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PART III: The savage Coast.

Renardy

Nouvelle Renardie and the Bayou - a possible scenario 

One of our regular readers on the AOL/Mystara folder (MF1234@AOL.com) had suggested the idea of creating a colony inspired from his native Louisiana, to be added to the Savage Coast setting, in particular to the region called The Bayou. After beating around the bushes for a while, here's a suggestion that I posted. Your comments are welcome! :) 

About Nouvelle-Renardie and the Bayou -- here's a possible scenario for the years to come. 

A schism has developed, opposing many lupins on religious issues (to honour Saimpt Renard & co as their legitimate immortals, or Pflarr exclusively from all the others). Most lupins had chosen to keep their opinions to themselves and go on with their normal lives. Others however, showed an adamant will to impose their beliefs over all the others, threatening the King's authority and the long-established lupin immortal philosophies. 

As a result, during the night of the Saimpt-Malinois, the King ordered the doors of the notorious Pflarr militants' homes within the city of Louvines to be marked. Later during the night, these people were dragged out and corralled to Le Pont du Roy (the King's Bridge) at the river. Tempers flared and the Pflarr supporters quickly ran the risk of being dumped into the river (bound, of course) to drown. But the King intervened. He could not bear the thought to killing all these people, still his subjects as wrong as they may be. Instead, they were imprisoned until a solution could be found. 

At great cost to the kingdom, a settlement was built on the fringes of The Bayou. Texeiran ships were hired to link Nouvelle-Renardie to Dunwick, from which the Pariahs of Pflarr, as they became known, would be marked with a seal of infamy (a fleur de lyse burned on the inside of their forearms, and their tails bobbed), and shipped to the far colony. Needless to say the conditions of the journey and life in early years of the colony were just appalling. 

Over the years of this sinister process, many Texeirans actually settled in Nouvelle-Renardie as well. Torreón mercenaries and their families were maintained there to defend the fortified town, because of the Gurrash population of The Bayou, and guard the Pariahs. Neighbours of Renardy regarded this policy against the Pariahs as totally repulsive and certainly made their opinion clear to King Louis and the Free City of Dunwick which had succumbed to basic greed in this whole affair. 

Finally, when King Louis became certain that the small colony could survive on its own, he made a proclamation, known as the Edict of Louvines where it was signed, giving Nouvelle-Renardie its independence. The Pariahs of Pflarr where still not welcome in Renardie, but no longer forcibly shipped to Nouvelle-Renardie. At this point, many of them had already willingly resettled to The Bayou and no longer presented a threat to the King's Law. 

Some of you might wonder why I had King Louis decide to go through the trouble of ferrying all these Pariahs through Dunwick to be exiled. After all Dunwick is a foreign city. There is a sea port within Renardy, Mons-en-Plécy (in the County of Marmandy), from where exiles could be deported. But several reasons got in the way. 

1. First off, the port in Mons-en-Plécy is not as deep as the one in Dunwick, making it harder for large Texeiran vessels to receive their infamous passengers. 

2. Mons-en-Plécy is at the far western end of Renardy. This means the Pariahs would have to be marched all the way there, probably turning into Death March for many weaker Pariahs (the old, the sick, and so forth). This is something goblins would do, not lupins. King Louis would have chosen the path likely to cause the least hardship and casualties. 

3. Parading all these unfortunate Pariahs from Louvines would also stir feelings of compassion from common folk living in the towns and near the road leading to Mons-en-Plécy -- whether followers of Pflarr or not. This would certainly create additional problems and resentment throughout the Renardois population. 

4. Mons-en-Plécy being the farthest town from the capital city and the King's Law (and a sea port at that), may likely host a concentration of Pariahs. If things went really bad there, a Pariah on the run could easily cross the border into Bellayne (who sympathises with the cause of the Pariahs, of course), or leave on the next available ship. Naturally, parading mobs of Pariahs in chains through the streets of Mons-en-Plécy would unavoidably beg for riots if not outright civil war. And what better place to start an insurrection than this distant provincial town? 

