek through the Hyborean Reaches, culminating in the writing of Blood and Ice: Survival in Hyborea, the definitive arctic survival guide.

AC 980: Sharra Swith, the great-great-great-granddaughter of Azlum Swith, decides to continue her grandfather's work, planning to focus Volume Two of Blood and Ice on the treacherous Nakvaligach region, an area of Hyborea that Azlum was unable to fully explore. Travelling alone, Sharra enters Hyborea about 100 miles northeast of the Frozen Forest. She is never heard from again.

Azlum (who has used several potions of longevity and is still exploring the far reaches of Mystara) is currently planning another expedition to Hyborea to search for clues. In light of the returned Karameikan Polar Expedition, believes his granddaughter might have entered the Hollow World via the north polar opening. 

Varellyan Timeline
As some of you might know, I said I'd do a timeline for Varellya, in response to recent questions as to who they were - here's the first instalment:

Timeline of Varellya

BC 4000: The region that is to become the Vulture Peninsula is a semi-tropical land, with rich soils and rolling meadows populated by primitive Neathar tribes.

BC 3000: Great Rain of Fire. Blackmoor is obliterated and is now the north pole. The indigenous Neathar tribes, dismayed at the ecological changes to their home, migrate elsewhere. The peninsula has become drier due to its new location, and the changes in the wind directions. It is now a semi-arid land (various sources).

BC 2400: By this time, scattered elvish clans have passed through the region over the course of their migrations. These elves are not part of Ilsundal's group, but are part of a hitherto unknown expedition, of which the Hatwa elves may be a part. One clan, desperate to lighten its load, leaves behind various tools, tomes, and other simple technological items.

BC 2000: Other Neathar tribes (at Bronze Age technological levels) arrive in the region, and settle here. They discover the remaining elvish items, and, after many years of study, manage to decipher the various notes left behind. This allows them to advance much more quickly than would otherwise be possible, and also allows them to better adapt to their surroundings (partly from HW migration map). They also adopt the elvish script as their own.

BC 1850: The first king of the newly-formed nation of Varellya (Land of Our Destiny), named Tharl, is crowned. King Tharl embarks upon a plan to improve the lot of the average Varellyan, and to improve already-existing irrigation systems. The capital city is named in his honour. By this time, the technological level of the Varellyans has progressed to the Iron Age.

BC 1700: Varellya is once again a rich land. A complicated web of sophisticated irrigation ditches covers the entire peninsula. Engineering feats, such as aqueducts, are becoming commonplace, thanks to the lore of elvish engineering, and human ingenuity. With an expanding population and growing cities, colonists set out across the sea and inland to expand Varellyan holdings.

BC 1500: The Isle of Cestia is discovered by Androk Thran, an adventurer of some repute among the Varellyans. Word of this discovery is sent to the capital city, Tharl. Within twenty years, colonists arrive on the southwestern shores of the island, and the foundations of the town of Androkia are laid. The province that is to occupy the entire island will also have this name. The region that was first settled by the Varellyans will become the xenophobic kingdom of Androkia, of which Haldemar will learn (some elements of Dragon #157, HW migration map). Contact is also established with the Oceanians, trade develops.

BC 1400: The Varellyan civilisation has expanded inland to the beginning of the Adakkian Sound, by the Brasol Range. Contact is made with the halflings living there. Halfling lands are appropriated by King Prial to build a great port city in his honour at this location. The is the beginning of a 100 year long feud which will result in the halfling migration to Brun.

BC 1374: King Prial II, eager to continue his father's tradition of excessiveness, plans the construction of a grand series of temples and paved roads around the port city of Priallus. This would take away even more halfling land. Local halfling clan leaders lodge protests with the local governor, but to no avail.

BC 1326: King Naxith decides to rid his nation of the "halfling problem" once and for all. For the past twenty years the conflict has intensified to the extent of open war throughout western Varellya. Several army divisions are called in to "restore order".

BC 1300: The Halflings, though excellent fighters, are woefully outnumbered by the enemies. They are forced to flee en masse by a great fleet of sailing ships to the north (modified HW). By this time the Oceanians are being threatened by the Night Dragons.

BC 1200: Some Oceanians migrate to Cestia. They are accepted by the locals (HW migration map).

BC 1000: King Milen leads his Traldar followers across the Sea of Dread to Davania. Landing east of the modern Jungle Coast, they press upriver, until they reach the Meghala Kimata plain, where they settle and found the kingdom of Milenia. On the Jungle Coast itself, the Antalian-descended slaves of the Nithians overthrow their masters. These people would become the Thyatians, Kerendans, Hattians, and Hinterlanders (HW).

BC 900: Some Varellyans, dissatisfied with what they see as an increase in corruption, migrate towards the southwest, going through the Brasol Range and reaching the southwestern coast of Davania. They reach their new home on the coast by BC 800, and build a new nation there (modified HW migration map).

BC 750: Some Hinterlanders migrate to the region, having been driven from their homes by the rising power of the Milenian Empire. They are absorbed by the Varellyans.

BC 500: By this time troubles with humanoid marauders has become prevalent throughout western Varellya.

BC 350: Waves of Milenians enter Varellya, warning the locals of the growing decadence of their northern neighbour. These Milenians do not subscribe to the views held by the ruling (corrupt) elite in the Empire, and have fled to Varellya, their closest neighbour, for political reasons. They are welcomed to their new home, and their knowledge and culture is blended with that of the Varellyans over the next few generations. By this time contact with the Milenian Empire has become sporadic at best, due to the increasing Milenian troubles with their subject peoples.

BC 297: King Ranoth proclaims a policy of isolationism. The kingdom's external borders are closed to all outsiders. This is in response to growing concerns among the populace that the growing chaos in Davania might affect Varellya, too.

BC 100: In a final show of force, the decadent Milenian Empire attempts to conquer its neighbours, including Varellya. The war lasts six years, and results in a victory for Queen Astarra of Varellya (modified HW).

BC 94: Priests of Thanatos, eager to spread chaos to their own realm, have Queen Astarra assassinated. The Anthor Dynasty, led by Prince Volann, assumes the throne.

BC 50: The Milenian empire collapses (HW).

AC 0: The first emperor of Thyatis is proclaimed.

AC 126: Frustrated over decades of misrule under the Anthor Dynasty, the province of Androkia declares independence. A bloody civil war ensues.

AC 159: Androkia is granted independence. The population of Oceanian descent has been growing rapidly on Cestia over the past thousand years, to the extent that they comprise almost half of the population. Certain ethnic Varellyans regard this as a threat to their own existence.

AC 201: The Kingdom of Androkia is racked by civil war, between those of Varellyan and Oceanian descent. In Varellya proper, some western cities fall to humanoid hordes.

AC 219: After years of shifting battle lines, Androkia collapses into a new dark age. Varellya, too busy fighting off the humanoid menace, does not send aid.

AC 279: Priallus, famed port city of the Adakkian Sound, falls to a combined force of humanoid and Milenian-descended raiders. No efforts are made to rebuild the city, and Varellya will never expand to this region again.

AC 300: Varellya has not been reduced to the peninsula itself, plus a mainland region the size of Greater Alphatia (the island itself). It has been reduced to one-third of its greatest size.

AC 450: On the Isle of Cestia, the kingdoms of Androkia, Morovoay, Manakara, and Ambiroa have been created. Their borders are relatively stable, and an uneasy truce exists between them. Androkia is the only kingdom where ethnic Varellyans are still found, and though it is the most populous of the four kingdoms, almost all of the knowledge of their ancestors has been forgotten. The only lore they possess is a tale of their neighbours making war upon them long ago. While this view of history is false, they are told to embrace it by their priests (who know the truth). Thus a tradition of xenophobia develops among the Androkians (Dragon #155 modified).

AC 515: Ossir is crowned king of Varellya at the age of ten. At this time there is a period of stability. The humanoids have been pushed back, some western towns have been reclaimed, and more colonists are setting out to find new lands, and rediscover old colonies.

AC 538: The twin princes Abatu and Lothir are born to King Ossir amid a time of plenty. News of successful Varellyan colonies elsewhere on Mystara reach the capital, as well as news of Cestia.

AC 565: Crown Prince Abatu kidnaps his aging father and declares his dead, claiming the throne for himself. Lothir, an accomplice in the kidnapping, questions his brother's claim to the throne. A civil war ensues, in which Abatu conjures up a fiend from the Sphere of Entropy to eliminate his brother, but finds himself unable to control it. The fiend ruins Varellya's irrigation system, and curses the land, beginning the process of desertification. The war itself kills eighty percent of the population (modified Dragon #157).

AC 580: By this time Varellya has become a desert, dotted with the ruins attesting to the Varellyans' former glory. Those who died in the war begin to come back as nagpas. Only those who escaped the war are not cursed. These people scatter to the winds, some going to Cestia, others migrating west and north.

AC 600: Some Varellyan refugees settle in the Milenian city-states of the Meghala Kimata plain. They spread their tale of woe.

AC 650: The Varellyans fleeing southwest meet with those who are descendants of the migration of BC 900-800. They share their news, and are welcomed to their new home. This coastal nation on the southwestern coast of Davania begins a meteoric rise to power.

AC 965: Haldemar visits the Vulture Peninsula (as Varellya is now called), and learns a fragment of its great history (Dragon #157).

AC 1000: The present day.

AC 1007: An expedition from the Varellyan-descended nation to the southwest arrives, and searches the surrounding ruins for ancient lore.

AC 1010: Contact is made with another former Varellyan colony, this one is on the southernmost tip of the Arm of the Immortals. Formal relations are concluded with this reclusive nation. 

The Stone Folk
On the Great Escarpment of the Isle of Dawn there exists a race of beings known as the Stone Folk. These people are distant relatives of the Rock Men found elsewhere on Mystara. The Stone Folk are, as their name implies, made of stone... a form of granite, in fact. They are more humanoid in appearance than their distant cousins, and have been mistaken at times for short stone golems, though they are very alive, indeed. They range from the western rim of the escarpment to the hills abutting the great forest; they have one known city and several small villages, but most of them live in small clans of no more than 30. They call their region the Kingdom of the High Land, though they have not had a king in over 15 centuries. At one time the Stone Folk had a powerful and wealthy kingdom, but it was destroyed in the same cataclysm that destroyed Nithia (they were victims of the corrupted Nithians, not their allies). The stone folk are great allies of dwarves and gnomes. Stone folk are slow to anger, but inexorable in their vengeance. The Stone Folk revere "Thinker in Deep Stone" (whom the Nithians knew as Thoth; he was the first King and Greatest King of the Stone Folk). The Stone Folk also have a full pantheon of deities, but the only other major figures are Kagyar, Garl, Terra and a strange fellow known as Laughing Axe (the Nithians knew Laughing Axe by the name of Bes; Laughing Axe was Thinker in Deep Stone's companion on his first quest, which was a search for the reason behind the extinction of the elder dwarven race).

Nature of the Stone Folk

For most of their history, the Stone Folk of the Great Escarpment were little different than relatives found elsewhere, the Rock Men. This situation changed rapidly after the destruction of Blackmoor in the Rain of Colourless Fire. The energies released during the great explosions, though mostly controlled by the efforts of the Immortals, had a lasting effect on many of the life forms of Mystara, and the Rock Men were no exception. The primary effect on the Rock Men population of the Isle of Dawn was a decrease in life expectancy (the population that evolved into the Stone Folk would eventually have a life expectancy of only 300 years, as compared to the Rock Men average of 600 years); fortunately, this effect was more than balanced by a commensurate increase in the birth rate. Stone Folk females are able to reproduce as often as humans do, unlike their Rock Men cousins, who do so only once every ten years. Stone folk mature fairly rapidly, and reach adult age at around 20 years.

The physical nature of the Stone Folk also diverged from that of their Rock Men cousins; they began to take on a less ponderous form, appearing more "human" in proportion, though some still exhibit the rough-hewn appearance of their cousins. These changes took place rapidly, over the course of the millennium following the great cataclysm (BC 3000 to ca. BC 2000). During this period there were great cultural as well as biophysical evolutions; these came in part though adaptation to their changing physical nature, as well as in part through cultural contacts with other intelligent races. The first races the Stone Folk came into contact with were the Dwarves and Gnomes, who are to this day the greatest allies of the Stone Folk...

The Golden Age of the High Land

Dwarves and Gnomes had reached the Great Escarpment of the Isle of Dawn by around BC 2500; they apparently migrated over one of the land bridges between which still existed at that time Brun and the Isle of Dawn (either the Helskir Bridge or the Hardanger Isthmus, as they are known by sages today; both apparently sank during the same period of vulcanism which separated the modern isles of Ierendi and Minrothad from the mainland). Both the Dwarves and the Gnomes were very attracted to the region that the Stone Folk resided in, as it was replete with all manner of precious metals and gems; in fact, in those days, one could hardly step anywhere in the region without stumbling over a pile of gold nuggets or rough gemstones. Fortunately, there was plenty wealth for all to share, and the Stone Folk welcomed the Dwarves and Gnomes to their land.

The Stone Folk learned the ways of civilisation from the Dwarves and the Gnomes, including all manners of crafts. The Stone Folk eventually excelled their teachers in stonecarving and gemcutting, as they were much closer to the nature of these mediums than either of the other peoples. The Dwarves and Gnomes, in turn, prospered from what the Stone Folk could teach them about the ways of earth and stone. The Gnomes of the High Land (as the three races called the Great Escarpment) regard this period as a golden age which lasted nearly 1000 years. Tragically, the Dwarves of the High Land are no more, as they too perished along with the other Dwarves of the surface world...

Of the Great King of the Stone Folk

By around BC 2000 it had become obvious to all the folk of the High Land that the dwarven race was dying out. At this time there lived a Stone Folk philosopher/mage known as "Thinker in Deep Stone". Thinker was a great friend of the Dwarves; he was a famous builder in stone, a metalsmith of legendary ability an and unparalleled lapidary. His manner fit his name; he thought long and hard on the condition of the Dwarves. Eventually, he came to the conclusion that he would need to learn more about the origin of the Dwarves, so he went on a quest for knowledge. With him went his Dwarven companion known only as Laughing Axe.

For over 200 years the pair travelled the world in search of a way to save the Dwarven race; eventually, through their efforts they were able to bring the plight of the Dwarves to the attention of the Immortal Kagyar. Upon the transformation of the Dwarves in BC 1800 Thinker returned to the High Land under the sponsorship of Kagyar and set about the path to Immortality. Thinker became the first King of the Stone Folk, and King of the High Land; he is revered as the only "Great King" that the Stone Folk have ever had.

Over time Thinker delved into the deepest secrets of nature, as well as the ways of science and magic. Due to his unusual origin (no Rock Man or Stone Folk had ever before pursued Immortality, nor has any since), Thinker's path ended up being a combination of the several paths to Immortality; his quest was in part that of the Paragon, Polymath, Dynast and Epic Hero. In time he studied the ways of the Wizard, Warrior, Priest and Rogue; he achieved ultimate mastery in the ways of mortal magic; he helped found and maintain an empire (two, actually; more on that later); and he undertook a quest to find/create an artifact and with it thwarted a major Entropic plot.

Thinker achieved Immortality in BC 1500. While he is little known outside the Stone Folk community, he is revered as a minor deity by many Dwarven and Gnomish communities to whom he is simply known as "The Master of Stone". To the Hollow World Nithians and the outer world Thothians he is known as Thoth. Remember how I mentioned earlier that Thinker actually founded and helped maintain *two* empires? Well, one of them was the Kingdom of the High Land... the other was none other than the Nithian Empire itself....

In order to understand the development of the Nithian Empire in relation to the Stone Folk of the High Land, I will have to outline a bit of history; this is the history as *I* have developed it; use what you like, discard the rest. Ignore it in total if it goes against your developed campaign; but please, enjoy...

A bit of Thonian History

To truly understand the origins of the Nithian Empire, we have to go far into the forgotten past, to the Colonial Era of Imperial Blackmoor (ca. BC 3500). For five hundred years, Blackmoor and Thonian colonists dominated the eastern coast of Brun, from the Draconian Empire and Dwarven Principalities in the far north to the Azcan Empire and Neathar Tribes in the west. From BC 3200-3000, the Brun Colonies were dominated by the Corporations, great mercantile interests which were sovereign states in all but name. The greatest of these corporations (a MetaCorporation, with interplanetary and interstellar interests), was the Imperial Teigh-Mohr Combine, headquartered in the ancient Imperial Thonian City of Mohacs. The leaders of the Imperial Teigh-Mohr Combine ruled the colonies as though they were their own kingdoms. The primary concern of the colonial managers was the production of raw materials for use by the great manufactories on the continent of Skothar. Most raw materials were produced through the use of slave labour; though they were highly advanced technologically, the ancient Blackmoorians (or Thonians, as they referred to themselves) maintained many medieval traditions. The great majority of the slaves were originally from the Oltec Empire or the Neathar Tribes; the allied Azcan Empire was the primary source of slaves for the colonies.

(Note that although the ruling kingdom was Blackmoor, founded by Uther Andahar in BC 4000, the peoples of that land still referred to themselves as Thonians, though the Thonian Empire had long ago disintegrated into petty kingdoms)

The Great Rain of Fire ended the dominance of Imperial Blackmoor... though the land was shattered, many of the Thonian colonists survived, most of them employees of the Imperial Teigh-Mohr Combine; they were, however, outnumbered by the slave populations, and no longer supported with the technology of the east (remember, the colonies were providers of raw materials, they had little or no ability to produce finished goods). The Imperial Teigh-Mohr Combine colonies were unusual, however, in that they had a large percentage of mages, alchemists and specialist wizards. Several generations prior to the Great Rain of Fire, the kingdoms of the Empire went through one of their periodic "Mage Scares", in which the Thonian Church persecuted corporations and individuals that used and benefited from wizardly magic. Many wizards fled Skothar, either settling off-world or in the Brun Colonies under the protection of the Imperial Teigh-Mohr Combine (hereafter the ITMC). After the scare, the ITMC was able to use the magical and technomantic developments of their wizards to corner the magic-oriented markets. So in addition to the slave population and the ITMC management corps, the colonies had a large magic-able population. Many of these wizards, conjurers, alterers and especially, the necromancers, were able to use their abilities to survive the chaos which followed the Great Rain of Fire. Using their great magical superiority, the wizards of the ITMC were able to dominate the shattered remnants of the colonies, both the colonial and slave populations...