So based upon the above, it would make sense for King Louis to load up the condemned Pariahs in well-guarded river boats (like during the night for example), and quietly ship them down to Dunwick. Meanwhile, the leaders of Dunwick would have discovered their little problem with the snappers down below. Naturally, King Louis would immediately offer military assistance and money to help with the crusade against the evil and deadly creatures of the deep. In exchange for this, the Free City of Dunwick would officially close its eyes upon the sinister business of shipping out this foreign rabble of condemned criminals. 

Finally, there is a cynical reason on my part for choosing the Dunwick road instead of Mons-en-Plécy. PCs are much more likely to be running campaigns from Dunwick. The deportation of Pariahs through Dunwick would both add to the local scenery and provide obvious adventure hooks. I would also link events in both Renardy and Dunwick. 

You might also argue that the whole idea of deportation is evil. It is and it isn't. King Louis's role as a ruler of Renardy is to support established clergy and their patron Immortals. From his point of view, he must support Saimpt Renard and fight off Pflarr's aggressive heresy. King Louis is stuck between a rock and hard place. He has no choice but to evacuate the source of problem and avoid a possible civil war. The deportation may be cruel and harsh, but unfortunately unavoidable. 

One more thing: I did not set a precise calendar for this, as it is a purely optional timeline of events. Whether you run it or not in your campaign would not create much differences either way. besides, this set of events can be sparked anytime it strikes your fancy. So... 

What think you, kind posters??? :) 

Of course, from the point of view of the Pariahs of Pflarr, Dunwick and Renardy would embody the forces of darkness and receive the Pariahs' long-lasting hatred. The Renardois would be known as the misguided victims of a felon monarch and his armoured minions, and King Louis as the eternal renegade to the rightful Immortal of all lupins. The Dunwickers would be referred as the greedy and blind gentiles. The Texeirans would be instantly dubbed the soulless slavers of the seas. 

Meanwhile the Torreón mercenaries hired to defend the citadel would at first be known as the guardian spawn of darkness, but that part should be quickly forgotten amongst the Pariahs after the Torreón guard heroically defend Nouvelle-Renardie against several savage assaults from the Gurrash. By the time of New-Renardy's independence, the Torreóners who ended up settling there permanently with their families would probably remain a well integrated segment of the population. 

Nouvelle-Renardie would have to be located near one of the edges of The Bayou, probably the northern end. It can't sit too close to the centre of The Bayou because of the Gurrash. It shouldn't be too close of the edge of the Bayou either since this was meant to be a prison. Escaping the colony through The Bayou would be darn-near impossible with all the Gurrash lurking nearby. 

The original Pariah settlement would be fortified, and a solid citadel built to defend the port. Its role is both to protect the port from the outside (from pirates in particular), but also from possible revolts from the captive Pariahs seeking to capture supply ships and escape. During some of the worst Gurrash attacks, the Pariahs had to be allowed within the citadel and those able to fight pressed into service to defend the walls. The Pariahs never took the opportunity to take over the citadel in this events, however, so great was their fear of the voracious Gurrash (their women and children were kept in the dungeons anyway, basically as hostages). The Torreóners then become both jailers and protectors of the Pariahs. In the later years, this all becomes part of the local folklore. 

In the early years, the Pariahs of Nouvelle-Renardie would live a precarious life of extreme poverty under an oppressive colonial rulership. Their opium would be their undying faith in Pflarr. Toward the independence, the settlement not only should expand, but also become more thriving and attract outside business and wealth. Here begins the parallels with RW-New Orleans. Throw in all that you like -- strange new music, good food, business upriver with Hupkur trappers, theatres, casinos, carnivals, wealth, corruption , etc. The Renardois Governor leaves at last and the people are now free. They finally and forever shed the hated Pariah name and proclaim themselves the New-Lupians. 

Yet, the Gurrash still lurks outside the walls... :) 

The part about Dunwick and their snappers refers to earlier posts, as follows: 

Let's get back to the Question of the Week (of last month...) with some update. I had written: 

>>The tortle shamans are back at it again. They have opened their mysterious religion to outsiders, and with unexpected success. Growing ranks of humans, demi-humans, and even some humanoids are joining up at an alarming pace. What do you think this mysterious religion is, and what is its impact on the Savage Coast? (Hint -- remember all these mysterious monuments in the Tortle Territories?) Sages just discovered that the City of Dunwick was built on ancient and sacred Tortle grounds, just above some mysterious structure...<< 

What if... the shamans of Mother Ocean (Calitha Starbrow) had gained the ability to contact the souls of those lost at sea, for the purpose of a last contact between grieving family members and the deceased. In order to accomplish this feat, the shamans need to use a holy shrine. The holy shrine happens to be located in a sprawling city once created by tortles, a thousand years ago. The city now lies deep under the sands beneath the Free City of Dunwick, partially opening under the sea's surface. Snappers, however, have claimed this dark and flooded undercity for themselves, and fiercely guard it against all trespassers. Tortle shamans found an entrance leading to the shrine in a cave, under an old tortle burial site. 

In exchange for the metaphysical experience, the visitors must first convert to the shamans' faith in Mother Ocean. Better yet, it may be in the shamans power to bring back the deceased, provided TEN new believers would join the cult. These worshippers would then receive the protection of Mother Ocean, hoping one day to benefit from this revival should they become lost at sea themselves. Tortles form the bulk of the worshippers, but families of fishermen and many other sea people have begun to fill their ranks. 

The trip to the shrine is a dangerous one because of the snappers. Unbeknownst to the shamans however, adventurers managed to slip through and discovered a vast wealth in pearls, corals, and ivory once used in the decoration of the ancient tortle city. Worse yet, they found countless items of pottery made from bits of steel seed glued together. Steel seed is a major component in the fabrication of smokepowder and is worth a fortune on its own. The shamans, of course, consider this and all that lies in the city sacred artifacts. A few rulers of the Savage Coast got wind of the discovery and quietly sent emissaries, spies, hired swords, grave robbers, and just about anybody they could think of to get a share of the booty one way or the other (without being noticed if possible). Between them and their prize, stand the shamans of Mother Ocean and their growing ranks of faithful followers, should they discover their goals. 

After all these centuries under water, the city streets are covered with a thick gooey muck not quite capable of supporting significant flora because of the everlasting darkness. Snappers are the ones who managed to clear the streets of the sands, by first digging through and then using secretions to literally glue the sands overhead, in a rough vault above every street. Following this technique, they enlarged some of their excavations to form domes capable of arching over a few blocks. The place is quite large, and so is its population of snappers. 

Should the snappers also discover the way up to Dunwick, the free city would then be at risk of an invasion. If the situation grew out of control, the tortle shamans might call for a great crusade against the evil forces of the underdark to free once and forever this ancient place of worship. All followers apt for combat duty would be required to join. 

Just a few ideas... 

Bruce Heard 

PS. Tortle monuments elsewhere could be the tips of tall buildings sticking out of the sands, marking the location of other lost cities. 

Remember a long while back there was a discussion (perhaps not on the MML) about the possibility of a Lupin colony based in the Bayou?

Well, here's what I came up with for use IMC. I put it in the same format as you would see in the Savage Coast downloadable campaign book. Hope you all enjoy.

Nouvelle Renardy

Located in the southern portion of the Bayou, Nouvelle Renardy is the home of the Pariahs of Pflarr; the Lupins from Renardy who were exiled for their beliefs that the Immortal Pflarr should be venerated, not the current and established Pantheon of the Kingdom. The pioneering spirit is alive and well in the "New Lupins", who can be recognised by their bobbed tail and the fleur de lyse burned into the forearm. Oddly enough, newborn Lupins from the territory possess both these distinguishing marks. Perhaps it is the work of the Immortals, ensuring they never forget the struggle of their people. A sad tale to be sure, yet a tale whose end has surely not been written. -The Chronicle of the Curse by Don Luis de Manzanas

The Nation

Nouvelle Renardy is the new territory in the Bayou that the Pariahs of Pflarr call home. It is predominantly swamps and marshes

A schism developed in Renardy, opposing Lupins on religious issues. The main idea in contest was weather or not to honour Saimpt Renard and the established Pantheon as their legitimate Immortals, or the Immortal Pflarr, exclusively from all the others. Most Lupins chose to keep their opinions to themselves and go on with their normal lives. Others however, showed an adamant will to impose their beliefs over all the others, thereby threatening the Kings authority and the long-established Lupin Immortal philosophies.