From BC 3000-2500, the region of the Thonian Brun Colonies was dominated by the wizards of the ITMC. Over this period there was a great deal of cultural evolution. Foremost was the loss of technological ability; there were several reasons for this regression. First, the colonies never had any real ability to produce finished goods of any sort, so they had neither the technical ability nor the knowledge to maintain their technology; second, the now-ruling wizards were terrified of the effects that the Great Rain of Fire had had on the planets ecology; and third, the wizards feared the use of high-technology against them by their subject peoples, so they eliminated any attempts to resurrect the old ways. The end result is that by the time that the chaos began to settle down (ca. BC 2900), the entire region had regressed to a bronze-age level of technology. By this time the population dominated by the wizards had taken on a new identity; they referred to themselves as the Taymora, and their land as Taymor. The wizards of Taymor had, by this time, come to dominate all of the old colonial territory. Each wizard or clique of wizards settled in their own city, with the remnants of the Thonian colonists forming the nobility and middle classes, and the slave population remaining slaves. The majority of the wizards that had survived the Great Rain of Fire had at least some working knowledge of necromancy; many of them were necromancers. (The ITMC had a great interest in combining the powers of the school of necromancy with the scientific medical knowledge of the time; many medicines and medical techniques of Blackmoor at it's height combined necromancy and technology). Many of the wizards, naturally, had a vested interest in extending their lives as much as they could; they used their knowledge to plumb the depths of mortality, and eventually many of them came into contact with the Immortal Nyx. She granted necromantic knowledge to those of the wizards that she felt were worthy; the result of this is that by BC 2800, most of the rulers of the newly developing city-states were undead creatures, Greater Nosferatu (not vampires; these come into the picture later). Many of the wizards became priests of Nyx, even those who did not become full fledged priests still were granted some priestly abilities. Regardless of their actual priestly status, all the ruling wizards of the Taymoran City-States were known as Undying Priest-Kings by BC 2700. The era from BC 2700-2500 is known as the Taymor City-State Period. Each Undying Priest-King was absolute master in his own city, as well as in the surrounding region. Of course, many of the Undying Priest-Kings were not satisfied with ruling only their own city; thus, numerous wars were fought between the Taymoran city-states. When challenged, an Undying Priest-King could either submit to the aggressor, or defend himself and his city. If he lost, he was then a Dead Priest-King, and his city was ruled by a governor, or razed to the ground, it's citizens enslaved and it's slaves sacrificed for the greater glory of the victorious Undying Priest-King; if he submitted, he was allowed to keep his station as a sub-king, and the city would become a member of a growing kingdom. Finally, in BC 2500, all the city states were brought under the control of one Undying Priest-King. The Undying Priest-King of Colhador on Hadas conquered or reduced the other four remaining Taymoran kingdoms in several wars from BC 2535-2500. Upon the destruction of the final resisting city, he declared himself the Eternal Emperor of Taymor, Beloved and Chosen of the Night. Thus began the Imperial Period of Taymor, which would last for 500 years (BC 2500-2000)...

On the Imperial Period of the Taymoran Culture

I. The Social Structure and the Caste System

A. The Noble Clans, the Royal Houses and the Imperial House

With the ascension of the Eternal Emperor of Taymor in BC 2500 the Taymoran culture entered into its Imperial Period. The single most unifying factor during this era was the rule of the Eternal Emperor; the Eternal Emperor Kheresartun lived his life of undeath to the end of the empire in BC 2000. The Eternal Emperor was at the apex of Taymoran society; directly beneath him in the power structure were his subordinate Undying Priest-Kings and the other members of the Imperial House (all of the Undying Priest-Kings were Greater Nosferatu; many other members of the Imperial House were as well; the balance were Lesser Nosferatu.). The Undying Priest-Kings were all considered to be a part of the Imperial House even if they were not actual progeny of the Eternal Emperor. Following the Imperial House were the members of the Royal Houses of the subordinate Undying Priest-Kings (all Lesser Nosferatu); many of the Noble Clans of Colhador on Hadas were considered to be on a level with the subordinate Royal Houses; then followed the Noble Clans of the other city-states, in varying levels of power and prestige. The members of the Noble Clans who qualified made up the priesthood; many others were mages, or sometimes warriors (though there was a Warrior Caste, the great generals and war-leaders came from the warriors of the Noble Clans).

The Imperial House and the Royal Houses were considered to be a subset of the Noble Caste; almost all members of the Imperial House and Royal Houses were drawn from the Noble Clans, though there were some notable exceptions. The only way for a non-noble to become a member of a Noble Clan (or to form his or her own clan) was for a member of the Imperial House or one of the Royal Houses to ennoble him or her; this was generally done at the behest of the elders of the Noble Clans, when they felt that a member of the Warrior Caste or of the Merchant Caste was worthy of becoming a member of their Clan.

All political and spiritual power was held by the clans of the Noble Caste. The Temples of Nyx were the property of the Eternal Emperor, held in fief by the various Noble Clans; the Noble Clans also owned many plantations, Serf Craftsclans and Slave Houses, all in the name of the Emperor (or through a subordinate Undying Priest-King). Many of the plantations, Serf Craftsclans and Slave Houses were "sub-let" to the clans of the Merchant caste, especially during the later Imperial Period. Even though a Noble Clan may not be very wealthy, they would always hold a certain level of power and prestige that even the wealthiest Merchant Clan could never hope to attain...

' *-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+*-+

... a basic outline on Taymoran Society in general. Here are some basics:

1) As the Nithians are to the real world's Ancient Egyptians, so are the Taymorans to the real world's Sumerian/Babylonian/Assyrian/Mesopotamian cultures. Sort of... with a dark twist...

2) The Taymorans were a Bronze Age culture; though the Undying Priest-Kings knew of and had some access to the ancient technology, they frowned upon technological development of any sort.

3) The Taymorans were ruled by the Eternal Emperor and the Undying Priest-Kings (or the rare Undying Priest-Queen). These beings were Greater Nosferatu, as well as either very powerful mages, necromancers, or priests; even those who were not priests of Nyx had many priestly powers.

4) The Taymorans had a rather rigid caste system:

I. The Noble Clans (included the Imperial House and the Royal Houses) (all were connected somehow with the Temple Orders, even if not priests)

II. The Warrior Clans

III. The Merchant Clans (included artisan clans such as workers of gold and steel)

IV. The Serf Clans (included lesser artisan clans and farming clans; "Owned" by the Noble Clans)

V. The Slave Houses (all owned by the various Temple Orders)

5) Taymoran society centred around serving Nyx, the Eternal Emperor, the Undying Priest-Kings and the Noble Clans. The Warrior Clans served as stromtroopers; the Merchant Clans provided the more luxurious services; and the Serf Clans and the Slave Houses provided the grunt labour (or dinner for the Nosferatu, in the case of the Imperial and Royal Slave Houses).

6) The Taymorans had monolithic architecture in the form of the ziggurat, or "stepped pyramid", derived in part from the Azcan pyramid as well as a desire to physically represent the basis of Taymoran society (each ziggurat had five levels, no more, no less). A temple was often at the top; they were also used to bury important nobles and the rare member of the Imperial or Royal Courts who so warranted it (the Taymoran Mummy is a truly horrible creature; it was once a member of the Imperial House or one of the Royal Houses that was mummified "alive" while still in it's state of undeath as a Nosferatu; stats posted soon).

Next Year: the Taymoran Warrior Caste, the "Paladins of the Night"...

In BC 2000 the Taymoran Empire came to a very abrupt end in a great war between those who had remained loyal to Nyx and the Eternal Emperor and those who followed the ways of Thanatos. The earth heaved, cracked and sank beneath the waves (Note that this date is based on the timeline in PC 3 "The Sea People"; more on this in another post). The only city of the Taymorans that remained after the great war and cataclysm was the city of Nithus, on the River Nithia in the Eastern Plains. The ruler of Nithus had turned to the ways of Thanatos; he had been opposed in this regard by several of his progeny, which were led by the twin brothers Orisis and Setu-Kha. After the war and cataclysm, the brothers were able to depose their master; Orisis ascended to the throne, as he was the popular leader and elder of the twins (though only by minutes). This did not sit well with Setu-Kha, and he rebelled (BC 1950); eventually, Setu-Kha fell in with Thanatos, and ruled his own land to the south and west (this was the island that once existed where the isles of Ierendi now are). The two realms fought now and again, with no major gains on either part. During this period, Thinker visited Nithus on his quest to save the Dwarves; he befriended Orisis, who, though a Nosferatu, was very enlightened. Eventually, Thinker moved on in his quest. In BC 1800, Setu-Kha finally overthrew Orisis; in his attempt to save his kingdom, Orisis allied with the growing Cult of Horon (Ixion). Nyx abandoned Orisis to his fate... (which was, of course, similar to that of the real-world's mythic Osiris). Haterat, the High Priestess of Horon, did not abandon her late-found ally, and quested to recover Orisis's remains. She finally brought them together in BC 1760; Horon granted her request, and returned Orisis to life; real life, not the unlife of the Nosferatu. Setu-Kha had ruled Nithus with an iron fist; Orisis and Haterat had little problem in leading the populace to a rebellion. He called upon his old friend, Thinker, and by BC 1750 they had overthrown Setu-Kha's forces in the Nithian region. During the rebellion, Thinker took on the guise of Thoth, an aged and wise human sage. In several of the battles "Thoth" polymorphed into several forms which were advantageous at the time; that if the Ibis and the Baboon, among others. Gnomes and Stone Folk of the High Land also assisted the rebels. During the next 50 years, Orisis, Haterat and Thoth took the battle to Setu-Kha's island; they also transformed Nithian society; they cast down the ziggurats dedicated to Thanatos (perverted from their former status as dedicated to Nyx); they raised temples to Horon, Isiris and Ptahr (Rathanos and Pflarr came into the picture later). Thoth developed a new writing system, called Hieroglyphs, based on the old Taymoran cuneiform script (which itself was based on the ancient Thonian iconographic computer language); the allies of the Nithians, the Stonefolk and the Gnomes, brought the secret of steel to the Nithians. The Nithians finally overthrew the forces of Setu-Kha in a great battle in BC 1700; the son of Orisis, Horon-Ausar (born BC 1755), slew Setu-Kha on the steps of his own royal dais; shortly thereafter, the isle blew up in the seismic activity following the elven folly in the area that is now the broken lands. Upon the end of Setu-Kha's kingdom, Orisis turned the rule of Nithia over to his son Horon-Ausar (BC 1700); Orisis disappears into the east on his quest for true Immortality under the sponsorship of Horon...

And that's the basics on how Thinker/Thoth helped to found the Nithian Empire... 

This is my Multiverse Creation Epic
Origins of the Multiverse

In the Beginning...

Five billion years before the crowning of the Emperor of Thyatis the Sphere of Creation overthrew the Reign of the Sphere of Negation at the close of the Age of Chaos, ending the War of Creation. This heralded the beginning of the Reign of the Sphere of Creation. The Sphere of Creation expanded into the four Spheres of Life: the Sphere of Order, the Sphere of Thought, the Sphere of Time and the Sphere of Energy. The Spheres of Negation, comprised of the Sphere of Chaos, the Sphere of Decay, the Sphere of Oblivion, and the Sphere of Entropy, contracted into the single Sphere of Death [aka the Sphere of Entropy]. The Powers of Creation relegated the Powers of Negation and the Essence of their Sphere to the Void Beyond the Spheres, that the Reign of the Sphere of Creation might commence.

The Elemental Planes of Earth, Air, Water and Fire were fashioned by the Powers of the Spheres of Life the Essences of their respective Spheres and from the Aether, the Primal Essence of the Sphere of Creation. Within and separated from one another by the Aether, the Elemental Planes formed the womb for the Potentiality that was the Primal Sphere, which lay within the Aether at the single common point between the Elemental Planes. Together these regions made up the entirety of the Known Spheres, which lay within the Great Barrier, beyond which lay the Void Beyond the Spheres.

The Powers of Balance, made up of equal numbers of the Powers of Creation and Negation, which were neutral during the War of Creation, at this point had their Primal Essence dispersed into the Primal Sphere. The fusion of the Primal Essence of the Powers of Balance with the Potentiality of the Primal Sphere heralded the beginning of Creation, as the juxtaposition of the equal, yet opposing Powers of Balance, within the Primal Sphere, at the locus of the Elemental Planes, allowed Order to yield to Chaos, which caused Thought in turn to Decay, which allowed Time to fall into Oblivion, and finally caused Energy to dissolve into Entropy. The stresses brought about by the struggle between these forces, greater in strength than even the Potentiality of the Primal Sphere, caused the Primal Sphere to expand. The Essence of the Powers of Balance were too volatile for the expanding Primal Sphere, and they exploded out from the Primal Sphere, into the Aether and the Elemental Planes.

The Formation of the Prime Plane

The expanded form of the Primal Sphere became the Prime Plane, which, like the Primal Sphere before it, was made up of equal portions of the four Elemental Planes; unlike the Primal Sphere, the Prime Plane was infused with the remaining balance of the energies of the Powers of Balance. Earth, Air, Water and Fire were all mixed in the morass that formed the Prime Plane, given Potential from the Essence of the Powers of Balance. The Powers of the Spheres of Life moulded this primal ooze by imposing Order on Matter, facilitated through Thought, expedited through Time and stimulated through Energy. Galaxies took shape, and within those galaxies formed Stars, and around those Stars formed Planets, and upon those Planets Life took shape. The balance of the Essence of the Powers of Balance cause the Life of the Prime Plane to evolve, as the forces of the essence of the Powers of Balance turned upon each other; rather than causing an explosion this case, the Essence caused an implosion within Life, and tied Life to the Essences of Order, Thought, Time and Energy. Death, too, was represented here, but this was not the Corruption of the Powers of Negation, rather, this was the Balance of Life and Death, which was a necessary part of Creation.

The Elemental Planes and Races

Meanwhile, the Elemental Planes were undergoing rapid evolution without the active participation of the Powers of Creation. The Essence of the Powers of Balance that coursed through the Elemental Planes after the explosion about the Primal Sphere engendered Life in the Elemental Planes. The different forms of Matter, Thought, Time and Energy arose in each of the Elemental Planes and Life took form. Elemental Beings arose from the Essence of each of the Elemental Planes, defined by Order, engaged in Thought, living through Time and animated by Energy. Each of these life forms, of course, was dominated by the Essential Nature of their respective Elemental Plane. Thus, the Earth Elementals were dominated by Order, and were bulky and ponderous in form. The Air Elementals were dominated by Thought, and thus were ephemeral and delicate in form. The Water Elementals were dominated by Time, and thus were fluid and yet unyielding in form. And the Fire Elementals were dominated by Energy, and thus were ever motive and changing in form. Death was present here as it was on the Prime Plane, but as the Essential Natures of the Elemental Planes were different from that of the Prime Plane, so was the nature of Death in the Elemental Planes different from that of Death in the Prime Plane. By their nature, were these beings to cross into the Prime Plane, they would form bodies of the appropriate Elements, and were these bodies to be slain on the Prime Plane, the Essential Core of the being would return unto the Elemental Plane of origin, there to reform another vessel from the Essences of that Plane; were they slain on their own Elemental Plane, however, their energies would be dispersed for all eternity.

As the Essential Life Force of the races of the Elemental Planes was formed of the Essence of the Elemental Planes, Death was not a balancing factor there, rather it was a corrupting factor. Earth was corrupted by Decay, Air was corrupted by Oblivion, Water was corrupted by Entropy and energy was corrupted by Chaos. Thus, as each Elemental Plane was corrupted by the Essence of the Negative Opposition of another Elemental Plane, then did each Elemental Plane gain dominance over another, and thus was the Balance of the Elemental Planes brought to ruin. Therefore did the Element of Fire desire to bring Chaos unto the element of Earth, and thus did Earth strive to bring Decay unto Air, and Air did seek to bring Oblivion unto Water, and Water in its turn did aspire to bring Entropy unto Fire. The Elemental Planes, once in Balance with one another, erupted into war as each Element battled for supremacy.

The Formation of the Outer Planes

Even as the Powers of Life were bringing form to the Prime Plane and the newly risen Elemental Races were taking shape, the Great Barrier between the Known Spheres and the Void Beyond the Spheres was being tested by the Essences and Energies that exploded out from the Primal Sphere. The Great Barrier, unable to contain the Potentiality of the Essences and Energies, shattered, and the Elemental Essences and the Energies of the Powers of Balance cascaded into the Void Beyond the Spheres. The Aether stretched, following the expanding Essences and Energies, try to fill the open Void, striving to rebuild the Great Barrier between the Known Spheres and the Void Beyond the Spheres. The expansion of the Essences and Energies was slowed and then halted as they encountered the Powers of Negation in the Void Beyond the Spheres. This caused the Elemental Essences and remaining Energies of the Powers of Balance to fall back toward the centre of the Known Spheres. While rushing toward the centre they met the expanding wave of Aether, attempting to re-establish the Great Barrier, head on. An explosion not unlike that which had occurred at the sundering of the Primal Sphere ensued at the edge of Reality, and the Aether, Elemental Essences and Energies of the Powers of Balance collapsed into a infinite number of individual Planes. The Powers of Negation, caught in the explosion and subsequent collapse, had their Primal Essence dispersed among the myriad numerous Planes. Thus, the Outer Planes were formed of Elemental materials, and each was dominated by one of the five Spheres: Order, Thought, Time, Energy or Entropy.

Of the Astral and Ethereal Planes, and the Barriers

The explosion and collapse of the Essences and Energies strained the ephemeral Aether surrounding them, and the very nature of that Aether was altered by the Possibilities present. That portion of the Aether that was without the region of the Old Barrier was transformed by the coruscating Essences and Energies, and became the Astral Plane. The reverberations of the collapse returned through the Known Spheres, and transformed the solid Aether within the region of the Old Barrier into the Ethereal Plane. The Astral Barrier formed between the Ethereal and Astral Planes, as too the Great Barrier once again formed between the Known Spheres and the Void Beyond the Spheres.

On the Formation of Other Dimensions and Proto-Dimensions

When the Great Barrier did once again reform around the Known Spheres, the Known Spheres did then constitute the Inner Planes and the Outer Planes. The Inner Planes were formed of the Prime Plane, the four Elemental Planes and the Ethereal Plane, each of which was contiguous with one another yet removed from one another, and surrounded in whole by the Astral Barrier. The Outer Planes were formed of the Astral Plane and within the Astral Plane were the infinite number of Outer Planes. all of which were contained within the Great Barrier. Outside the Great Barrier lay the Void Beyond the Spheres, though by this time the Void was not empty as it had been in the past. For when the Great Barrier had reformed at the Edge of Reality, various Outer Planes, Elemental Essences and Energies and fragments thereof had been left without the Great Barrier. These Outer Planes, Elemental Essences and Energies and fragments thereof, beyond the Edge of Reality, and filled with Potentiality, were drawn to each other, and over time they drew together, and the Potentiality within them grew, so that each did form its own Dimension, in imitation of the Multiverse that was within the Great Barrier. Being of the Multiverse but not within the Multiverse allowed these Dimensions to grow in ways not defined by Reality, and many of them did grow in ways alien and even inimical to the Multiverse. There were those Shards, however, that never did combine with others and thus did never live up to their Potential. These Shards were called Proto-Dimensions, for were they brought into conjunction with a developed Dimension, they might live up to their Potential.

Of Magic and the Rise of the Faerie Races

The Energies of the Primal Essence of the Powers of Balance that had survived the explosion at the edge of Reality had, by this point, returned to the centre of the Known Spheres, and once there, they dispersed throughout the Prime Plane. And thus did the final portion of the Primal Essence of the Powers of Balance, that portion which had experienced the Beginning and the End of the Multiverse and all Spheres in between, and was the richer for it, come into correlation with that portion of the Primal Essence of the Powers of Balance that had formed the Life Force of the Prime Plane, and was of the Prime Plane, and it did also come into correlation with the evolving Life of the Prime Plane, and thus did Magic enter into the Prime Plane. For that portion of the Primal Essence of the Powers of Balance had come to know all that was of the Multiverse, from the Centre out to the Edge of Reality. And thus was all Possibility engendered within that force, and that which allows all Possibilities to come to pass is Magic. And from that force did rise the Spirits of Magic, that were made of the ghosts of the shells of the beings that were the Powers of Balance. And in time, the Sentient Races that did evolve in the Prime Plane came to know these beings as Faeries, for they were not as Powers, nor Immortals, nor Elementals nor even as the Spirits of the Outer Planes, they were of the Prime Plane and of all other Spheres, for they were of Magic, and Magic was of all things that were within the realm of Possibility. By their very natures, the Faerie Races were Eternal Beings, for were their physical form to be slain, their essence would return to the whole of the force that is Magic, and that force would return the Essence of that being into the Life Stream through reincarnation. Thus were the Faerie Folk doomed to be born and reborn until the End of the Age of Creation.