As a result, during the night of Saimpt-Malinois, the King ordered the doors of the notorious Pflarr militants' homes within the city of Louvines to be marked. Later during the night, these people were dragged from their beds and corralled to Le Pont du Roy (the Kings Bridge) at the Dream River. Tempers flared and the Pflarr supporters quickly ran the risk of being dumped into the river to drown. Unable to bear the thought of killing this great number of people, the King intervened. These Lupins were still his subjects after all, right or wrong as they may be. the followers of Pflarr were ordered imprisoned until a solution could be found.

It was a Lupin noble, Maxime De'Jenne, who suggested that instead of indefinite imprisonment, perhaps the Followers of Pflarr could be relocated. It was Maxime's suggestion the they be sent to the remote colony of Preuve, on the Arm of the Immortals. There at least they would be far enough from Renardy to be able to worship as they pleased, and not cause disruption of the established Pantheon. The idea, although sound, was struck down by many of the more influential members of the court. The King knew indefinite imprisonment would be expensive and quite cruel. It would be like condemning these people to death. So, it was decide that to appease both sides, they Pariahs of Pflarr would indeed be exiled, but they would be sent to the Bayou to fend for themselves. Their lives were truly in their own hands. Maxime, feeling responsible for the Pflarr followers situation, gave up his title and lands and left Renardy with them.

At a great cost to the Kingdom, Texeiran ships were hired to link "Nouvelle Renardy" with the Free City of Dunwick, from which the Pariahs of Pflarr would be marked with a seal of infamy (the fleur de lyse burned on the inside of their forearms and their tails bobbed), and shipped of to the far away colony. Needless to say, the conditions of the journey and life in the early years of the colony were appalling. The first settlement itself, called New Daens by those who first arrived there, was located along the Dream Rives as it flowed from Ator to Herath and down to The Choke.

As one might imagine, the Gurrash, or Gator-Men of the Kingdom of Ator, were not at all happy that outsiders had "invaded" their territory. They began to stalk and attack the settlers with savage intensity, leaving some to wish they had been thrown into the river that night of Saimpt Malinois. It was only because Maxime used the remainder of his fortune he gathered adventuring that Torreóner SellSwords were brought into the settlement to protect it. Indeed these same mercenaries began settling in the Bayou as well, as their lives in Torreón were not much better. Their families arrived and soon a second settlement, a tent city, sprang up on the Shoals.

The first few years of the settlement were filled with warfare with no side gaining a clear advantage. Gurrash raids killed many and destroyed what building the settlers did manage to build. The Lupins were becoming more and more effective in swamp warfare and began being able to smell the Gurrash and follow them back to their lairs. It was in the ruins of one of these Gurrash cities that the decisive battle was fought. The Ruins of Omsh became the battleground of what would prove to be the final battle in this little "War of Independence". Both sides fought bravely, but in the end it was the New Lupins winning the day and the remaining Gurrash left the area and headed into the Northern Bayou. This battle also claimed the life of Maxime De'Jenne, and he became the first hero of the New Lupins. (also became the first new Immortal for these people, but that is another story)

After this war had ended, The King of Renardy became certain that the colony could survive on its own and made a proclamation, known as the Edict of Louvines. This gave Nouvelle Renardy is independence. Back in Renardy, the Pariahs of Pflarr were no longer welcomed, but they were no longer forcibly shipped to Nouvelle Renardy either. At this point, it mattered little, as most of the followers of Pflarr had already willingly resettled in the Bayou.

The People

Nouvelle Renardy has a racially mixed population; about one half are Lupin. Humans, Elves, and Half-Elves, originally from Torreón, and even a few Lizard-Kin make up the remainder of the population. The Lupins of Nouvelle Renardy have had a difficult time adapting to their new swamp home. These Lupins, unlike their kin in Renardy, seem a bit more rough around the edges. Almost all able-bodied people in Nouvelle Renardy are members of the militia. The war with the Gurrash is over, but every now and again, raiding parties strike deep into the southern Bayou. Farmers and Trappers make up the majority of the merchant population. Fishermen are relatively few in number, but their numbers are growing as the tent city on the Shoals gets larger. Builders are in great demand. A few innovative builders were among the first settlers and almost all the building in Nouvelle Renardy are up on stilts to keep them from sinking into the murky swamps. Almost everything is boat accessible and "Swamp Taxi's" are a common sight.

The Red Curse

The Lupins of Nouvelle Renardy don't see the Curse any differently than their Lupin kin in Renardy. If anything it phases them less as the difficulties of the original settlers have "hardened" these Lupins and gotten them used to adversity.

Industry and Trade

Nouvelle Renardy conducts most of its trade by sea, thanks to Texeiran ships, or by using the Dream river and specially constructed barges, called Keelboats, that are either pushed along by long poles, or towed from shore by horses, mules, or manpower. In addition, the neighbouring Wallara have even "traded" with the settlers. Among the products Nouvelle Renardy exports are exotic skins, furs, and animals, spices, and its two cash crops, rice and sugar cane. Torreón is one of the biggest buyers of rice as it is relatively cheap and can feed a great many people. The Lupins of Nouvelle Renardy are also very adept fishermen and have discovered several new species of sea life in Trident Bay that they use or export as food. Another industry that is thriving, thanks to the influx of Torreóner settlers is Swordsmithing. Since the swamps are not conducive to growing grapes, the Lupin love of wine is totally dependent on imports from Renardy. As getting Renardy Wine is difficult for the Lupins of Nouvelle Renardy, they have taken to brewing their own kind of spirit. Almost every family has its own still tucked away where they make their own house brews. Other imported items include any luxury items, tobacco, livestock, and finished goods. All Nouvelle Renardy's Cinnabryl must be imported on a regular basis.

Religion

Pflarr is the only Immortal currently being honoured in Nouvelle Renardy, although, omens have told Pflarr's clerics of a new addition; Known only as "Pflarr's Right Hand", this Immortal is supposedly the guardian of Nouvelle Renardy.

The Ruler

Maxime was always assumed to be the leader of this new Colony, but after his demise the need to find a new leader arose. It was decided by a majority of the new colonists that one of Maxime's military heroes, Sergeant Hughey Leggett, should fill the vacant leadership. Sir Hugh, as he had come to be known, accepted the nomination from his new countrymen, resigned his military title, and became Lord Mayor of Nouvelle Renardy.

Sir Hugh is a loud, brash, yet open-minded person. It is said his own advisors truly fear to bring him bad news as his temper is legendary. However, the real Sir Hugh is a much softer spoken and introspective person. He truly cares about the people in his care and wants to do his best to get the new colony on its way to being a successful nation. Sir Hugh had always admired the way Robrenn defended its borders, so he had the regular military soldiers begin to train everyone in the nation to form a national militia.

Today, Sir Hugh is quite friendly with some of the nobility back in Renardy and manages to secure supplies and monetary aid through these sources...anonymously of course. He is also quite close with the governments of Torreón, who happens to be Nouvelle Renardy's biggest trading partner, and Texeiras; they think him a most capable leader and one who can be trusted.

Character Name: Hughey Leggett
Class: Fighter / Myrmidon
Level: 10th
Alignment: Neutral Good
Race: Lupin (Eusdrian Bulldog)
Age: 42
Sex: Male
Ht/Wt: 72" / 311lbs.

STR: 17
DEX: 14
CON: 15
INT: 10
WIS: 15
CHA: 14

Proficiencies: Longsword (Spec), Battleaxe (Spec), Two Weapon Style, Short Sword, Dagger / Fire Building, Military Tactics, Intimidation, Blind Fighting, Endurance, Land Based Riding, Survival(Swamp), Heraldry

Abilities: 30'' Infravision, 66% detect werewolf, 25% detect noise, Tracking at 1/4 Wisdom +1

The Capital

The old Gurrash ruins of Omsh is the location of the new city of Vieux Carre; the seat of government of Nouvelle Renardy. The city's name literally means "old square" and that is exactly how the city is arranged; a large square with both streets and canals. It and the surrounding areas are home to the majority of Nouvelle Renardy's population. The capital itself is a rather quiet city and boasts a cafe or restaurant on every street. Indeed Vieux Carre is fast becoming a culinary capital. It is home to a cooking school that teaches students "regional" dishes. The general attitude of most who dwell in the capital city can best be described as "laid back and friendly". Even the recent wars with the Gurrash and the adversity of living in a hostile environment wont let the locals lose their hospitable attitudes.