Of the Rise of the Denizens of the Outer Planes

Just as the Primal Essence of the Powers of Balance had given rise to the Faerie Races on the Prime Plane, so too did it give rise to various and sundry species throughout the Outer Planes. These denizens, of infinite variety and scope, formed physical vessels for their existence of the Elemental materials and native energies of their respective Outer Planes, whether they were of Order, Thought, Time, Energy or Entropy. Spirits, Archons, Angels, Titans, Phoenixes, Fiends, and myriad other life forms grew forth from the stuff that made up the very Outer Planes, each animated by the merest shard of the spirit of the ghost of the shell of the Powers of Balance. By their nature, were these beings to cross into the Elemental or Prime Planes, they would form bodies of the appropriate Essences, and were these bodies to be slain on those Planes, the Primal Core of the being would return unto the Outer Plane of origin, there to reform another vessel from the Essences of that Plane; were they slain on their own Outer Plane, however, their energies would be dispersed for all eternity.

On Nodes, Wormholes and Gates

The passing of the Elemental Essences and the Energies of the Primal Essence of the Powers of Balance back and forth through the Multiverse created rifts, tears and holes in the fabric of the Multiverse, that all parts of the Multiverse might be connected to all other parts. Nodes were weak points between two points in the Multiverse that, with some use of Magic, would bring the two disparate points into conjunction, allowing travel one way or both ways. Wormholes were Nodes that naturally allowed travel one way; these were usually associated with the transfer of Elemental or Planar energies or matter. Gates were Nodes that naturally allowed travel both ways.

On the Forming of the Sphere of Death

The Powers of Negation, caught in the explosion and collapse between the Essences and Energies and the expanding Aether, were stripped of the greater balance of their Primal Essence and dispersed among the uncountable Entropic Outer Planes. So powerful and terrible was the experience that most lost all knowledge of their prior existence as Powers of Negation; they knew only that they were formed of the energies of Entropy, and that they despised all that was of Creation.

There were those who were of Chaos, that would change all that was, that no one thing would be like unto the other, and all that was would deny all else, such that all would be brought into nothingness.

There were those who were of Decay, that would bring rot into all things, and feed that which remained unto the rot, until the rot ate of itself, such that all would be brought into nothingness.

There were those who were of Oblivion, that would turn all that was upon itself, and then turn again until it was not, and yet again until it was and was not, until all that was would be without and within, such that all would be brought into nothingness.

And there were those who were of Entropy, that would cause all things to consume of each other, then to consume of themselves, and then be consumed by those of Entropy, and thence again those of Entropy would consume even themselves, such that all would be brought into nothingness.

And these entities that were formed of the shells of the Powers of Negation were drawn unto each other, and the energies of the Sphere of Death, and they did form Alliances that they would bring all of Creation into nothingness. And these entities were the first Immortals

Of the Removal of the Powers of Creation from the Multiverse

Time passed until it was one billion years before the crowning of the Emperor of Thyatis. Life had arisen and sentient races had evolved on the Prime Plane. The Elemental Planes were fraught with battle and war, which had slowly spread to the Prime Plane through various Nodes, Wormholes and Gates. The Denizens of the Outer Planes were drawn to the Prime Plane as well, for it contained energies that they did desire and lust after. And too, even the Entropic Immortals, the last shadowy remnants of the Powers of Negation, eventually did travel unto the Prime Plane, and they did begin to work their horrid magics upon it, that they might undo all that had been wrought. And the Powers of Creation gazed upon all that was, and knew that their time had passed, for they knew that should they confront even the ghosts of the shells of the Powers of Negation, the Immortals of Death, all that had been made would be undone in the battle that would follow. And thus they removed themselves from the Multiverse, all except a few from each Sphere.

Those that did remove themselves from the Multiverse traversed through the Great Barrier and did come unto another Dimension, and within that Dimension they did create for themselves a new realm, that they might live in peace and harmony. And that none may follow them that they did not will it, they did take up a Proto-Dimension, and from it they did form the Vortex, and they did place it at the one entrance to their Sanctuary, that they might remain undisturbed until the End of the Age of Creation.

And those Powers of Creation that did remain in the Multiverse did disperse their Primal Essences into the Multiverse, that the aspect of Life throughout would be reinforced. And the ghosts of the shells of the Powers of Creation that did disperse their Primal Essences into the Multiverse did become the first Immortals of the Spheres of Life, that they might guard Creation from the despite of the Immortals of Death.

On the Forming of the Immortal Hierarchy

And the sum of the Immortals of the Spheres of Life was twice that of the Immortals of the Sphere of Death. And the Immortals of the Spheres of Life did summon the Immortals of the Sphere of Death unto the Centre of the Multiverse, where once stood the Primal Sphere. And there at the Centre of the Multiverse did the Immortals of the Spheres of Life enforce upon the Immortals of the Sphere of Death the Balance of the Multiverse, dictated by the One Law of the Immortals.

The One Law of the Immortals was thus: On the Prime Plane, Direct Action Against Mortals is Forbidden.

Debate ensued, of course, as the Immortals of the Sphere of Death were not to stand for the dictation of the Immortals of the Spheres of Life. And the Immortals of the Spheres of Life gave ground, as they knew they would, and did form with the Immortals of the Sphere of Death other rules and guides by which the One Rule might be rescinded. And the Hierarchy of the Immortals was initially founded for that one purpose, the interpretation, preservation and moulding of the One Law.

And then did the Immortals retire unto the Outer Planes, for they were the one place that they might gather in their forces and powers without breaking the One Law, and without the entanglements of the Primal Conflicts of the Elemental Planes. And the Immortals of the Spheres of Life were gladdened, for they knew that the Purpose of the Multiverse was assured. For the Multiverse had been created that it might give rise to more Powers of Creation, for such might occur only in the Potentiality of the Multiverse. For at the End of the Reign of Creation, the Immortals of the Sphere of Entropy would rise again to regain their birthright, the might of the Sphere of Negation, and they would battle the Powers of the Sphere of Creation for the rule of the next Age... and should the Spheres of Life have given rise to more Powers of Creation, the Balance of the Universe might turn once and for all... for Life. 

A Natural History of Mystara: Many Hidden Secrets Revealed
I have been reading all the posts about how the species developed in Mystara from the saurials and this made me think. I have always wondered why there would still exist normal animals in fantasy worlds, where magical ones would be so much more efficient in their hunting or evading their predators. It would be just a matter of a few generations and the normal, less-equipped ones would have gone. My explanation for this was simple: the organs of the magical beasts have magical properties and, this way, they are hunted by every intelligent being capable of magic, keeping their numbers low.

Now, how would that apply to old Mystaran history? Here comes my personal view on old Mystara natural history (I am still thinking about it and suggestions and criticisms would be most welcome):

In the very old times, there were no intelligent beings in the surface of Mystara, just normal animals, that evolved slowly into other forms of life, as per the usual evolutionary theories. From time to time, one magical being would appear, but not transmit its characteristics to its descendents, when it had them. Then, around 500,000 BC, the first magical species, capable of reproduction and the transmission of their magical abilities, developed in Mystara. For obvious reasons, they were very successful and soon, a whole continent was populated by them.

The ability to access the magical energies from the planet also made their mutations more probable. In a few thousand years, that original species (is this the right singular form?) had evolved into many different forms, with several different abilities adapted to different niches. Predators and prey soon had to have magical abilities to survive. Soon, more powerful species were developing in a fast spiral.

That was the era when Ka, Protius, Ixion, Thanatos and other ancient Immortals whose pasts are unknown or very ancient were born, as mortals. The first intelligent species were also appearing by then. At that time, there were no rules to achieve Immortality as there were no Immortals (just the Old Ones watching, maybe).

The most powerful beings started to develop their abilities beyond what nature had given them. Some learned how to avert death, becoming immortals through their magic. After sometime, the planet had many of them, each controlling their territory, some just wandering and collecting knowledge. World-shaking wars started, with continents being razed and too many species being destroyed. Most of those immortals were killed then, they knew nothing about home-planes and have elected Mystara as such.

Those wars lead to alliances between the Immortals and many betrayals. After thousands of years, just a few great houses remained in the planet, but none more powerful for that. All their resources were consumed in the wars and nobody was happy. War makes odd allies and five great houses decided to settle things right, making some rules. They were able to win and the 5 spheres as we know them today are the offspring of these VERY powerful house. They created a powerful spell, that restricted access to Immortality and cast it. (we could even explain the fairy history about being immortals and then cast out, they belonged to a 6th house who didn't get into the alliance but managed to survive until today with their immortality, but no Immortality, intact).

Some of them had already discovered the other planes and they moved their headquarters to other planes, modifying or creating them in the process. Soon, they realized that the same process that had spawned them in Mystara, could also create other Immortals elsewhere. Once more, they researched to improve the potency of their spell, so that they could make immortality difficult in the whole Multiverse. But the Vortex Dimension was inaccessible and that was when they started believing some more powerful beings could exist.

Back in Mystara, things were starting to stabilize. Immortality was still achievable, but very hard to get, only through extensive researches and lots of power a creature would get it. The Carnifex appeared then as the dominant intelligent species, under the tutelage of many Immortals of those times. They eventually get almost as powerful as the old immortals, some of them achieving that status by themselves. That was when they challenged the Immortals' power in another Great War, as someone else suggested, lost and were banished.

But they got close to the victory, with many Immortals siding with them and almost complete destruction to everyone's favourite world again. The history in the Dragonlord Trilogy (SPOILER WARNING) tell us of how the dragons believe they are descendents of the Eldar, who tried to achieve Immortality and got transformed into dragons. Some went further, being transformed into the gemstone dragons. I'd suggest these are old legends with some truth in them. It is basically true, but for the fact they descend from the Carnifex, not from the Eldar. Maybe the Eldar descend from the Carnifex also, though, and that's why they are in such good terms with the dragons. (END OF SPOILER WARNING)

Also, I'd place the old carnifex capital or one important city of theirs in the Wallara country.

Finally, after so many problems, a Council of Immortals happened in Matera, where Pandius were to be built. After some discussion, they decided for the rules that govern their behaviour nowadays, as well as to make access to their status even more difficult. They agreed on the basics of the procedure: looking for a sponsor, trial, testimony, etc. and left the details up to each Sphere.

They also erased all the knowledge about reaching Immortality by oneself from the world and those few who survived the war with the carnifex vowed never to reveal it again. That's why they are not willing to talk about their pasts. And maybe one extra reason for Ixion hate Rad's researches, he won't have Immortals appearing with just one successful spell cast, as in the old times. But he was not willing to discuss this with the "new" Immortals who were not there to see all the destruction Immortals popping everywhere might cause.

Incidentally, this theory also states that Mystara was the origin for most fantasy species in the other worlds, as well as their gods. Their gods are Immortals who gave up their home planet and decided to populate and control easier targets :) 

I've read some mails about Thyatis. So I write here some about the cultures and history of Thyatis (IIRC).
The ancestors of the Thyatians were Antalians (yes, the horned guys of HW Ostzee). King Milen of Marilenev fled with his people, when the gnolls invaded ancient Traladara. In this time of the song of King Halav the Traldar, Nithian colonists, had not real contact to Nithia, but the empire was disappointed about this. They took some Antalian slaves and sent them to the isles of Minrothad (Minroth was a Nithian). They should travel to Davania and fight against the refugees. Instead the fled, ironically to Davania, and didn't care anything for the Traldar. (Hm, were woman under the Antalians?) The Traldar founded the Milenian Empire and finally drove the successors of the Antalians out. They had formed three tribes, the Kerendan, the Hattians and the Thyatians. These tribes returned to the continent of their forefathers and settled in nowadays Thyatis. A long period the earned their living as barbaric pirates. This stopped when Alphatia conquered them. After the liberation they founded the Empire of Thyatis and started to settle countries. Some "Celtic/Irish" Thyatians went to the Isle of Dawn, some "Spanish/Portuguese" Kerendans went to the Savage Coast. Other settled in Norwold where they founded Oceansend. These were (or became) "Scandinavian" Thyatians. After the declaration of independency some Oceansender went to the Isle of Dawn and found Westrourke.
As you see, there are quite a number of different Thyatians.
This is all quite interesting - where did get this information (i.e.: was it all from the MML, a forgotten page on some module somewhere, or are these your own theories)? I know the Antalian/Thyatian connection from the HW boxed set, but the Oceansend/Westrourke connection puzzles me - I though Westrourke was settled before the founding of Oceansend.


"THE GENEALOGY OF THE ANTALIAN RACES
by Professor Von Ganderhoff of the Great School of Magic

The Antalian race of humans arose on the shores of the eastern sea in the time of the ancient Thonian civilization. They were of the purer strains of the ancient Neathar, and an exposure to the cold northern elements encouraged that manly vigour and hardy constitution for which the race is well known. Furthermore, in the struggle for survival with the bestial Goblinoid races which beset them in the northern lands, the Antalians developed a martial skill of superb character, as well as crafts and skills related to the art of war, and to seafaring. There is excellent evidence from extant descriptions that the Skandaharian people, whose sea-raiding prowess was well known to the Blackmoor people, were Antalian in character. Some believe even the Blackmoorians were Antalian, and this hypothesis is certainly supported by the clear intellectual superiority of the Blackmoorians, though it is a controversy which awaits empirical investigation.

After the destruction of Blackmoor, the Antalians moved southward into what we now know as Norwold, and also into the area which later came to be known as Alphatia, becoming the dominant original racial stock of northern Alphatia, the Yannifey Islands, and Qeodhar. Some perhaps remained in the Skandaharian regions which have become Nentsun, but this Antalian strain was quickly polluted by the influx of inferior human strains and numerous subhuman goblinoids.

It was at this time that the Antalians (in Norwold) split into two distinct strains ... the True Antalian or Proto-Hattic race, and the Quasi-Antalian or Proto-Dunic race. The main difference between the two was a greater attention to the worship of immortals of war on the one hand (Odin and Thor) and to immortals of nature (such as the Robrennish Breig) on the other. The True Antalian race populated most of Norwold, the Northern Reaches, and inland areas including present-day Wendar and beyond, and developed strongly the arts of seafaring and war. The Quasi-Antalian lived along the Western part of the Isle of Dawn, as well as in various areas within the lands of the True Antalians (there were no clear national boundaries in those days.

It was at this point that the terrible Nithian empire arose, and the Nithians (who were descended from Neathar strains less pure than the Antalian, but still of tremendous intellectual ability, being in many respects intellectual heirs of the ancient Taymoran culture), defeated and enslaved the Antalians through trickery and sorcerous magic (this was during the time in which the numbers of the Antalians had been reduced by repeated goblinoid attacks. The least brave and warlike of the Quasi-Antalians were taken by the Nithians to the south and became the Traldar, but their language and culture were corrupted by Nithian elements. Other Quasi-Antalians remained on the Isle of Dawn, and mixed somewhat with Nithian elements (thus producing their well-known predisposition towards redness of hair and sexual laxity). The best Quasi- Antalians and many True Antalians were taken to the southern islands to colonize and to fight against the gnollish and lizard man races as well as the rebel Milenians. They mutinied and fled to Davania, where they grew populous through subjugating the local proto-Oltec and humanoid tribes (among whom were the Tegor of the ancient Thanegioths, who would later become the slaves of the Kopru Empire). Some interbred with the Milenians, becoming the Kerendan and Thyatian tribes, while others remained pure (becoming the Hattians) ... the Thyatians especially had significant Quasi-Antalian elements, but many of the Quasi-Antalians moved to other parts of the southern jungle, where they became the Hinterlanders of the modern day. The Thyatian, Kerendan, and Hattian tribes, as is well known, later moved north again to invade the territories left open by the collapse of the Nithian empire, where they came under the influence of the City-State of Tuma ( in southeastern Darokin, near the Halfling and Karameikan borders), which had preserved much learning and culture from Nithia, Taymora, and even from Alphatian influence. The Thyatians and Kerendans adopted Tuman naming patterns (themselves related to the Milenian language), whereas the Hattians retained a pure Antalian culture.

In the meantime, the Antalians who had remained in Brun came under the influence of the Elven diaspora, and accepted many Elvish elements into their culture (Elves, on the other hand, accepted much of the Antalian language into their own for everyday use ... thus the Antalian elements in many Elvish names) ... this mixing was most prominent amongst the inland Antalians, especially those of Wendar. Among the Antalian-Elvish inland tribes were the ancestors of the Robrennish (Quasi-Antalians) and Eusdrians (True Antalians), who moved westwards through the northern forests, eventually settling in the region of Hule, from whence they were pushed southward by the conquering armies of the Hulean theocracy much later. Based on this evidence alone, it is highly likely that there are other Antalian tribes of relatively pure blood, with all the noble influences acquired from Elvish culture, which live somewhere in the far northern forest lands beyond the Adri Varma plateau. Of course, as we know there are few areas in the world which have escaped SOME Antalian influence, as places like Darokin, Minrothad, and even Sind demonstrate strong strains of Antalian influence, though their populations have been made impure by other strains.

One possible source of such widespread Antalian elements is the period of sea-reaving by the Ostland pirates which followed the collapse of Nithia and extended well into the time of the early Thyatian empire. Indeed, some islands of the Sea of Dread region boast small populations of humans of Antalian descent. The far-flung outposts of Castle Furmenglaive and Caerdwicca also show that the Quasi-Antalians (who were of course constantly receiving fresh infusions of True Antalian elements from Ostland and Norwold) were quite skilled in conquest and seafaring as well.

A controversial theory, put forward by Prince Brannart McGregor, insists that the Antalians and Quasi-Antalians are necessary manifestations of metaphysical types which occur repeatedly throughout the multiverse ... thus explaining the distinctly Quasi-Antalian culture of the extraplanar Klantyrians, as well as Antalian elements in the Averoignean culture. Even amongst the Alphatians, who are mostly of a degenerate and morally corrupt copper-skinned race, there is a strain of True Alphatians, who are universally acknowledged as the best members of their race, and who are quite similar to Antalians in many respects.

Other strains of humanity reputed to have Antalian origins, such as the Herathians of the far west or the Mehirgudi of Aran (near Thothia), whose language is similar to that of the Herathians as well as to those of Thothia and of ancient Taymora, lack the requisite evidence at present." 

Here is an historical synopsis of the land of Littonia:

Littonia

For many people, Norwold is considered the utmost border of civilisation, beyond which only the wilds of northern Brun dominate. This is not so, for along the northeastern border of Norwold, far beyond the realms of the Known World, lies a small nation of brave people - Littonia.

Much of the history of the Littonians is lost in the depths of time; few among these people know the full story, dating their own culture to the time of Karlis, the Unifier, and afterwards. In truth, the people who would populate the land of Littonia arose some 4,200 years ago, on the continent of Skothar. They were the last remnants of the Valemen, a fair people who had been all but obliterated by the fearsome Afridhi centuries before - the first conquests of that warlike people. They fled their homeland towards the southwest, and built tiny villages along the western reaches on Thonia. There they remained for two centuries, until the time of the Great Rain of Fire.

Many Valefolk died in the disaster, and only the strongest were able to flee to their ships and sail to what would become Alphatia. It was a rich land, and the Valefolk settled along its eastern coasts. In less than three generations, though, the fair-skinned indigenous people, who called themselves the Yanifey, drove out the Valefolk. They resented the intrusions of these people upon their way of life, and were unwilling to share their land with anyone. Thus the Valefolk were driven from their homes only a century after they arrived to these shores. For years they were harried across the continent, until they arrived at the western shores, from which they sailed to what is now Norwold, in the region called the Great Bay.

At this time it was still a frigid land, but some areas of the shorelines were habitable. The Valefolk eked out a living along these rugged shores, forgetting much of their culture as they fell into a long dark age. Centuries passed, and the Valefolk spread as the climate warmed. Much of their people migrated north of the Great Bay, to fertile plains and light forests along the coast that afforded them some measure of prosperity. The place they called their home was centred around a river that branched northeast from the mighty Landsplit River - the shallow Gaudava River. Life was hard, and short, but it was infinitely better than before. In the south, Valefolk built their homesteads as far as the coasts of the modern Heldannic Territories.

The Valefolk would not be alone for long; soon after the southernmost homesteads had been built, a tall warlike people arrived from over the eastern seas. They called themselves the Antalians, and they pushed forth the Valefolk. Within decades, all Valefolk communities south of the Great Bay had been destroyed, their inhabitants either killed of driven forth. North of the Great Bay, a new identity arose among the Valefolk. Since coming to this new land, much of their old culture had been forgotten, as new beliefs, new traditions, and a new language developed. The northern Valefolk began to call themselves the Litoniesu, and their land Litonija.

Despite this new identity, the Littonians were a fragmented people. Although many Littonians of the day recognised common bonds of language and religion, most swore allegiance to their clan chieftains. As a result, the Littonians spent as much time fighting each other as they did the northward- moving Antalians. For decades the Antalians surged northwards, clashing with the emerging Littonians. These folk were never defeated, though, for there always came among them one chieftain who would lead all the others to victory over the Antalians, and who would often fall into obscurity afterwards. This cycle of unity and disunity could have continued forever, were it not for the Frost Giants of Frosthaven.

Roughly 3,000 years ago, a vast horde of Frost Giants, led by the fearsome Ulf One-Eye, surged southwards from their island home, reaving and destroying as they went. Beforehand the giants had troubled only the northernmost communities, where the remnants of those Valefolk who had lived south of the Great Bay now lived. Now, the giants ventured forth to conquer. They long coveted the richer lands of the Landsplit and Gaudava rivers, and saw the inhabitants as fitting slaves to their work for them. They stormed in from the north, and quickly overwhelmed the disunited Littonians one clan at a time. Within five years the entire region north of the Great Bay was under Ulf's rule. He named his realm Nordenheim.

Ulf was a cruel ruler. He routinely had Littonians who showed any form of resistance brutally tortured, often in front of their families. Many Littonians were tied to their farms, forbidden to leave under pain of death, and forced to give away most of their harvests to their overlords, who grew decadent from their easy life. Whenever there was to be a great celebration among the giants, Ulf would order the most able-bodied slaves to fight in arenas for the amusement of their masters. The greatest horror inflicted upon the Littonians was the construction of Ulf's great citadel, Høgborg. Seven years were spent building the colossal structure, all of which was done by slave labour. So many died in building the structure, and in the giants' other depredations, that the Littonians began to decline in number. Were it not for the rise of Namejs the Leader, all hope may have been lost for the Littonians.

The man who would become Namejs the Leader was a landowner of some reputation, and a clan leader. Namejs laboured hard under the rule of Ulf's giants, and saw his tremendous pains rewarded by the arbitrary death of his family. One of the locals, in an attempt to curry favour with the giants, reported that Namejs was trying to incite a rebellion. Though this was not true, the giants tore apart his home, and forced him to watch the deaths of his wife and children. Broken over such a great loss, he vowed to have his vengeance upon the overlords who caused both him and his people so much suffering. Not long afterwards, he attacked a lone Frost Giant in a rage, and managed to kill him with a well-placed blow to the head while his opponent was down. He was surprised at his act, as were a small gathering of Littonians who happened to witness the deed. Gaining heart from this act, he then assembled a band of freedom fighters and melted into the surrounding hills and woods.

The next years were spent fighting a guerrilla campaign against the giants. Well-armed bands led by Namejs would leap out of forests, swamps, and other places of concealment to attack and kill unsuspecting giant warriors. As soon as any organised resistance could be brought to bear, the rebels melted back into the wilderness. Many years passed, and Ulf's warriors could not locate Namejs' stronghold, nor could they capture any of his men. Soon enough, tales of Namejs' deeds spread across Nordenheim, until many slaves rose up against their masters, killing them in any way possible. The greatest battle took place at the coastal village of Gaudavpils, which spanned the Gaudava River where it entered the eastern seas. Many giants died at that battle, and news of this resounding victory spread like wildfire. Before long, Namejs had assembled a great host of rebels, who then stormed Høgborg and killed Ulf. They then destroyed the citadel, thus destroying the testament to their oppression. Their leader dead and their power broken, the remaining giants fled Nordenheim for their homes in Frosthaven, abandoning their dreams of empire. Namejs was then made the first king of Littonia, in recognition for his deeds.

Namejs ruled wisely, but reluctantly. He was not a king at heart, and would have rather kept the peace within his own clan hall. His rule lasted many years, and he presided over a period of great unity and peace. His sons did not have his personal charisma, or his will to keep the peace for all Littonians. As the decades passed, the ruling line of Littonia grew weak, and the people began to identify more with their own clans and clan leaders once more. The Littonians expanded south to the Great Bay once more - the Antalians having been eliminated as a major threat during the invasion of Loark's horde centuries before. All lands north of the Great Bay and east of the Icereach Mountains were theirs. Only the lands around the Gaudava River, and immediately to the north, were thickly settled. The remaining lands were dotted with homesteads and farms, as much of the land was too poor for intensive farming.

So Littonia remained a kingdom in name only for many years. The clan leaders paid lip service to the king, and did what they pleased in their own lands - even warring amongst themselves. The realm was further weakened by the resentment felt by the Lietuvas towards the dominant Litoniesu. Descended from those Valefolk who were driven north by the Antalians centuries before, the Lietuvas had developed a distinctive dialect of the Littonian language, and had a slightly different outlook on life. They settled north of the Gaudava River, and kept largely to themselves. They saw themselves living in a land designed by Litoniesu, for Litoniesu. So, almost 200 years after the death of Namejs the Leader, the Lietuvas declared their lands independent of Littonia, thus creating the Realm of Lietuvos.

This began years of war between both peoples, with neither gaining the upper hand. As more people were taken off of their farms to fight their neighbours, more and more fields grew fallow, and villages began to be abandoned. The bloodletting continued for some 40 years, off and on, and in the end both sides were so weakened that the Realm of Lietuvos collapsed into anarchy, and what remained of Littonia fragmented even further. Thus began another long dark age for the Littonians, in which few left their homes or clan holdings, and roving goblinoids advanced from the southwest.

The giants of Frosthaven returned several times over the next centuries, seeing that the nation forged by the hated Namejs had now collapsed into obscurity. With the giants raiding in the north, and goblinoids looting and burning in the south, times were grim for the Littonians, indeed. Then, a new leader was born.

About 1100 years ago, a boy named Karlis was born in the Littonian village of Nevmala. A strong lad, he quickly grew into a warrior of considerable strength, and, as the eldest son of the local lord, soon became the ruler of Nevmala and the surrounding lands. One night, he dreamed of Namejs at his greatest battle, the Battle of Gaudavpils. He watched the combatants fight, and after it was over he saw Namejs come to him, and ask him to rebuild Littonia in its hour of need. Karlis awoke, and, knowing what had to be done if his people were to survive, he raised an army in his dominion, and marched upon his neighbours. Over the next 11 years, his armies spread throughout the various petty fiefdoms of what was once Littonia, uniting his people by diplomacy and by the sword. The final battle was fought only six years before his death, at the Lietuvan town of Siaiulai, where the mightiest Lietuvan lord was brought low before Karlis' armies.

Though Karlis lived only six years after the reunification of Littonia, he has been revered ever after as Karlis the Unifier. To this day, many Littonians speak his name with awe. Unlike Namejs, Karlis left behind a strong line of succession, filled with kings and queens who wanted to keep their nation strong. It was not long afterwards that the new kingdom of Littonia faced its first great challenge.

Scarcely seven years into the reign of Uldis, Karlis' eldest son, a strange people had come out of the west, from over the Icereach Range. They called themselves the Saamari, a bold people who were fleeing their ancient homeland in search of refuge. They crossed the mountains and settled amidst the grasslands and sparse forests in the western reaches of Littonia. Many Littonian farmers were crowded out of their lands as thousands of Saamari streamed from the mountains and built their villages. Word spread to Gaudavpils, which had since become a town of considerable size, where Uldis ruled his people. Hearing of what was happening, he sent his armies west to reclaim the lands that were lost.

Many battles were fought over the ensuing years. Littonian raised arms against Saamari, as villages burned and borders shifted. The Saamari were too numerous, though, and ultimately the western reaches were lost to the newcomers, who called their land Kaarjala. Maris, the successor to Uldis after the former died in battle, had no wish to continue a fruitless war when there were still numerous enemies on all sides. The Heldannic folk to the south raided the southern Littonian settlements from time to time, just as the north was threatened by the giants of Frosthaven. Thus, in the first year of his reign, Maris appealed to the leader of the Saamari to meet with him in the town of Valmiera to discuss terms of peace. For a week they negotiated, until the Treaty of Valmiera was drafted and signed. Under the treaty's terms, the western lands would belong to the Saamari forevermore, and all lands east of the Gaudava river system would belong to Littonia. Each nation vowed never to attack the other, and in fact to render aid to the other when requested.

Having achieved peace in the west, Maris turned his attention north and south, where he constructed lines of simple towers to hold back those who would do Littonia harm. Those defences were tested over time. On several occasions the denizens of Frosthaven swept from the north in search of easy plunder, and all too often found it in Littonia. Though many were turned back by the defences along the northern border, some always managed to break through and wreak havoc. On one occasion the towns of Valmiera and Nevmala were destroyed by the giants, who were then beaten back only with the aid of the Kaarjalans. Likewise, the Heldannic peoples ranged free along the southern frontiers, though this was curtailed sharply after the establishment of Alphatian colonies to the south. Littonia was quick to make peace with the Alphatians, and has benefited from generally good relations with the dominions of Norwold ever since, though this happened far more recently.

About 400 years ago, a second great migration took place. Thousands of people, who called themselves the Vaarana, and who were not unlike the Saamari, came up over the Icereach Range. They brought with them tales of woe, of great goblinoid hordes on the march. The rulers of Kaarjala and Littonia conferred soon afterwards, and determined that defences must be prepared for the onslaught that was sure to come. Alliances were struck with the elves and halflings living to the south. Not ten years after the Vaarana came over the mountains did a great horde of trolls, ogres, goblins, orcs, and Frost Giants storm over the Icereach Range. For many years both forces shed blood, and it seemed the entire north would be destroyed. Such would have happened, were it not for the arrival of the ancient heroes of Kaarjala, and of Namejs himself! Under the guidance of these legendary heroes, and with the aid of halfling stealth and elven magic, the Kaarjalans, Vaarana, and the Littonians were able to push the enemy back over the mountains, from which they have not issued since.

Since that time, Littonia has become a true nation in its own right. Its ships ply the northern seas, venturing to places such as Qeodhar, Norwold, the Northern Reaches, and mainland Alphatia, trading Littonian and Kaarjalan goods for those items the two nations cannot otherwise get. Its borders are secure on all sides, and its people are proud of their history and culture. With the legacy of Namejs well-established, Littonia seems poised for prosperity, though it still lives under the shadow of Frosthaven. 

Summary Timeline for Littonia
Summary Timeline: (DMs only!)

BC 3200: The Valefolk settle in the western reaches of Thonia, away from other large population centres. They live off of the land and the sea.

BC 3000: The Great Rain of Fire. Blackmoor explodes, shifting Mystara on its axis. The region inhabited by the Valefolk becomes much colder; they migrate west over the sea of what will become Alphatia.

BC 2900: The Valefolk are driven from their new homes by the indigenous Yanifey, who are trying to adapt to their changed climate and do not wish to share their scarce resources with the newcomers. The Valefolk then migrate west again, this time to the Great Bay region in what will become Norwold.

BC 2500: By this time the Valefolk have expanded their settlements along the coasts, from the modern Heldannic Territories in the south to areas north of the Great Bay region. Higher population concentrations are found around what the northern Valefolk call the Gaudava River, which has rich soils and a milder climate than the surrounding region. This milder region is blessed with dense forests and ample water. All other areas are still too cool for intensive farming and settlement.

Also around this time the first Antalians come across the sea from Skothar, and settle in what will become the Northern Reaches, as well as further inland. They are more warlike than the Valefolk, and they easily displace those living near them in the south. By this time lack of communication among the various Valefolk settlements has produced many variations in dialect and culture. Those in the north begin to call themselves Litoniesu, while those in the south call themselves Lietuvas, though collectively they are referred to as the Littonians. The Lietuvas are driven further north by the Antalians.

BC 2400: No more Lietuvan settlements exist south of the Great Bay; they have been either destroyed, or conquered. Many fleeing Lietuvans settle north of the Litoniesu.

BC 1993: Frost Giants, led by Ulf One-Eye, storm out of the island of Frosthaven to the north and begin conquering the lands of the Litoniesu and Lietuvans. Within a few years they are all enslaved. Ulf founds the realm of Nordenheim. A reign of terror begins.

BC 1944: The great Frost Giant citadel of Høgborg is constructed by slave labour. Many slaves died horribly in the construction.

BC 1722: The Antalian civilisation is destroyed by the humanoid hordes of Loark, ravaging much of Norwold in the process. Some southern regions of Nordenheim are attacked as well. The giants allow the humanoids to brutalise the Litoniesu living in the area, and turn back only those humanoids who threaten their own assets and lives.

BC 1623: Namejs is born in the village of Valka.

BC 1601: Namejs is falsely accused of being a rebel by a countryman. As a punishment, Namejs is forced to watch the destruction of his home and family. In a rage, he kills the giant responsible for this act, and this act is witnessed by other Littonians. An uprising, led by Namejs, begins.

BC 1593: The Battle of Gaudavpils is fought, in which many Frost Giants are killed by Namejs' rebels. This is the culmination of years of raids and assassinations that have demoralised the giants of Nordenheim. Hearing news of this victory, slaves across the realm rise up in rebellion.

BC 1592: Namejs and his rebels storm the citadel of Høgborg, killing Ulf and many others. Hearing of the death of their leader, and of the widespread rebellions, the remaining giants grab what they can and retreat to Frosthaven. Høgborg is destroyed, and the Namejs proclaims the birth of the kingdom of Littonia.

BC 1559: Namejs dies. His eldest son, Guntis, becomes the second king of Littonia, but his ambitions do not extend to ruling the nation. He is more concerned about his own clan than the goings-on of the nation as a whole. Many of the local clan leaders no longer recognise the authority of the king. Littonia fragments into many smaller kingdoms. Namejs has in fact embarked upon a quest for Immortality on the Path of the Dynast. During his many adventures after becoming king, he received the patronage of Diulanna, who admired his bravery and desire to serve his people. She shows his a means to travel through time to aid his people, as prescribed by that Path.

BC 1500: This period marks the beginning of a series of wars between the petty kingdoms scattered across the north. No leader is strong enough to unify the various realms, though outside threats, such as the occasional Frost Giant or Antalian raid, allow the Littonians to unify briefly. Once any threat passes, coalitions fall apart, and wars begin once more.

BC 1362: The Realm of Lietuvos is formed by Lietuvan leaders who wish to rule their own nation. The Littonian ruling line is now too weak to do anything about it. Forty years of warfare between the Litoniesu and the Lietuvans begins.

BC 1322: After 40 years of war, Lietuvos collapses into anarchy. Large stretches of countryside have been emptied as people flee south and west to start new lives, or die at the hands of their neighbours. The Litoniesu kingdoms are also weakened by the wars, and many fall victim to sporadic humanoid raids from the southwest. This marks the beginning of a dark age for the Littonians, which lasts centuries.

BC 1200: A great force of Frost Giants attempts to invade once more, hoping to re-establish Nordenheim. They are repulsed, ironically at the ruins of Høgborg, but many towns and villages north of the Gaudava River are destroyed. The Lietuvan kingdoms suffer far more than those of the Litoniesu, since they are further north.

BC 1100: By this time the Littonians had expanded south to the Great Bay once more, as well as west to the Icereach Range. The resident Antalians are too disorganised to put up an effective resistance, and they had regressed into a dark age since the destruction of their culture at the hands of Loark's horde. These resettled regions are still thinly-populated, as the soils are generally too poor to support intensive farming, though the climate is much warmer since the Littonians first came to Brun. Despite these advances, the Littonians' hold is tenuous at best.

BC 1000: To the south, Nithians invade and conquer the Antalian communities. Many are enslaved and taken to Davania, where they will eventually become the Thyatian, Kerendan, Hattian, and Hinterlander tribes. Some Antalians manage to escape, and flee northwards. These movements displace the southern Littonians, who in turn return to their original lands further north.

BC 800: Those Antalians to the south who survived the Nithian onslaught slowly evolve into the modern Heldannic people. Littonian lands by this time are once again those lands north of the Great Bay and east of the Icereach Range.

BC 650: Several raids from the Heldannic peoples happen by this time, as they move northwards into modern Norwold.

BC 161: A boy named Karlis is born in the village of Nevmala, the first son of a local clan leader.

BC 142: Karlis becomes ruler of Nevmala.

BC 140: Karlis dreams about the Battle of Gaudavpils. After the battle ends, Namejs approaches him, and urges him to restore Littonia. Namejs is in fact using magical means to communicate with Karlis, who is in fact his descendant. Over the next several weeks, Namejs visits Karlis in dreams and instructs him in the arts of organised warfare.

BC 139: Having learned all he can, Karlis raises an army, and proceeds to bring the various Litoniesu and Lietuvan kingdoms back into the fold.

BC 137: The powerful Litoniesu kingdom of Livonja, centred on the coastal town of Gaudavpils, is conquered.

BC 128: The Battle of Siaiulai is fought. Karlis' armies win, and the most powerful Lietuvan kingdom is conquered. The remaining kingdoms, realising that they cannot stand up to the might of this new warlord, submit to his authority. Karlis is crowned king of Littonia within weeks, and he proclaims a new era for his nation. Gaudavpils is named the capital of Littonia.

BC 122: Karlis dies, but he had left behind him a strong succession. He is revered as Karlis the Unifier. By this time many villages and town come to see themselves as Littonian, rather than Litoniesu and Lietuvan. Uldis, the eldest son of Karlis, ascends to the throne.

BC 115: The Saamari people migrate east over the Icereach Range, displacing Littonian farmers living in the western borderlands of Littonia. Uldis hears of this, and raises an army to reclaim the western lands.

BC 110: The first of several battles is fought against the Saamari. Like the others to follow, it is inconclusive.

BC 105: Uldis dies in battle. Maris, his second son, assumes the throne. Seeing Frost Giants gathering to the north and Heldannic warriors to the south, he immediately makes overtures to the Saamari leader for peace. The Treaty of Valmiera is the result, in which both peoples renounce aggression against the other and Littonia abandons all claims to the western lands. Kaarjala, the nation of the Saamari, is formed as a result.

BC 103: Maris bolsters Littonia's defences along its northern and southern frontiers, in order to hold back the Frost Giants and the Heldanners.

BC 98: A large force of Frost Giants manages to break through Littonia's northern defences and cause a great deal of damage.

BC 12: The towns of Valmiera and Nevmala are destroyed in a raid by Frost Giants.