Other Places of Interest

The Tent city of the Shoals and New Daens are the only other settlements in Nouvelle Renardy.

The Tent City is just that; a sprawling city of tents that acts as homes and markets for those who live and work near the Shoals.. A bridge was constructed of wood planks, barrels, and rope to connect the mainland with the Shoals. As the water is shallow here, this usually does not cause too much of a problem. At times, wagons can be pulled across the shallow waters to the Shoals. In the event of foul weather, the city is packed up and moved inland until it passes. This is the hub of Nouvelle Renardy's sea- trade. Ships anchor out in the bay and row their cargo into the Shoals or are met halfway by boats from the Tent city market. The Tent City is home to the main market and is the centre for commerce for Nouvelle Renardy.

New Daens is the first settlement of the new colony and is the religious centre of the colony. A beautiful temple is currently under construction here. Like the capital, there seems to be a restaurant or cafe on every street. This particular settlement is known for a local brew, affectionately called MadDog , as it has a tendency to go straight to a Lupins brain, causing what can best be called "extreme euphoria". The brew is quite popular among all the citizens of Nouvelle Renardy, not just the Lupins and a contract is currently being worked out to arrange the export of the drink. New Daens is the hub for river traffic entering and exiting the colony. Although the Tent City accounts for almost 85% of trade, the Keelboats are effective for getting emergency supplies into the colony more quickly. One visiting Nouvelle Renardy should never miss a chance to see the national sport: Alligator Wrestling. Alligator Wrestling arenas can be found in the capital and in New Daens. 

The Savage Baronies
ALMARRÓN (Estado de)
Location: Savage Coast, southeastern reaches, along the Gulf of Hule.
Area: 6,450 sq. mi.
Population: 7,000, including 4,200 in the capital Ciudad Tejillas).
Languages: Espan (dialect of Thyatian Common).
Coinage: centa (cp), dies (sp), oro (gp).
Taxes: 15% income tax.
Government Type: Independent barony part of the Treaty of Tampico and the Signatory Council.
Industries: Mining (silver), coffee, tobacco, furniture, clothing, jewellery.
Important Figures: Baron Maximilio de Almarrón y Escudor (human, male, F?), Don Esteban "El Salvador" (exiled dictator) (human, male, F?).
Flora and Fauna: Standard for its climate. Dangerous monsters include gnoll raiders from El Grande Carrascal. Normal animals with Legacies can also be very dangerous.

Description: by Rikard Prospero

The western half of Almarrón's territory is a rocky, inhospitable hill country. If it wasn't for the presence of the large silver mines at Sierra del Plata, the land would be almost useless.

A large, fertile plain occupies the heart of the nation. This is where the majority of the population lives, in three main villages (Costella, Paso Dorado, and Ciudad Tejillas) and several scattered homesteads.

Forested slopes and cliffs guard Almarrón's shores, protecting the nation from pirates and sea raiders.

The people of Almarrón have gone through so many forms of government that they no longer care about politics and would rather be left alone and leave running the nation to the Baron. So far, the current Baron seems to have won their respect and has slowly begun to enlighten his nation into a cultural centre. Also, the continuous wars and revolts have left most families relatively poor. Luckily, Baron Maximilio provides priests and cinnabryl for those who cannot afford it. 
CIMARRON COUNTY
Location: Savage Coast, southeastern reaches, along the Gulf of Hule.
Area: 7,984 sq. mi.
Population: 18,000, including 11,500 in capital Smokestone City.
Languages: Thyatian (Common).
Coinage: centa (cp), dies (sp), medio (ep), oro (gp).
Taxes: 15% income tax, 10% sales tax in taverns, 10% inheritance tax (including earnings made gambling).
Government Type: Independent county part of the Treaty of Tampico and the Signatory Council.
Industries: Mining (cinnabryl), production of smokepowder and wheellocks, ale, saloons, gambling.
Important Figures: Sir John of the Wain, Duke of Cimarron (human, male, Pa?).
Flora and Fauna: Standard for its climate. Dangerous monsters include goblin and gnoll hordes found scattered throughout the Bushwack Prairie and El Grande Carrascal. Normal animals with Legacies can also be very dangerous.