AC 0: Elsewhere, the first emperor of Thyatis is crowned.

AC 20: The towns of Valmiera and Nevmala are rebuilt.

AC 300: Contact is made with the halflings and elves who have settled to the south, in what is now Norwold. Peaceful relations ensue.

AC 630: The Vaarana arrive in Kaarjala from the west, telling tales of humanoid hordes.

AC 640: The Battle of White Bear River is fought. The humanoid hordes are turned back by a coalition of Littonians, Kaarjalans, Vaarana, halflings, and elves. Namejs is also present at the battle, having travelled there through magical means as part of his quest for Immortality.

AC 870: An attempted invasion by Frost Giants takes place - Siaiulai, Valka, Dundaga, and Silute are looted.

AC 985: The settlement of Alpha is founded by the Alphatians to the south. The Littonians make contact with the Alphatians, and sign treaties of friendship. Nothing else comes of this.

AC 992: Ericall is named king of Norwold.

AC 996: Uldis VI becomes king of Littonia.

AC 1000: The present day, most Gazetteers are also set in this era.

AC 1016: Having weathered the Wrath of the Immortals by staying out of the conflict entirely, Uldis VI considers joining the newly-established NACE in the hopes that it will bring his nation into the world. 

Here's my version of who the Ispan people (the modern Espans) are, where they come from, how their culture evolved, etc. I've added in several factors that I've adopted from this list, including the idea of an M-Cuba (two methods of this, actually, only one of which is mentioned in this history). Without any further ado...
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Genesis (248 AC)

The genesis of the Ispan people can be most directly attributed to the darkest period of the reign of the Von Stregger Dynasty in the Empire of Thyatis in the 3rd century AC. While Karolus I ("The Great", ruled 157 - 176 AC) was true to his ancient and noble lineage, his son, Liutprand I ("The Bard", ruled 176 - 189 AC), followed more in the tradition of his mother's forebears, the Von Hendriks clan of the south eastern Hattian coast. Unfortunately, Liutprand's insanity was hereditary, as both of his sons, Wulfgang I ("The Terrible", ruled 189 - 231 AC) and Karolus II ("The Destroyer", ruled 231 - 238 AC) exhibited his vile tendencies. Many were relieved upon the death of Karolus II, as it was felt that his son, Liutprand II, resembled his great-grandfather in spirit if not in visage.

And for the first decade of his rule they were proven correct, as he re-established the rule of law and reaffirmed the power of the Imperial Bureaucracy across the mainland (see "The Chronicles of Imperial Thyatian History" by Strathos of Terentias, Volume II [the unexpurgated version, of course]). Unfortunately, the rule of Liutprand II can be likened unto the month of Ambyrmont: "In like a drake, out like a dragon" as the saying goes. His "Declaration of the Purity of the Imperial Peoples", passed down in Eirmont of 247 AC, is regarded as the ultimate sign of his mental deterioration, or, as we now know, of the influence held over him by his daughter, Brunhilda ("The Enchantress", born 214 AC, died 267 AC(?)).

The reaction to the Declaration across the Empire is, of course, too well known to delve into here, though a mention of it's relation to the Kerendan settlement of the western and southern highlands of the Alasiyan Basin is warranted. The Kerendans, of course, reacted to the Declaration with no less revulsion than their cousins to the east, the Thyatians (not to mention the reactions of the non-Thyatian peoples of the Empire). While the Thyatian reaction was more subtle and hence, underground (mostly due to the three Hattian Legions stationed in the City of Thyatis), the Kerendans openly disavowed the Emperor and his Declaration, closed the gates of their city to his representatives, and girded for war.

Liutprand's reply came swiftly in 448 AC, when four Hattian Legions engaged the Kerendans in the fields before the city of Kerendas. The Kerendans were far too trusting in the ability of their cavalry to overtake the Hattian foot soldiers; the Hattians outnumbered the Kerendans three to one, and they were reinforced by several centuries of auxiliaries and foreign mercenaries (mostly Caerda and Dunael, though there were said to have been no few Norse and even a company of Nuari at Liutprand's disposal). Liutprand himself oversaw the battle, and with the aid of his daughter and her "acolytes" (sycophant Alphatian outcasts, believed to have been from the same cult that founded New Alphatia on Trader's Isle), the battle was over in short order, and the cream of Kerendan chivalry died on the field that day.

The "Black Wind" overtook the Duchy of Kerendas for the next decade (248 - 258 AC), as Liutprand's forces determined to scour the Duchy of any who were thought to be in the least disloyal to the new order. Entire towns and villages were put to the sword, women and children of ancient noble lines were crucified along the side of the road like common criminals, and fields and forests were burned. Thousands set out from their homes seeking refuge; hundreds made the crossing over the Altan Tepes into the Alasiyan Basin, where they settled, broken and near destitute, amid the dry, grassy slopes, near the small village that is known today as Ctesiphon.

The Exiles (ca. 248 - 267 AC)

The Kerendans were fortunate in that the region was only lightly populated by the Alasiyani Nomads; unfortunately, the reason quickly became clear as the Kerendans became the target of incessant Humanoid raids. For the region they settled in was within the territory of several nomadic Humanoid tribes that had been pushed out of the Altan Tepes by the Dwarves of Goldleaf in the first century of the Thyatian Empire. Unfortunately for the Humanoids, only the toughest, most experienced and deadliest Kerendans had made the trek across the Altan Tepes. Few Humanoids survived after the Kerendans were able to learn the lay of the land and adapt to the harsher conditions of the dry hills.

Once the region was cleared of Humanoids (ca. 255 AC), the Kerendans were able to take stock of their new land, and they found it to be to their liking. The upland plains were the perfect region for raising horses (as the Ylari have shown to this day), the winter rains provide more than enough pasturage for herds in the spring and early summer, and the numerous springs provided many pleasant locales for settlement. Though the Humanoids had mostly been driven from the land, some tribes still raided from the mountains, where the Kerendans could not reach them. Thus, the Kerendans took to building their settlements within the protection of mud and stone walls.

The few noble families of the exiles claimed title to the lands and named their new "estates" after their ancient families. A folk which had long tended to fields and farms now found themselves tending to flocks and herds, as they rounded up the sheep and goats left by the decimated Humanoid tribes. The Kerendans, always fond of horses, came into their prime as they increased their herds through trade with the itinerant tribesman from the interior of the basin. Thus, by the time the exiles were informed of the final fall of the Von Stregger Dynasty in 267 AC, few found that they desired to return, for they had built themselves a new home in the desert lands.

The First Centuries (267 - 489 AC)

The advent of the Second Tatriokanitas Dynasty in 267 AC meant little change for the Kerendan settlers in the Alasiyan Basin (they had no name for their new land; most estates were known by the name of the founding family, such as the Villa Patricos or Villa Regulus, though some were known through a prominent feature, such as Villa Alver, known for its white sands). There was some trade with the Thyatian coastal colonies to the east (founded over a century before by Thyatian merchants), but otherwise interaction with their former homeland was rare. They continued to trade with the Alasiyani Nomads, and some of the families began to intermarry with the Alasiyans; these were mostly families that held most of their wealth in horses, as the Alasiyani Nomads would often cement the marriage, and the familial socio-economic ties, with gifts of horses. Raids by the Humanoids of the Altan Tepes continued, and increased as more Thyatians, Kerendans and Dwarves settled the southern slopes, pushing the Humanoids further into the Alasiyan Basin.

A jihad, or religious war, overtook the Alasiyani Nomads of the deserts in the mid 4th century. The Kerendans remained neutral, as they had kept their own faith and judiciously steered clear (where possible) of the issue of faith in dealing with their Alasiyan allies. Fortunately for the defeated Alasiyani Nomad clans, the victorious clans were extremely generous and simply exiled them rather than extirpated them. The Kerendans mediated the exile for the Alasiyani Nomads, and aided the vanquished in their journey to the south, into the Grendale River Valley, where the Alasiyani Nomads settled in 360 AC under the leadership of Sheik Selim ben Hassan.

There was little response to this incursion by the Thyatians (who had not as yet settled the region), as the Thyatians were once again in the midst of Dynastic struggles (the Alasiyani Nomad migration occurred during the rule of the usurper Michaelus I Marakosian ("The Wizard Bane", ruled 352 - 370AC)). The southern clans of Alasiyani Nomads worked in concert with the Kerendans of Alasiya against the Humanoids of the Altan Tepes, and after a decade of concerted effort thoroughly cowed most of the Humanoids, such that raids were rare for almost two (Human) generations.

The Kerendan's idyll lasted until 400 AC, when Thyatian Emperor Alexian III ("The Sage", ruled 399 - 415 AC), of the First Kerendan Dynasty, "rediscovered" his "lost cousins" in the Alasiyan Basin. Trade and contact with the Empire increased severalfold as the First Kerendan Dynasty regarded the Alasiyani Kerendans as a "protectorate" of the Empire; it was never expressly or officially claimed as such during the First Kerendan Dynasty, though Zendrolion IV ("The Horse Lord", ruled 425 - 443 AC) had claimed a winter estate in the Alasiyani Kerendan lands. For a time, Alasiyani Kerendan art and horses were found in the finest homes, and Alasiyani Kerendan mannerisms were affected by members of the Imperial Court and the upper crust of the Empire. The Imperial presence was suddenly withdrawn, however, in 475 AC, upon the deposition and death of Lucinius III ("The Drunkard", ruled 471 - 475 AC). The Alphatian Interregnum (475 - 489 AC) left the Alasiyani Kerendan "high-culture" flower to wilt on the stem, as the Thyatians were wrapped up in the struggle to regain control of their own Empire.

The Dark Years (489 - 642 AC)

Tiberion II ("The Mage Bane", ruled 489 - 510 AC) restored order to the Empire in 489 AC after destroying the last of the Alphatian Usurpers (Magnus I, "The Archmage", ruled 485 - 489 AC). Tiberion II was a Paladin in the service of Vanya, and though he was of the Second Kerendan Dynasty (of the Theostridaes branch), he had little in common with his "lost cousins" in the Alasiyan Basin, and saw their lands merely in terms of military value, as a stepping stone toward the elimination of the Alphatian Presence on the Continent. Thus, one of his first acts was to forcibly annex the Alasiyani Kerendan territories as well as the "Biazzan" valley of the Alasiyani Nomad settlers. He thus formed two new domains for the Empire: the Barony of Biazzan and the Alasiyani Marches. He had little time to do more than build several fortresses and install the Imperial Bureaucracy before he passed on to the Steel Plains of Vanya and was succeeded by his daughter, Terentia I ("The Blade of Vanya", ruled 510 - 528 AC). Fortunately for the Kerendans of the new Alasiyani Marches, Terentia was obsessed more with the theology of her faith than with the more martial aspects, and they were left again, for a short while, to their own devices.

The military occupation of the Alasiyani Kerendan territories did little to change the Alasiyani Kerendan way of life per se, though Alphatian goods became scarcer as the occupying legions cracked down on the trade coming across the desert wastes. The Governor of the Marches was purely a military position, and seldom fell into hereditary control (never for more than three generations in any case). As long as the Alasiyani Kerendans paid their taxes on time and swore loyalty to the Empire (or at least, did not in any way support the Alphatian position in the north), the Governor let them be. However, the stream of settlers from the Empire that followed in the Legion's wake, unfortunately, were not as forgiving as their rulers.

The new settlers of the Alasiyani Marches were a mixed group, ethnically speaking: mostly Thyatians and Hattians, some Kerendans and a smattering of Amancerians (these included many of the ancestors of the peoples now inhabiting the Principalities of Aalban and Caurenze in Glantri). Taken together, however, they could best be described as opportunists, swindlers and outright thieves. Slowly, inexorably, the new settlers began to drive the Alasiyani Kerendans from their lands. The new settlers used their knowledge of the Thyatian Legal Code, their connections with the military and civilian authorities and often simple brutality and violence to steal the Alasiyani Kerendans lands, wealth and power. More and more, as the Alasiyani Kerendans became dispossessed of their patrimonies, many of them moved into the lands on the fringe of the desert wastelands, where they found shelter among their old allies, the Alasiyani Nomads.

The Alasiyani Kerendans slowly began to be assimilated by the Alasiyani Nomads, as they continued to intermarry with the Nomad clans and adopt Nomadic folkways. It was a slow process, just as the process of Alasiyani Kerendan disenfranchisement was a slow process. It took nearly 200 years, but by the end of this period the Alasiyani Kerendans were no longer regarded as Kerendans by their cousins to the south; and to be true, by that time they themselves no longer recognised any kinship with the Kerendans. By the mid seventh century, the Alasiyani Kerendans had become an entirely new people, a nomadic people like their allies, the Alasiyani Nomads, yet with some few remnants of their ancient Kerendan culture, adapted and adopted to the ways of the desert. The peoples of the Alasiyani Marches began to call them the "Espadi", which in the (then greatly divergent) dialect of the Alasiyani Kerendans meant "Longsword", for the Alasiyani Kerendans wielded a long, straight sword from horseback, while the Alasiyani Nomads wielded the Scimitar, a long, curved blade.

It was during the middle of this period that the minor border clashes between the Thyatians, Alphatians and Alasiyani Nomads slowly began to increase in frequency and ferocity (ca. 500 AC). The Espadi took no small part in the growing troubles, as one of the few occupations that remained open to them was that of the mercenary. Entire mercenary companies were formed of Espadi cavalry and bowmen, and were in high demand by both the Alphatians and the Thyatians (the Alasiyani Nomads rarely, if ever hired mercenaries). The only requirement that the early Espadi mercenaries placed upon their patron (Alphatian or Thyatian), was that the Espadi would not attack Alasiyani Nomad groups, as the long history of friendship between the two was what had kept the Espadi from oblivion. This qualification, however, began to fall more and more to the wayside as time wore on and as the Espadi became more secure in their own abilities in the desert wastes.

The Years of War (642 - 728 AC)

The ascension of the first Emperor of the Oesterpolitian Dynasty in 642 AC heralded a new era for the Empire of Thyatis as well as for the Espadi of the Alasiyani Basin. The Oesterpolitian Dynasty, of course, was based out of the great citadel at Redstone (hence the Dynasty also being labelled the "Redstone Dynasty"). The emphasis of the military activities of the martial Redstone Emperors was on the continual expansion of the Thyatian Empire at the expense of the Alphatians, primarily through the control of the nations of the Isle of Dawn but also through the domination of the Continental territories, specifically the Northern Reaches and the Alasiyan Basin. These policies were felt quite readily in the immediate increase in and intensity of the Alasiyani Conflicts. This proved to be the ultimate undoing of the Espadi in Alasiya.

Four generations of Espadi warriors were ground between the Thyatian and Alphatian forces. The increasing hostilities greatly affected the relationship between the Espadi and the Alasiyani Nomads. Though the two societies had been allies in the early centuries, and neutral non-belligerents during the intervening years, the changing pressures placed on them by outside forces caused the two cultures to violently clash. The increasing competition for grazing lands, watering holes and pasturage ultimately led the Espadi into the arms of the Thyatians, who, acting as their patrons, were better able to guard the Espadi interests in the Alasiyan Basin. This alliance was cemented in 718 AC, during the reign of Alexian VI ("The Golden", ruled 713 - 721 AC). The Espadi elected one of their chiefs as their speaker, and he in turn was anointed "Lord of the Espadi and the Alasiyani Marches" by the Emperor's son and heir, Leonidas (later Emperor Zendrolion VII, "The Hunter", ruled 721 - 732 AC). A majority of the Alasiyani Nomad clans reacted to the alliance by openly allying with the Alphatians; this spelt the doom of the Espadi presence in Alasiya.

The decade following the alliance between the Espadi and the Thyatians saw the fiercest and bloodiest fighting that the region had seen since the days of the Nithian Empire. Entire clans of Espadi and Alasiyani were extirpated. Towns were razed to the ground; slat was sown into the land that nothing would grow. Events culminated in the Battle of Hedjazi in 728 AC, where the Thyatian and Espadi forces were decimated by an Alphatian army that is said to have consisted of a thousand Alphatian Battle Mages. The leaders of the Espadi were slain to a man; the bones of an entire generation of Espadi warriors lay in the sun before the gates of Hedjazi. The Alasiyani wasted no time in exacting vengeance for decades of Thyatian and Espadi atrocities. Entire Espadi clans disappeared into the wastes. Those that remained fled to the south and east, to the Thyatian colonies of the coast, where they found shelter from the wrath of the Nomads.

Zendrolion VII, known for his honour as well as for his tendency toward overindulgence, aided his broken allies by granting them lands across the Sea of Dawn, on the Isle of Dawn, in and around the region of the Tigris Plain, the area of the modern Ispan Domains [Provincia Septentriona, north of the forests and hills and south of the Province of Kendach]. Less than 12,000 of the 20,000 Espadi that were tallied in the census taken after the alliance in 718 AC survived to reach the coastlands. 8,000 took ship from the ports of Cubia and Tameronikas, while 4,000 remained in the towns and villages of the coast.

A New Land, a New People (728 - 794 AC)

The lands that the Espadi were granted on the Isle of Dawn consisted of verdant plains and rugged hills. These plains had long been ignored by other peoples as being too barren for habitation; the many fertile lands of the Isle of Dawn were far more inviting for settlement. The Espadi, however, regarded the plains as being the next thing to paradise compared to the barren wastes and hills that had been their home. The clans spread out across the range of their territory and began to build their lives in the new lands. Naturally, the plains were not entirely devoid of settlements; there were the ranches and estates of Thyatian immigrants as well as several trading posts set up by the Amancerian peoples of the coasts.

The first ten years saw some difficulty in dealing with these natives, but they were soon won over by the Espadi, who needed all manner of products from the merchants, as they had to adapt to the change in subsistence. They needed ploughs to break the ground, seeds to plant, more horses, more sheep, metal for the forge, wine for the table. Many Amancerian families moved into the region as the Espadi settled in. The region also experienced a minor influx of Thyatian immigrants once the fertility of the region was proven by the Espadi settlers.

The population of the Espadi Domains, as they were then known, almost doubled to reach 15,000 within the first 10 years, mostly through in- migration, partially through high birth rates. The Domains themselves consisted of 15 Baronies spread out over 24,000 square miles. Each of the 15 Barons participated in a council that elected a speaker, who oversaw the government of the Domains together with an Imperial Governor (the ArchBaron, as he was called, also acted as the Senator for the Domains). Even though the Espadi held most of the power and the land, their culture would surely have been overwhelmed by further migration of Thyatians and Amancerians had it not been for a very remarkable coincidence that came to light in 740 AC.

Interlude: The Elves of the Shadow Coast

South of the Tigris Plains, across the length and breadth of the Shadow Coast, the land was carpeted with a dense forest, known on the Continent as the Forest of Shadows. This grand forest, actually an amalgamation of several regional forests, was the home from time immemorial to two races. One, the Caerda, were a Human people, and had slowly been assimilated into the Amancerian population of the coastlands (save in the far south of the land). The other natives were the Elves, descendants of the ancient disaster that overtook the highlands in the 18th century BC. Somehow, though long and terrible tribulation, these Elves had migrated underground, beneath the very Sea of Dawn itself, and arrive in the forested lands of the Isle of Dawn some three centuries later.

The journey had taken a terrible toll on the Elves, and they were a shattered people. These Elves kept to themselves for a thousand years, and were little more than a myth to the peoples of the Isle of Dawn until the 7th century BC, when they first contacted the Alphatians of the Kingdom of Hamanziera after the fall of the Nithian Empire. Even then, they contributed next to nothing to the world about them, keeping their own council and acting only to defend their section of the Forest of Shadows, with seven clans claiming an area of some 10,000 square miles. It would be another thousand years before the Elves of the Forest of Shadows sallied forth into the world about them, and then, of all places, it would be to the City of Thyatis during the height of the Alasiyani Kerendan cultural craze. The Elves, long in search of some form of identity, a cultural wellspring, so to speak, were instantly enamoured of the exotic nature of the Alasiyani Kerendan culture.

The Elves that returned to the Forest of Shadow brought with them every element of Alasiyani Kerendan culture they could find: clothing, language, jewellery, architecture, culinary arts, weaponry, poetry and literature, pottery... the list of artifacts was endless. Several Elves even journeyed to the lands of the Alasiyani Kerendans and studied them for a decade or two. Over the intervening centuries the Elves of the Forest of Shadow had adapted and adopted every aspect of the culture of the Alasiyani Kerendans to their own folkways, and created for themselves a new identity (see "Cultural Plasticity and Elven Evolution" in the Winter 989 AC edition of the Pandius Press Anthropological Journal for more detail concerning this case of Elven cultural revolution).

While the Elves of the Forest of Shadows thereafter still kept themselves apart from the nations about them, they had reinvigorated their own society with the culture of the Alasiyani Kerendans. Once the culture was fully assimilated, the Elves maintained the society that they developed, and cherished it. Thus, the Espadi were able to inherit the culture of their forefathers three hundred years after the end of their golden age.

A New Land, a New People (728 - 794 AC), continued...

Thus, in 740 AC, the Espadi were utterly flabbergasted when they encountered a group of Elves that spoke the language that they knew only through hard-kept poetry and tales. At first the Espadi didn't know what to think of their "Elven cousins", as, while they shared many similarities, the gulf that had developed between the two cultures in the intervening centuries had grown great. The Elves, for their part, welcomed the Espadi into their hearts and their lands, and were in awe of the developments that the Espadi had made over the centuries. For of course, once the Elves had adopted the ways of the Alasiyani Kerendans, their culture did not change one iota. There were, quite naturally, several Elves who stilled lived that remembered the first days of the cultural assimilation, and there were even a handful that recalled their days studying the ancestors of the Espadi in Alasiya. These Elven elders went a long way in convincing the Espadi of the veracity of the Elves claim to cultural kinship, as the elders described the lands of the Espadi and their ancient patrimonies better than any of their own bards could do.

The encounter between the two peoples sparked a cultural renaissance; the Espadi regained much of their former glory through the contributions of the Elves and the Elven culture again went through a revolution, adopting the more passionate and militaristic mores of the Espadi. The mixing of the cultures also accompanied a mixing of the people, as the Espadi and the Elves began to intermarry. Within a (human) generation the population of the Espadi Domains again more than doubled. A large minority of population had Elvish blood. The minor villages that had first sprung up around the Baronial seats grew into towns.

Another Human generation and the region witnessed the incredible evolution and the true flowering of the Espadi culture. For by the end of the 8th century AC the Espadi no longer existed as such. In the place of the old, semi-barbaric society there now flourished an incredible hybrid society, as divergent from that of the Espadi who settled the region 70 years before as the Espadi of that time had been from their forefathers, the Alasiyani Kerendans. The Espadi, through the exchange and assimilation of the culture of the Elves, evolved into an elegant if firm, cultured if not savage, beautiful if not deadly society. Their language softened considerably through Elven influence, and acquired a poetical, lyrical quality. They no longer regarded themselves as the Espadi; they had now become the Ispans.

The Ispan culture, like that of their forebears, the Alasiyani Kerendans, was exotic and mysterious. Their culture, a mixture of the ancient Alasiyani Kerendan and the Elven, became all the rage once again in the City of Thyatis. All the noble men wore the Ispan Moustache and learned to wield the Estoque, also known as the Ispan Rapier, the elegant offspring of the Espadi Long Sword. All the noble women learned the Ispan dances; some bearing the stately elegance of the Elves, some the passionate savagery of the Espadi, some a wondrous mixture of both. The Ispan Elves, as the Elves of the Forest of Shadow were now known, were much in demand at the grand balls and fetes, for they were known as the best storytellers and dancers of all. The Ispans, Human and Elven, were on the verge of a Golden Age.

The Ispan Golden Age (794 - 861 AC)

In 786 AC the last of the Redstone Emperors, Zendrolion VIII ("The Small Prince", ruled 782 - 786 AC) was deposed by Berthold "The Black Prince" Von Gehrling, the brother of the Count of Hattias. Naturally, his rule was strongly opposed on all sides, but unfortunately the Eastern Legions were in no shape to reclaim the Imperial Throne. Nor did any one other legitimate faction have enough power to reclaim the throne. The Ispan ArchBaron and the Council of Barons, along with the aid of the Ispan Elf Clan Elders, decided to throw in with the ancient Tatriokanitas Dynasty, and support their claimant, Gabrionus Marcus Lucinius Tatriokanitas, Duke of Thyatis (aka Gabrionus I "The Great", ruled 794 - 812 AC). The Ispans played a major role in bringing down the usurper and elevating the Third Tatriokanitas Dynasty, and Gabrionus was generous in return.

The Ispans were granted the entirety of the Protectorate of Laticea, several northern Amancerian towns (whose leaders had supported an opponent of Gabrionus) and the southern half of the modern County of Kendach as well as expanded territories in the Forest of Shadows. All these Ispan territories were organised into the Grand Duchy of Ispañola, under the rule of the Ispan Grand Duke (El Gran Ducado de Ispañola in Ispan). The Ispans had entered into their own; they more than doubled their territories; they greatly enriched their treasuries through the largesse of those that they supported; and they continually increased their influence at the Imperial Court. The penultimate example of Ispan influence during the early Gabrionites Dynasty was when Empress Terentia III ("The Healer", ruled 823 - 835 AC) named her first born son, Casimir, the future Emperor Lucinius IV ("The Magefriend", ruled 846 - 851 AC) after her friend and confidante, Casimiro Rodrigo Hernando Ramirez de Villa Santos, the Grand Duke of Ispañola.

Ispan explorers, merchants and conquistadors travelled the length and breadth of the Known World and points beyond. They expanded the territories of Ispañola by settling the wild lands of the north eastern quarter of the Great Escarpment. They explored the Savage Coast, the Serpent Peninsula and the wilds of Davania. Some Ispans claimed to have climbed the peaks of the Arm of the Immortals and gazed upon the shores of the Furthest Ocean. Two of these explorers would hold an important place in the history of the Ispans, and bear some mention here.

The Savage Coast was explored in great detail by Ispan adventurers in the 850's; some were in the employ of Ierendian interests, some were working for the Minrothad Guilds, and others still were exploring of their own accord. These Ispan explorers made many contacts among the peoples of the City States and the members the Lawful Brotherhood. Their tales, trophies and treasures generated much interest and inspired a great deal of wanderlust among the younger generation, though few did anything about it. Those few who did seldom returned.

One of the most incredible tales of the Ispan Explorers came about in 860 AC, when Don Sancho Estaban de la Villa Florida followed up on a Minrothian Guildsman's report of a mysterious chain of islands in the middle of the Sea of Dread. The Guildsmen had traversing the Strait of Dread, the narrow band of sea between The Abyss and the Sargasso Sea, searching for a quick route to Davania, when they were blown off course and into uncharted waters. He followed the reputed course of the Minrothians in his ship, Los Caballito del Rey, and did in fact find and explore a mysterious chain of islands. He wintered on the easternmost isle, which he named Nueva Ispañola and claimed in the name of his sponsor, the Grand Duke.

The only blotch on the Ispans during this era was the de Belcadiz scandal of 858 AC. The de Belcadiz were a minor clan of Ispan Elves (with a large percentage of Half-Elves and Demi- Elves) that had been granted lands in the territories ceded to the Ispans in 794 AC. It had been thought odd at the time that the de Belcadiz clan had accepted the broken, barren hills in the shadow of an active volcano, but it had been shrugged off as yet another de Belcadiz eccentricity (for which they were well known). It was, however, discovered in 858 AC that a large portion of the de Belcadiz clan were involved in a conspiracy against the Grand Duke, and that a major theme in their prospective coup was the use of ancient magics that had been discovered in ruins uncovered in those self same barrens! The scandal broke out late in the year, and by the new year the principal conspirators had been executed and the remainder of the entire clan had been exiled. It was said that they all emigrated en masse to the newly proclaimed Republic of Glantri, deep in the heartland of the Continent, where they assisted the native wizards in crushing the rebellion against the magocracy.

The populace of the Grand Duchy seemed to hold their breath following the de Belcadiz scandal, as though they all felt that this incident was merely the warning shot for something on a grander scheme. The chill in the air was palpable, and the Noble Courts all seemed to fall silent, as though they were dancing in a faerie ring. Omen and portents all pointed toward something grim. All those in the know thought it would come from within, like the de Belcadiz scandal. They were wrong.

The Years of Unrest (861 - 893 AC)

The assassination of the Thyatian Emperor Lucinius V ("The Conjuror", ruled 851 - 861 AC) came as a tremendous surprise to all, for he was if not universally appreciated for his honour and intelligence, at least respected for his wisdom and diplomatic ability. The Ispans would normally have had little to fear from any change in Emperor, even under such conditions as assassination, as the succession was clear and unchallenged. But in this case, the dark deed fell right into the Ispan's laps. For the Emperor had apparently been murdered by an Ispan assassin, a personage in fact no less than that of the cousin of the Grand Duke of Ispañola.

The effects of the de Belcadiz scandal on the Ispans was as a mere zephyr compared to the hurricane that followed the assassination of the Emperor. The new Emperor, Zendrolion X ("The Strategist", ruled 861 - 872 AC), sent the Hattian Inquisition to the Grand Duchy to ferret out any co-conspirators to the assassination of his brother. The Hattian Inquisition, known for a fearsome reputation among their OWN people, ripped out the very heart of the Ispan peoples when they accused most of the Ducal family of being in on "the conspiracy against the Empire". They then began an intensive "investigation" into the activities and relationships among the noble families of Ispañola.

In time the Grand Inquisitor claimed to have acquired the written confession of the Grand Duke himself, that he had claimed to have instigated the assassination in order to install an "Ispan puppet" on the Imperial throne. The Grand Duke, however, no longer had the ability to defend himself against the Inquisition's accusations, as he had died in the throes of questioning. Ispan outrage at the Hattian offence only stirred up further Inquisitional atrocities. Ispan theories as to the duplicity of the new Emperor in his brother's murder caused the Emperor to send in three legions to "quell the insurrection". The Ispan Golden Age ended in a single month's time.

Two of the legions were withdrawn in 862 AC, after the cream of Ispan chivalry was destroyed. Many of the noble families were decimated; over half were disenfranchised by the Emperor and designated persona non grata on the mainland. Most of the lands granted in 794 AC were revoked; the Ispans were forcibly removed from their lands and placed in ramshackle villages, refugee camps, really, where many starved or died of disease. Only the forests of the Elves remained inviolate (a full century of crack legionnaires went into the forest to bring back three Elven nobles; not a single legionnaire returned). Ispans were hunted like rats in the streets of the City of Thyatis; to even bear an Ispan Rapier invited a beating if not worse. Guerrilla warfare became a method of survival for many, and such continued for another decade until the assassination of Zendrolion X, who, like his brother, died at the hands of an Ispan.

Gabrionus III ("The Unforgiving", ruled 872 - 890 AC) lived up to his namesake. His first action after his ascension to the throne was to institute a reign of terror in the Ispan Domains that made what had gone before pale by comparison. The Ispans, for their part, upped the ante and took their guerrilla warfare to other regions of the Empire, where they inspired other peoples to rebel against the Thyatians. Minor rebellions flared up across the Isle of Dawn and even in the Archduchies of Ochalea and the Pearl Islands.

The terror, however, was so successful that by 875 AC, several thousand Ispans determined that they would abandon their ancestral homes and strike out for new territory. Under the leadership of Don Sancho Estaban de la Villa Florida (now an old man), and taking what little they had left, they set out for the isle of Nueva Ispañola in eight score and eight ships. Many others followed their example, and set out for friendlier lands, including Ierendi, Darokin and Alphatia. The reign of terror lasted for twenty years, into the reign of Gabrionus IV ("The Conqueror", ruled 890 - 913 AC).

Gabrionus IV, however, was a career soldier, and had little stomach or cause for senseless terror. He called for a truce in 893 AC, as he desired to parley. He felt that the Ispans were weak enough that he could settle the issue once and for all, but that to do so would cost him more time and effort (as well as men and material) than he was willing to expend. He offered the Ispans three options. They could resettle in a newly opened Imperial Territory (such as the colonies he was experimenting with on Davania) OR they could emigrate elsewhere, out of the Thyatian AND Alphatian sphere of influence OR they could continue their insurrection and be extirpated by his legions.

The Council of Barons and the Ispan people were of one mind: go elsewhere, where they could for once and always have their own land, free from imperial entanglements and influence. Recalling the tales of the Savage Coast from their childhood, the Barons convinced the Ispan people that the lands far, far to the west would be an ideal new homeland, where they could start fresh.

The Great Journey (893 - 900 AC)

Preparations and further negotiations took five years to complete. Hundreds of ships were prepared; the entire Ispan nation poured their remaining wealth, as well as their blood, sweat and tears into the migration. Some Ispans, less than one in three perhaps, were unconvinced, and decided to remain. Gabrionus IV accepted these remaining Ispans, and redistributed the Ispan Domains among the remaining families that swore loyalty to him (and gave him hostages), though the lands were also open for Thyatian settlement once again. Finally, all the preparations were complete, all the last treaties had been signed, and the farewells had been said. And thus, in 898 AC, the great migration of the Ispan peoples was underway. Over 20,000 souls set out on a two year trek to a distant land, there to find their destiny. But that is another story... 

Revised Patera timeline
Hey all! I've been revising my Patera Project timeline to correspond more closely with Bruce's Rakasta article. Here's the preliminary data- commentary appreciated and invited!

Also, thanks to Bruce for all his work; to Gramm P. Richardson, for his help (notably with a couple of Rakasta Immortals debuting here); William W. Connors, who created Hirameki in the module "Rage of Rakasta" (though it was Gramm who made him Immortal); Allen Varney, who introduced Ganetra, in some fashion, in the module "Nightstorm"; Daniel Boese, who contributed heavily in the original Patera discussions (anyone seen him lately?); and anyone else I'm forgetting.

4000 BC- There is no true civilisation on Patera. Primitive Pachydermions predominate the main continent of Patera (the area now known as Rajahstan).
3300 BC- The Pachydermions have begun to live a more sedentary lifestyle, forming small village communities. They have also begun to domesticate native plants, notably rice.
3000 BC- Some Blackmoor artifacts explode, shifting the axis of the Known World in an event termed the Great Rain of Fire.
Hoping to save the Rakasta from total extinction, the Immortal Ka transplants some of them into the Hollow World; he transports a number of them onto the moon of Patera, as well, to see how they might thrive in that environment.
The Rakasta and the indigenous Pachydermions find themselves in competition for the resources of their environment, and warfare is usually the result of their interactions. The Pachydermions are eventually driven into the mountainous terrain by the more numerous Rakasta, where they begin to thrive.
2800 BC- The Pachydermions have become accomplished stonemasons, and begin to construct large edifices in the mountain valleys of their new environment.
2700 BC- The Pachydermions develop a system of writing, and begin to record the history of their race.
2500 BC- A Pachydermion named Ganetra attains Immortality in the Sphere of Thought.
2400 BC- A devastating plague strikes the lowland rakasta tribes. One member of that race, calling himself Kata Ng, undertakes a dangerous trek to the lands of the Pachydermions, where he appeals to the elephant like creatures for assistance. They teach him herb lore, and he returns to his people with knowledge of medicinal cures. A fragile peace is attained between the two races.
2300 BC- Kata Ng attains Immortality in the Sphere of Matter.
2200 BC- Capital city of Pakan is founded in the realm of Kompor- Thap.
2000 BC- First monastery dedicated to Ganetra is built in Kompor- Thap.
1400 BC- With the prompting of Kata Ng and Ganetra, rakasta and Pachydermions on the Far Side continent begin to trade and share ideas with one another. The rakasta tribes begin to adopt many of the ways of their Pachydermion neighbours.
700 BC- Certain breeds of Rakasta, more fierce than others, begin to dominate the native human populations that reside on the island of Ochalea. Within a few decades, the Rakasta rule the island nation.
600 BC- Appealing to newcomers calling themselves 'Alphatians' for assistance, the Ochaleans manage to free themselves of the oppressive rakasta tyranny. Powerful Alphatian Air-Mages, working together, summon up tremendous portals that transport large portions of rakasta armies off the face of Ochalea.
Shortly after ridding Ochalea of rakasta, the Alphatians reveal their true intentions of enslaving the Ochaleans for themselves. Over the next few centuries, the original Ochalean race is no more, having been assimilated or migrated to other portions of Mystara (notably the continent of Skothar). They leave behind them a rich cultural legacy.
The banished rakasta find themselves stranded on an island continent on Patera (known today as Myoshima). They immediately begin warring with native rakasta tribes, and quickly decimate the less advanced natives living there.
400 BC- Capital city of Mara founded in Myoshima. Hereditary aristocracy is established.
- --- Time gap ---
300 AC- Civil war breaks out in Myoshima, starting off a century of internal warfare.
400 AC- Daimyo Hirameki begins the process of reuniting the warring clans of Myoshima.
425 AC- Minrothad merchants bring lycanthropy to Sind. Taking advantage of the situation, numerous shapeshifters already present in Sindhi society, including Rakshasa- evil, rakasta-like spirits- begin to subvert control of the land to their own ends.
435 AC- Hirameki has united the warring factions of Myoshima. He is proclaimed the first Emperor of Myoshima.
450 AC- Sindhi rise up against their oppressors. Native Sindhi Rakasta are caught in the middle, as they are often mistaken for Rakshasa and Were-tigers.
Fleeing persecution, many Rakshasa flee to Patera, where they land in the realm now known as Rajahstan. They are followed by powerful Rakasta sorcerers and clerics (even some Rakasta lycanthropes) who seek to annihilate their mortal enemies, the Rakshasa. Together, they bring elements of Sindhi culture to Patera. Rise of the "Sindised" Kingdoms.
460 AC- Hirameki abdicates the throne to pursue Immortality. Ieyasu Kitahara named his successor. 4 class system instituted in Myoshima.
500 AC- Kitahara clan institutes period of total isolation from the rest of Patera. On Mystara, migrant rakasta, fleeing persecution in Sind, arrive in the Yazak Steppes, north of the Savage Coast, where they settle into a nomadic lifestyle. Eventually, they begin to adopt the ways of surrounding human feudal nations, and form the Kingdom of Bellayne.
600 AC- Hirameki attains Immortality in the Sphere of Energy.
900 AC- Myoshiman Emperor ends period of isolation and institutes a new campaign of expansionism. Myoshima enters into warfare with most other Pateran nations.
920 AC- Bellaynish first reach Patera, where they settle the island nation of Selimpore and establish a mercantile society. They trade and war with surrounding nations.
925 AC- Responding to increasing aggression from surrounding nations, the various city-states of Rajahstan agree to ally with one another. Together they form the Spiritual Council.
961 AC- Heldannic Knights, exploring beyond the Mystaran Skyshield, encounter the invisible moon of Patera. Landing on Near Side, they encounter the Myoshimans. Both races, aggressive and xenophobic, react badly to one another, and war is declared between the two peoples.
964 AC- Prince Haldemar of Haaken arrives in Myoshima, and enters into diplomatic relations with the Empire. Myojo Katamura joins the crew of the Princess Ark. Lady Abovombe is held prisoner.
1000 AC- Lady Abovombe is freed from captivity by the Night Dragon, Synn, and returned to the Princess Ark. 

The Order of the White Drake - A History
By Geoff Gander, special thanks to James Ruhland, Tharquil, and Jamuga Khan

The Order of the White Drake was founded in AC 895 as an elite corps of soldiers riding on dragonback. Swearing a personal oath of service to the Thyatian Emperor himself, the Order was to be an elite task force that, it was hoped, would turn the tables in all future battles, and allow Thyatis to win the day.

The first decades of the Order's existence were glorious. Although they had not seen active combat duty, they were instrumental in boosting morale among the populace, as well as providing ground troops with crucial air support in the conquest of Traladara. After Traladara was annexed to Thyatis, the Order was given a plot of land along the coast, near the Dymrak Forest. Here, they built their headquarters, an imposing fortress called simply "The Aerodrome". Over the ensuing decades, the membership of the Order grew and changed, such that, by AC 950, many of its members were of Traladaran extraction. It was around this time that the Order's leadership changed, and a new Commander of the Order, by the name of Yuri Molotov, was chosen.

Unlike the previous Commanders, Yuri's first love was not to the Emperor, or to Thyatis, but to Traladara. He resented the Thyatian incursions into his homeland, and wished to see Traladara independent once again, but unified. Yuri, along with many other Order members who were Traladarans, saw the Order as the prefect vehicle with which Traladara could be taken, and held, against any reprisals. In AC 959, Yuri was approached by an Alphatian spy, who made him an offer. Yuri was informed of the coming Alphatian Spike Assault, and he was told that, if the Order did not come to the aid of Gabrionus during the assault, and remained neutral throughout the hostilities, they would be given Alphatian support to rule over Traladara and a sizeable portion of western Thyatis. Yuri's dream had come true, the chance to have a nation of his own.

Many members of the Order agreed to this, primarily because they were Traladaran, Hattian, or some other minority group lacking deep ties to the Thyatian government, and they followed Yuri's order to stay in the Aerodrome while the Alphatians attacked Thyatis. Another factor which drove a large number of Order members into Yuri's camp was the increasing suspicion on the part of Gabrionus, the Emperor at that time, of the motives of the Order. Rumours were rampant in the Thyatian court that the Order of the White Drake was comprised of Alphatian spies, who sought only to undermine Thyatian interests. Although the rumours were never verified, that fact that Gabrionus was always exposed to them coloured his judgement somewhat, and as a result some Order members who would otherwise have been loyal became supporters of Yuri.

When the Alphatian armies reached the Thyatian mainland, Gabrionus sent orders for the Order to mobilise, and it refused. Gabrionus was dependent on the Order attacking the Alphatian airships, and without this defence, the airships landed around Thyatis City unimpeded, and disgorged thousands of troops. Once within Thyatis city, the Alphatians made their way to the Imperial Palace, and killed Gabrionus. Their victory was short-lived, however, for not long afterwards a former gladiator, by the name of Thincol Torion, led a rebellion which not only threw out the Alphatians, but saw Thincol become the next Emperor.

After the Alphatians were beaten back, the new Emperor set his house in order by reclaiming the lost colonies on the Isle of Dawn, and by dealing with those who had not followed their oaths of allegiance to the Empire. Turncoat battalions of Hattian Legionnaires were sent to Borydos, Alphatian guerrillas left behind by the retreating Alphatians were captured, and the Order of the White Drake was dealt with.

Thincol had Yuri arrested, and brought to him. He accused him of high treason - the Order knowingly collaborated with the Alphatians for the express purpose of undermining the Thyatian Empire, and of pursuing its own interests. Thincol ordered all Order members who willingly betrayed Thyatis to be executed, and all properties of the Order to be confiscated. The Aerodrome was abandoned, and it remained a derelict building until the Karameikan government restored it as Rugalov Keep. The Order itself was to be cast from the history books, the names of its members removed from public view - it was to be as though the Order of the White Drake never existed. Thincol, being a deft politician, but not an evil man, knew that the Order had violated its oath, but at the same time some members still kept to their duties. In the end, he disbanded the Order, and had only those who were guilty of conspiring against the Empire executed, knowing that he had to satisfy public demand for justice.

Some members of the Order did not betray Thyatis, and in fact these were the ones who alerted Thincol as to what had actually happened. These people were transferred to the Retebius Air Fleet and the Knights of the Air, though some among their number were conspirators who had hidden their deeds from their fellow Order members, and these men and women harboured anti-Thyatian sentiments for many years to come. Those former Order members who were found innocent were allowed to keep their mounts, as well, since they had formed bonds with them. Some former Order members who did not join the Retebius Air Fleet or the Knights of the Air returned to Traladara, there to take up solitary lives as guardians of the land. People such as Ellis did this, and they gained reputations of nobility of honour.

Most of the former Order members have died since that time, though there probably are a handful of them still around - either as very old men and women, or those gifted with potions of longevity. Who knows what they might be up to today? 

History of how the Tarrasque happened in Mystara...
6000 BC - Immortals of Entropy create the Tarrasque in order to spread chaos and death. Thanatos, Dagar(now dead), and Quarz (also dead) were blamed by other immortals for it. but this was never proven.

5800 BC - The Tarrasque wipes out an entire island of Oltecs. Many Immortals try to stop it but it feeds on pure Entropy.

5400 BC - The Tarrasque destroys and Oltec village and a temple of an Immortal named Azta who was angered. She could not destroy the beast but she could take revenge on its creators. She killed Dagar but died herself killing Quarz. Thanatos was now the happiest immortal, not only had his creation killed many people but it was responsible for the death of 3 immortals.

5200 - 3400 BC The Tarrasque continues its wrath Staying active for 2 months of killing then sleeping for 200 years or so.

3400 BC Blackmoor meets the Tarrasque and with all there advances can only drive it off, not kill it.

3200 - 2000 BC The Tarrasque continues its wrath. Staying active for 2 months of killing then sleeping for 200 years or so.

1800 BC Nithia suffers at the hands of the Tarrasque. Realising that their bronze weapons wouldn't even scratch the beast they start making them out of iron from then on.

1600 BC The Dwarves in the Northern Reaches Have a run-in with the beast. They survive by staying underground.

1400 - 1000 BC The Tarrasque continues its wrath. Staying active for 2 months of killing then sleeping for 200 years or so.

800 BC The Alphatian are attacked and drive the beast south.

600 BC The Tarrasque attacks the Milenians.

400 BC - 600 AC The Tarrasque continues its wrath. Staying active for 2 months of killing then sleeping for 200 years or so staying on Davania.

810 AC It swims from the Hinterlands and settles down on the Isle of Dawn for a nap.



The timeline above can be used in almost any campaign to get the Tarrasque into Mystara from 1000 AC - 1020 AC. what follows is what happened IMC.

1014 AC The monster is awoken and starts to feed. A Glantrian mage, remembering his course in planar physics form the mage school remembered rule #1: Never EVER put 2 extradimensional spaces inside of each other. He and his friends quested for 2 bags of holding and made a contraption that would drop one into the other when the rope was severed by a magic missile.

1015 AC There is a very upset Tarrasque wandering around the Ethereal Plane :) 

A tale of two Empires

Note: the below rant is adapted from a screed penned by one of my characters in Solmyr's Mystaran Birthright game. I decided it might be of interest to some of you (while for others it might just serve as a nice little sedative if you have insomnia). So I revised & extended it a bit (removing some purely M-Birthright related bits and adding some clarifications and the like). Anyhow, here is a "revisionist" History of the two empires. You'll note that no where (that I know of, though point it out if you see any place) does it differ from "Canon" *factually*, but it puts a quite different slant/interpretation on events. That bias should be familiar to those who've read other screeds written by me.]

Alphatians come not from Mystara, but from an alien world. On that world, the Alphatians were both aggressive and despotic, conquering all of it, exterminating in campaigns of genocide most of the other nations of that world, save for one. The Cypric people they had some admiration for, so rather than simply slaughtering them, they first enslaved the Cypri, and then absorbed (and were assimilated into) the Cypri culture. After conquering the entire world, there was a (brief) period of peace. But the Alphatian dominate was based on aggression and destruction. With no external force remaining to direct these energies against, the Alphatian elite began to direct their maladaptive behaviour inward, against each other, in a escalating series of petty disputes (which passed for "philosophy" among the Alphatian ruling classes). These culminated in a violent "debate" between followers of Air and followers of Fire. This "debate" resulted in the destruction of the Alphatian homeworld, survivors going elsewhere rather than attempting to rebuild what they themselves destroyed.

> As the Player's Guide "official Alphatian History" puts it, "Knowing their world was
> ruined, and could never be the thing of beauty it once was, the surviving leaders of
> the Air Wizards sought out another world to live upon. . .[T]he Air Wizards. . .
> [p]ouring their power into a single spell of destruction, evoking a huge windstorm
> that would cover the whole planet for years and smash it into numberless pieces. . ."
> In other words, they damaged their world to a degree to which it no longer
> suited their aesthetic sensibilities, and instead of attempting to rebuild it they
> wrote it off, finished what they had started, and moved into another world.

> Excuse: Laziness and lack of a sense of responsibility and stewardship.

These survivors arrived on Mystara, and proceeded to conquer the lands of others, in emulation of the same behaviour that proved so unwise on their previous world (some Alphatians can learn from mistakes. I think I can, and have. But it seems that Alphatia as a culture, society, and civilisation cannot). They proceeded to replicate the very process that led to the destruction of their old homeworld: rather than cooperating with the native people of Mystara who had legitimate right to the lands the Alphatians wanted, the Alphatians simply either exterminated them or enslaved them. They spread outwards over the centuries from the continent now known as "Alphatia," their war machine grinding down all resistance, their economy based on stripping other lands of their resources (yes, the Alphatian economy is "strong because of magic:" they use magic to teach a lesson to any who resist the plundering of their resources, killing them or forcing them into servitude with charm magics).

Approximately 200 BC the Alphatians sent their armies against a small portion of Brun where the tribal inhabitants had been resisting the Alphatian advance through naval raids (really mere pinpricks against the Alphatian juggernaut). More important than ending these rather harmless (to the Alphatian despotate) raids was the fact that in the lands of these tribes there were significant gold mines. Always on the lookout for rich areas to plunder, the Alphatians struck. Though these tribes resisted valiantly, they could not hope to prevail against the mighty and ruthless Alphatians. For two centuries the Alphatians occupied this small corner of Brun, forcing its native peoples to work in the Alphatian mines, enslaving them to strip their own land of its natural resources in order to feed the insatiable Alphatian plunder-economy.

After two centuries of this treatment, the tribes rebelled, in cooperation with other peoples who were discontented with Alphatian rule. They managed to throw off the oppressive yoke of Alphatian occupation, and create a new Imperium dedicated to opposing Alphatia's spread, and the spread of other similarly destructive and entropic forces. While some of the details of this war of liberation are in dispute (some claiming Zendrolion was a hero, some saying he was a self-interested murderer), what is not in dispute (because it is evident to this day) is that all the founding portions of this new Empire remained loyal to it and dedicated to its principles. This cohesion is a result of Empress Valentia's enlightened policies, which extended citizenship throughout the Empire. Valentia released Ochalea and the Pearl Islands from Thyatian service, then offered them re-admittance under the terms of her Citizen's Proclamation, and they rejoined willingly. This act created a new Empire. A Mystaran Empire dedicated to order, law, and ruled by the express consent of the governed.

This Empire, the Thyatian Empire, has stood as a bulwark against Alphatian expansionism down to this day. Nations shielded by the Thyatian Imperium prosper as free nations because of Thyatis' strength. There is an Oceansend because Thyatis founded it as part of its bulwark against Alphatian's grasping expansion into Brun. When the Oceansenders decided they were strong enough to rule themselves, they gained self-government under their own King with the acceptance of Thincol.

This may (or may not) have been an error, for while the Oceansenders are strong enough to keep their own freedom in the face of Alphatia's expansionism, the rest of Norwold was not so lucky: Eriadna sent her son, and his relations (such as Lernal, who's competence as a ruler is evident for all who want to visit Landfall), to absorb Norwold into the Despotate. Ericall now rules Norwold, his sole claim of legitimacy being "my mommy told me I could have it for a present," and the Antalian natives better not complain audibly about being suddenly dispossessed by foreign overlords. Norwold is now being systematically stripped of its resources in a way not dissimilar to that of Esterhold, though the iron fist is hidden behind the friendly facade of an innocuously inept ruler appointed solely because Eriadna didn't know what else to do with him.

Alphatia's insatiable need for conquests remains its most prominent characteristic. Only a force strong enough, and dedicated enough, can resist it. Only a State willing to bear the disfavour and unpopularity of its neighbours can prevent the doom of Mystara. This sometimes requires that state to bear a burden of ruthless efficiency bordering on expediency, for that state is outmatched by the raw power of the Alphatian Empire. But the people of the bulwark bear their responsibility willingly.

That force, that State, is the Thyatian Empire. Its people are the Thyatian people.

The Alphatians have not and seem incapable of learning from their past. They are attempting to replicate on Mystara the "glories" of Old Alphatia, still fondly remembered. But while the Alphatian Kleptocrats look back on that as a golden age, Mystarans do not want their world turned into Old Alphatia. Enlightened Alphatians do not want to see their new world turned into Old Alphatia. We do not want to see Mystara transformed into an asteroid belt.
Vivianna Romanones, academician and Magestrix.
Thyatis City, Thyatis, Eirmont 1007 AC.

About the Author: our Author is a Thyatian citizen of Alphatian heritage (from the Isle of Dawn), a dual-classed Fighter/Mage (in D&D terms a powerful Forester). She is well travelled and read, but given to polemical excess. A more (or less) complete description can be found at: http://www.geocities.com/Athens/Olympus/7211/Thyatis/Vivianna.html 

Primeval Mystara

First off, I would like to suggest a website that has the potential (unbeknownst to the site's webmasters) to be extremely useful for creators of Mystara material for years to come. The site is the homepage for the PALEOMAP project, which is a serious on-going work of a group of geologists and paleoclimatologists, who have made an atlas of the Earth through time--and who continue to release new editions periodically as geologists' understanding of prehistoric geography increases. Umm...before I continue, I just wanna let you know that I am a geology (and art) major, and I plan to concentrate in cartography and geographic information systems.

My whole point to the following long and rambling discourse is that I feel we are lucky to have a bunch of RW scientists devoting their life's work to uncovering the position of the Mystaran continents throughout the ages ;-) I've found the world maps of Mystara that closely parallel RW paleogeographic epochs, namely, sometime in the Late Triassic to Early Jurassic (~225-187 million years ago (mya)) for the Pre-Cataclysmic map of Mystara, and definitely the Late Jurassic (specifically ~150mya) for the Post-Cataclysmic map. See if this world looks familiar: http://www.scotese.com/late1.htm IRL, the change in the position of the continents between the Triassic and Jurassic was due to continental drift (which has been occurring since the formation of the Earth ~4 *billion* years ago, and is proceeding as we speak). On Mystara, the detonation of Blackmoorian nuclear devices produced a surprisingly similar result. Of course IRL, there was no corresponding shift in the polar axes.

Noticing the rather blank state of the Prehistoric (pre6000BC) chapter of Daniel Boese's Timeline of Mystara (at Shawn's site) has gotten me thinking on a way to provide at least a geographic and climactic, and perhaps a biological framework for Mystara's past. I propose that we (the Mystara community) adopt the geographic positions of Mystara's continents as being equivalent to Earth's/Laterre's/the Dimension of Myth's continental positions throughout time, both for Mystara's past and its future. While we're at it, we could also accept the paleoclimactic and general vegetation regions of Earth's past. A suggestion that I'm less sure about, is to use the RW evolutionary history of Earth's plants and animals as inspiration for Mystara's past lifeforms in their appropriate prehistoric eras.

By the way, here's the URL for the intro to the PALEOMAP site: http://www.scotese.com/Default.htm For a look at what Mystara would look like through the ages (past, present, and even *future*--every map following the RW-Jurassic period, including Modern Earth's geography, would be a view of the future position of Mystara's continents), I recommend first looking at the beautiful "Earth History" illustrations from oldest to youngest (start at the Precambrian), and then checking out the "Animations" in this order: Precambrian, Palaeozoic, Pangaea, Future. If you want to use this RW information for Mystara without shelling out $75 for the real atlas or $49 for an animated CD-ROM, then I suggest buying the "Continental Drift Flipbook" for $7.50 at the "Order Form" link at the site. (Or check out your local public or university library's geology section for similar info.)

If we do accept these parallels, then we need to come up with some reasoning for a number of divergences between the RWs and Mystara's prehistoric history (minus the obvious differences--Mystara is hollow, is smaller in diameter, has a skyshield, and sports a sunken continent in the Far-End (=RW Tethys) Ocean). If we decide to try to also match up the equivalent age's specific plant and animal species (which I'm not so sure is a good idea) we run into a problem: discounting "Lost World" regions (for example, the HW and the Isle of Dread), Mystara is primarily populated with flora and fauna of Holocene (=Recent) Earth (lions and tigers and bears et cetera). If Post-Cataclysmic Mystara exactly paralleled Earth in the Late Jurassic, then our PCs would never see grass (the dominant plant forms were conifers and ginkgoes) or mammals much larger than a rat, but instead would see *lots* of reptilian beasts. Anyway, I think we could use existing knowledge of evolution as inspiration, but not as a straitjacket. Either way, it could be explained that humans/demi-humans/humanoids and RW Holocene animals and plants came into existence much, much earlier (~150my earlier) on Mystara than on Earth--though when I say earlier, I only mean relative to the types of life that would be expected if Mystara exactly mirrored Earth, because I don't believe that Mystara is intended to *be* Earth/Laterre in the past (ie. the d'Ambrevilles and Klantyres weren't time travellers, rather, dimensional travellers), it's just that it happens, for some unknown reason, to uncannily geographically resemble Earth of 150mya. (But less so biologically--though there are some *correct* lifeforms--namely some of the dinosaurs and other "Lost World" critters, but even smilodons, for example, "shouldn't" exist yet.) However, we could just try to "slip in" the recent evolution (or creation) of the "RW modern lifeforms" (humans, squirrels, daisies, smilodons, etc.) into the last couple million years preceding Mystara's modern era, but past that cut-off point, try to gradually switch back to the "proper" flora and fauna for the equivalent Earth age. (Yet also populating each Mystaran age with magical and fantastical creatures and beings as well.)

Another divergence between RW-prehistoric Earth and modern Mystara is that during the Jurassic period, the face of the moon would have looked different than it does today--with a somewhat different look to its meteorite-formed set of craters and maria. This is no problem really, because I'd just say that Modern Mystara matches Jurassic Earth in geographic appearance, but Modern Matera instead matches Modern Luna (the Moon).

I think it's more important to consistently use Earth's known prehistoric continental, climactic patterns, and perhaps general vegetational regions, than it is to be really scientific with what plant and animal species existed when, though the RW primeval plants and animals are very interesting and alien, and with a little research, could provide tomes and tomes of new, odd creatures. Most people are only aware of the famous prehistoric creatures like the tyrannosaurus, triceratops, brontosaurus, and smilodon, but there really are thousands and even millions (counting lower life forms) of unique extinct species not treated in XD&D rules. On Mystara, there would of course be intelligent, magical, giant, miniature, and cross-bred versions of any particular age's flora and fauna--in addition to extraplanar beings, undead, and magical constructs, assuming some sort of intelligent beings with magical ability existed throughout most periods (probably most of modern-day Mystara's sentients (humans, elves, etc.) didn't exist back then, though it might be interesting to have some familiar sentient races rise and fall from civilization to barbarity repeatedly over millions of years).

By accepting this timeline, we get 4 billion years to play with--enough time for thousands (tens of thousands? hundreds of thousands?) of "civilisational cycles" with each cycle equivalent to the most recent "civilisational cycle" that includes within it the entire history of the Lhomarrians, elves, Blackmoorians, and the modern nations. The modern cycle has existed about 12,000 years, beginning with the first mention of Lhomarrian hunter-gatherers. Note that "12,000" divides into "4,000,000,000" over 300,000 times, so 4by is a *long* time (the *entire* RW universe is thought to have come into existence only 10-20bya--so the Earth has been around a long time even relative to the history of the universe). AD&D already has a tool to explore these depths--the Chronomancer supplement. To explore the earlier cycles we would need to detail a chronomancy-type school of magic for the D&D magic-user. However, if eventually the earlier cycles were detailed enough, then whole campaigns could take place solely within these eras. With this much "time" to work with, Mystara's past would have a developmental potential on par with the potentially infinite planets/moons, galaxies, planes, dimensions, and realities that lie beyond the tiny bit of the Mystaraverse we are currently trying to bring to life.

When dealing with a truly geologic time depth, another issue that arises is which Immortals, if any, existed in the Prime Material Plane in that primordial dark--or was much of prehistory filled with the war between the Old Ones and the Outer Beings? Perhaps our current batch of Immortals is just the most recent crop or "class". A few, like Ka, may have been around for many, most, or even all of the civilisational cycles, but there may have been thousands of cycles of Immortals, each with hundreds or thousands of individual Immortals (especially counting all of the Immortals from every planet in the Mystery Path, not to mention the hundreds of millions of other galaxies in the D&D Multiverse--assuming the physical universe equals the scale of the RW) who did their part in "their" cycle, and have since passed on to greater things, perhaps Old One-hood. (Note that the size of "Mystaraspace" may be of a completely different magnitude in the AD&D Mystara reality (incidentally, I use "Mystara of the Great Ring", "Mystara of the Flow", and "Mystara of the Crystal Sphere(s)" for "in character" referral to the AD&D Mystara reality, and "Mystara of the Mystery Path" for the D&D reality), as the solar system may just end at the wall of the Crystal Sphere. I personally like Marco Dalmonte's D&D/AD&D Mystara crossover explanation the best at: http://www.geocities.com/TimesSquare/Dungeon/2967/myssjrps.html.) The majority of the Immortals of today could be just the current "freshman class" of Immortals, and who will "graduate" once their particular civilisational cycle (and also "native" cycle, for most) has met its destiny after a period of maybe 50K-100K years. That would mean that we're still near the beginning of the Lhomarr-Blackmoor-Elves-Known World cycle and that there may have been about *40-80,000* preceding civilisational cycles--but probably half as less, as there would surely be some "down time" between civilizations, and also the first billion or so years of Mystara's existence would be hostile to life as we know it (yet there could easily have been cycles of strange elemental or non-oxygen breathing civilizations before that). I think this "classes of Immortals" theory makes sense, since IIRC many (most?) Immortals are less than a few thousand years old--totally insignificant in a geologic time frame. I mean, wasn't there anything interesting going on between 4,000,000,000BC and 11,000BC?

In addition to more "campaign space" to work with, a side benefit is that one can actually learn about the geological history of the Earth through incidental use of the "purloined" Mystaran palaeogeography--just as a D&D player might accidentally learn some useful information about RW cultures and languages through playing in parallel M-equivalents. And finally, why spend the effort to start from scratch when you've already got a marvellously complex RW model to work from, that will yield more and more depth the more you research it (there are people spending their entire careers detailing prehistorical knowledge that we can swipe for our own purposes)--and, importantly, that will easily mesh with Mystara? Sharon Dornhoff has done a similar thing by using the RW topography of the Moon to provide the framework for Matera and its Hollow Moon.

In conclusion, I know that my suggestion to use Earth's RW paleogeographic appearance for Mystara may be getting a bit far ahead, being that we should probably feel lucky if we can just get the modern-day Known World and Savage Coast to be as detailed and coherent as we'd like. But, I wanted to throw this idea out to the Mystara community before everyone decided that Mystara is only 20,000 years old or something like that ;-) As a geology student, I kinda felt it was my obligation to try to give Mystara a (pre-)historical structure that has realism and incomprehensible depth, just like Earth. Let me know what your thoughts are on this.

I think "Primeval Mystara" would be a *long* term project :-) I'm kind of tied up in the short term, but I do plan to work on this and other ideas, and also plan to create a Mystara website someday--but I at least wanted to get the "Primeval" idea out in the meantime. I definitely think yours (Geoff's) and Sharon's Lhomarr-Y'hog Immortals information and also the info in the Carnifex File at Marco Dalmonte's site can fit into the civilisational cycles idea. Some of the following material is from Daniel Boese's Timeline of Mystara as well.

Here's a broad outline:

BC 8900-Present Day (1015 AC)
Cycle 0/"Cycle Zero"/"The Age of Humankind" (note that elves and other non-humans find this term humorous at best, insulting at worst)/"The Mammalian Age" (this term is especially used by the serpentine races) (9915+ years in length):

IMPORTANT EVENTS:
--Rise (with some falling) of the Lhomarrian, Blackmoorian, demi-human, Alphatian, Old World, Savage Coast, Oriental Skothar, and preserved Hollow World civilizations.
--Immortal worship nearly planet-wide. Ascension of most known Immortals.

IMPORTANT DATES:
BC 3000-Present Day: Advancement of the modern human and demi-human civilizations (particularly the nations of southern Brun, the Alphatian Sea, and parts of Skothar), rising from the Great Rain of Fire-induced Stone Age, through a Bronze Age and Iron Age, and ending in the present day. Arrival of the non-Mystaran Alphatian humans, and the subsequent rise of their empire. Many falling Outer World cultures (including Alphatia) transported to the Hollow World where they are preserved.
BC 3000: Nuclear destruction of the Blackmoor civilization, along with many other Outer World peoples.
BC 3500: The rise of Blackmoor-influenced elven cultures.
BC 4000: The rise of Blackmoor and the Oltecs
BC 5000: The rise of the first great elven civilization, Evergrun.
BC 6000: The three main branches of humanity, Tanagoro, Neathar, and Oltec, live as hunter-gatherers. Dwarves are mostly pastoral. Elves live a charmed simple life, protected by forest spirits. Halflings are greatly influenced by the elves.



"The Conflict Between Ages"/"The Transitional Age"/"The Age of Lhomarr and Y'hog"
(Transitional period between The Age of Humankind and The Age of the Carnifex):IMPORTANT EVENTS:
--Rise and fall of the Old Lhomarrian human civilization.
--Rise and fall of the Y'hog Carnifex civilization.
--Continued OB worship, alongside a growth in Immortal worship.
--Only a handful of new Immortal ascensions (eg. Valerias). Most of these Immortals "have long since died" by the rise of modern civilizations.

IMPORTANT DATES:
*BC 7020-6920: In retaliation for Lhomarr's destruction, the Immortals cause the island of Y'hegg-T'uhath to slowly sink into the sea, with the Carnifex of Y'hog magically bound to their homeland, unable to escape. End of the Age of the Carnifex.
*BC 7022: The Outer Beings destroy Lhomarr.
*BC 7900-7024: Lhomarr and Y'hog war upon each other.
*BC 8300: Height of the Y'hog Carnifex civilization.
*BC 8900: Unification of the Lhomarrian peoples and the beginning of the "Age of Humankind".
(* overlap of the Age of the Carnifex and the Age of Humanity)



BC 13,000-BC 6920
Cycle -1/"Cycle Minus One"/"The Age of the Carnifex"/"The Serpentine Age" (6080 years in length):

IMPORTANT EVENTS:
--Rise and fall of the Old Carnifex civilization and their servant races.
--Cycle dominated by Outer Being worship.
--Few Immortals from previous cycles have survived and/or stayed behind to witness and shape this and later cycles. Some Immortals may have ascended during this time, including Ka. It's unknown whether the other "elder Immortals" of the modern cycle (eg. Ixion & Korotiku) existed previously, or came into being during this age.

IMPORTANT DATES:
BC 9000: The Immortals exile the Old Carnifex to the Pits of Banishment. The Carnifex of Y'hog arrive at the island of Y'hegg-T'uhath.
BC 10,000: Height of Carnifex civilization. The Carnifex of Y'hog arise and remain isolated, sparing them from the future fury of the Immortals.
BC 11,000: Lhomarrian humans, the fourth branch of humanity, live a hunter-gather type existence. Their cultural level slowly advances during the next 2000 years.
BC 13,000: Unification of the Carnifex peoples and beginning of the Age of the Carnifex.
BC 40,000-20,000: Cultural, technological, and magical advancement of the Carnifex.
BC 50,000: Ka creates the ancestors of the Carnifex.



Cycle -2 to Cycle -?:

IMPORTANT EVENTS:

Between the formation of Mystara (4 *billion* years ago), and the beginning of the Age of the Carnifex (14 *thousand* years ago), there existed many thousands of civilisational cycles, each with their own class of Immortals, who ascended and either (a) went on to better things (Old One-hood, or to apply their efforts to other planes, dimensions, or realities--some because the bulk of their worshippers themselves migrated to non-Mystaran realms), (b) remained engaged with Mystara because they had an interest in influencing later cycles, because they simply enjoyed being with Mystara and its peoples, or because they hadn't yet succeeded in their quest for Old One-hood, or (c) were destroyed by excess energy expenditure, loss of followers, inter-Immortal strife, cosmic wars, or other hazards. Note, that the Outer Beings have attempted to corrupt mortal creatures for their own purposes (whatever they may be!) throughout the eons. The first Mystaran cycles probably consisted of elemental civilizations or other exotic races, as Mystara was a Hadean inferno with no oxygen atmosphere for its first billion years or so. The next civilizations were probably aquatic, as there was little dry land during the following eras.



Each cycle was typically dominated by one race which generally excelled in most fields of knowledge, and who, especially if of a culture which revered Immortals (as opposed to OBs), were capable of sending candidates on any of the Four Paths to Immortality (and unfortunately, also via the Fifth Path--in the Sphere of Entropy). In game terms, this means that each civilisational cycle had at least one dominant race who's members were capable of reaching 36th level in every class of the standard D&D tetrad, in addition to minor classes. Therefore, both Carnifex and humans, as the dominant races of their ages, were/are capable of unlimited advancement in the entire tetrad of classes. Note though, that some races advanced in a different "configuration" of classes. For example, some races may have had far more bards than thieves, or more dervishes than clerics. Also, it is speculated that there existed classes unknown in the modern age.The Carnifex were the dominant race during the Serpentine Age, as is Humanity in the modern age. It is unknown what sort of strange civilizations preceded the Carnifex Tyranny. The dominance of one race doesn't preclude there being peripheral races with similar potential existing, often in a relatively primitive or secretive state, during the same era. The fall of the dominant race is usually followed by a period of general barbarism on the planet, and then by the rise of a previously marginal race to fill the same ecological niche.

Comments?

I'm not so sure as to where the cycles should be divided (a problem facing RW historians too). Do you think the Age of the Carnifex should begin at BC 50,000 (the creation of the Carnifex) instead of 13,000 (the unification of the Carnifex)? But what if there was an unknown race that flourished, yet fell while the Carnifex were in their infancy, just as the Carnifex fell near the beginning of humanity's rise? Should the "Age of Lhomarr and Y'hog" be a cycle unto itself? Should the Age of Humanity begin at an different date than BC 8900 (the coronation of the first king of Lhomarr)? What do you think of the terminology used for the various periods? Can anyone think of better terms? Does this all make any sense? 

The Understanding Beyond Existence - Story of the Fey
In the beginning there was only oblivion and within this oblivion there was something. The contest between Entropy and Creation continued. Time, Matter, Energy, and Thought awaited for the change towards Creation. Life was very powerful, but there was no order to define Life. As Entropy and Creation struggled, there was chaos. As Thoughts formed the Dreams, Energy was weaved into Matter, and the order of reality was thus established. Only pockets of this reality was formed between the wild chaos. Pathways or trods navigated the chaotic storms between these realities.

In the beginning, Mystara was a small pocket of reality amongst the chaos and was formed by the Dreams of Immortals. There were no mortals as mortality could not be conceived at this time. The Immortals walked through all Time and realities and freely navigated the chaos. There were some that were confined to live within the Dreams of Immortals, and these people were known as the Fey. The Fey descended to Mystara to live amongst the Dreams. Here they could forge their own reality as they desire.

In the beginning magic was very free and uncontrolled. Magic was unrestricted by the threads of reality. Surrounding the dreams of Mystara was the frenzy of chaos. Immortals and fey alike could wield magic to their every desire, and use it to define the very reality. Great care was needed to wield such magic. If every fey with their varying desires and passions formed their own separate reality, there would only chaos. Chaos would then destroy the very Dreams that made Mystara. Mystara would then be dissolved into oblivion.

Immortals concerned with their Dream of Mystara had to take precautions. They could not permit the Fey to destroy Mystara with their passions and reckless usage of magic. The Immortals organized a group of Fey sworn to protect Mystara from the oblivion of Entropy. This group was to be named the Seelie. The Seelie roamed Mystara policing wild and irresponsible uses of magic. Where one Fey changed reality, the Seelie would alter and patch reality again so that it reverts to its original state.

The benign nature of the Fey is to play freely without responsibility. There were those Fey that felt the Seelie were absurd for "cleaning" up after other Fey's use of magic. These Fey became determined to make a joke out of the Seelie, and sought to destroy the work of the Seelie all in the name of fun. These group of pranksters became more popular and more of a nuisance. As there numbers grew, the group of pranksters were titled Unseelie. Eventually the Immortals of Entropy took notice of the Unseelie's activities. The Immortals of Entropy decided to help organize some grand festivities with the ultimate goal of dissolving the workings of the Seelie Fey, and in turn threatening to erase Mystara from existence. 
Cosmology

Ok, time to explain a bit more of my cosmology. This doesn't take into account the origins of the Old Ones nor of the Outer Beings. What I'm giving to you is the history of the universe as told by the Cult of the One God. This is not the TRUE story, however (I'll tell u that in a later time). Note that I have borrowed many things from Clive Barker's masterful novel "Imajica".

"In the Beginning, three things existed in the universe: Chaos, Vacuum and the One God. Then the One God discovered the Craft and with his power he gave Order to Chaos and put Life into Vacuum. This way, the first planets were created and the tiniest and most primitive lifeforms moved the first tentative steps on those worlds. Time passed, and the living began to know the Love and the Power of the One God, and they started worshipping him as Hapexamendios. Then Hapexamendios decided it was time to create a companion, and using the Craft he took Chaos and gave it a shape, then took Life and breathed it in the shape. Thus the First Goddess was born, and Hapexamendios named her Tishalullè. She was devout to the One God, who taught her how to use the Craft and they ruled the universe together.

"However, after a while the First Goddess began to envy the power that her Husband had over his Universe, and she craved the absolute power for herself. From her malign thoughts the seeds of Evil were born, and they infected many of the living species in the universe, who, mislead by her obscene promises, sworn fealty to Tishalullè. In reward for their loyalty, she taught to the most vicious the secrets of the Craft, and these became the First Generation Immortals. With them, the First Goddess plotted to overthrow the First God, since Death was not known to the people who lived in the Universe. But Hapexamendios foresaw his mistress's plans, and so he gave birth to his beloved Son, the First Sorcerer, who would have helped him in his battle against the Immortals. But Tishalullè and the Immortals managed to trick the One God and they created the Barrier, later called the Vortex, where they imprisoned the One God, hopefully forever.

"But they had not taken into account the First Sorcerer, Sartori. Once grown to full power and having achieved the mastery of the Craft, he challenged the First Goddess, still weakened by the creation of the Barrier, and managed to slay her. From her womb Death came out, and the living became Mortals, while the Immortals, who knew the power of the Craft, were safe from its touch. Thus Thanatos was created.

"The Immortals came far too late to help the Mother of all Troubles and gave chase to Sartori. To hide from the mischievous beings, Sartori created his own hideout, the massive Tower of the Hinge, very close to the Barrier, where his Father laid prisoner. Sartori knew the way to free the One God from his prison, but he also knew he did not have the power to perform the ritual after the taxing battle with the First Goddess. He also knew the Immortals would have tracked him soon, so he started taking drastic measures. Foreseeing his doom, the First Sorcerer created the Shadowmaster and sent him to the ND to guard the secret that will have allowed him to open the gate where his father had been imprisoned. Since the First God was the linchpin that made the universe one, when the first Immortals confined him beyond the Barrier with the help of Tishalullè the Universe was shaken. But when they came and together killed Sartori (who had fled outside the Hinge to meet them and avoid they discover his hideout) the fabric of the Universe collapsed and the Multiverse was formed. Then the Immortals, without a leader, divided and vied for supremacy, allying themselves to one another and forming the Spheres of Power. The First Generation Immortals who still live today are three: Thanatos (who however didn't participate in the Betrayal or the Murder), Ixion (who led the Immortals against Sartori after Tishalullè's demise) and Kal-hoven (who left the Multiverse after the formation of the Five Domains and is believed dead).

"But Sartori's plan had only began to work. He had cast a powerful spell on himself, and when slain, his body began to reform in the secret chambers of the Hinge. Unfortunately, he did not foresee the breaking of the Universe, and as the universe collapsed and was divided into the different Domains (Planes), so was his life essence, so tied to the Universe itself. For this reason, now there are Five Sartori living in the Five Domains, but only the one living in the Outer Plane of Yzorderrex (where the Hinge lies) knows the truth.

"But Sartori was no fool, and he arranged for his rebirth. So we all believe the time will come when all the Sartori will reunite and together they will find the Key to open the Barrier and free the One God once more. That day we will be by his side and will finally become part of the Craft. That day the oppressive reign of the Immortals will end, and the new Reign of the One God and his followers will begin anew!"

Note 1: the Craft is not just Magic, is something more powerful and now forgotten. Magic is what is left of the Craft after the division of the universe and the formation of the immortal Spheres of Power.

Note 2: IMC the Nightmare Dimension has its own Elemental Spheres and Ethereal plane, but NO Astral nor Outer Planes whatsoever. The Dimension is a seemingly never-ending flat land with many different terrain types and kingdoms (called Domains), each ruled by its own Column (a most powerful being of near-immortal status). However, all beings swear loyalty to the one true Immortal of the ND, the Kal-hoven (or Nightmare Lord) and to his henchman the Shadowmaster (Kai-hevek). What is most frightening to the Immortals of the Multiverse is the knowledge that their powers are strangely warped in the ND (reduced and altered), and that the Kal-hoven is somewhat similar to them, but belongs to no clear Sphere of Power (the same applies for the Shadowmaster).

The truth is, the Nightmare Lord is a creature as much old as the oldest immortal. He belongs to the first Generation Immortals, but he never took part in the creation of the Immortal Factions (spheres of power) since he left the Multiverse before their creation. He established himself as the sole ruler of the Nightmare Dimension, which he saw fitter to his (nearly insane) mind and there he still stands, sole ruler of the whole Dimension. The Shadowmaster is, on the other hand, a being created by the First Sorcerer (Sartori), a powerful demi-immortal entity who was defeated long ago in the battle that created the Multiverse. 