Description: by Rikard Prospero

Cimarron is mostly dry grasslands and farmland with the occasional forest and hilly area. The soil is not very fertile, and compared to the other baronies, could almost be considered a desert. The fauna that does manage to survive are stunted compared to most other plants.

Cimarron is well known for its rowdy gauchos and the fact that almost everyone carries a wheellock pistol. The inhabitants are fiercely independent and prefer to let everyone to take care of themselves and not get involved in other people's business.

Smokestone City is known for its saloons and gambling halls, as well as the rowdy crowds such establishments attract. The most popular establishment of that sort is the Red Steel Saloon; people claim that at least one showdown (duel with wheellocks) occurs in front of the saloon every day. 

GARGOÑA (Baronía de)
Location: Savage Coast, eastern reaches, along the Gulf of Hule.
Area: 7,468 sq. mi.
Population: 14,000, including 11,700 in the capital Ciudad Real.
Languages: Espan (dialect of Thyatian Common).
Coinage: centa (cp), dies (sp), oro (gp), real (pp).
Taxes: 20% income tax, 5% sales tax.
Government Type: Independent barony part of the Treaty of Tampico and the Signatory Council.
Industries: Arts (music, poems, paintings, sculptures), diplomats and political advisers.
Important Figures: Baronesa Esperanza "La Illustre" de Sotto y Rivera (human, female, T?).
Flora and Fauna: Standard for its climate. Dangerous monsters include gnoll raiders from El Grande Carrascal, and various monsters infesting the Delta de Pozaverde swamp. Normal animals with Legacies can also be very dangerous.

Description: by Rikard Prospero

Gargoña is primarily farmland along the Rio Copos and Rio Guadiana. Once away from the waterways, dense forests cover the rest of the land. The Delta de Pozaverde, a large swamp, marks where the Rio Copos reaches the sea. The shallow waters of this swamp help protect the nation from ocean-borne threats. Skiffs powered by oar ply the waterways of the delta, ferrying commerce to and from seagoing ships, allowing access to the lucrative sea trade.

Gargoña is recognized as the centre of culture in the Savage Baronies, a fact affirmed by the location of the only university of the coast within its borders. In fact, admission to the university is free in return for a promise of future tithes to the nation of Gargoña for the rest of their working life. Since the state is generally viewed as politically neutral, its scholars and graduates are found throughout most of the nations of the Savage Coast as advisers or teachers.

The inhabitants of Gargoña are dreamers who enjoy their reputations as scholars and artists. They are generally optimistic, but are also known for giving into fits of melancholy. They are very tolerant and acknowledge all races as equals, including lizard kin and peaceful goblinoids, despite having a human majority for its population.

Because of the education present in the land, the Gargoñans are aware of the Red Curse and its effects, realizing that those affected are not evil or different in any way. Those Afflicted remain with their family and friends, who usually try to raise enough money to seek a cure. In fact, Gargoña is the leader in terms of research into the Red Curse and a way to stop it. 

Almarrón (Estado de)
Location: East of Gulf of Hule, north of Cimarron, south of Gargoña, west of el Grande Carrascal wildlands.
Area: 6,450 sq. mi.
Population: 7,000, including 4,200 in the capital Ciudad Tejillas. Roughly 92% human, 5% elves, 3% half-elves.
Languages: Slag Common (Espan Dialect).
Coinage: Oro (gp), dies (sp), centa (cp).
Government Type: Independent barony part of the Treaty of Tampico and Signatory Council.
Industries: Mining (silver), coffee, tobacco, furniture, jewellery.
Important Figures: Barón Maximilio de Almarrón y Escudor (baron, human, male, F9), Don Esteban "El Salvador" (ex-dictator, human, male, F13).
Flora and Fauna: Standard for its warm temperate/subtropical climate, including kudzu, tomatoes, potatoes, maize, plains grasses, deer, alligators, armadillos, prairie dogs, turkeys, and eagles. Dangerous monsters include gnoll raiders from El Grande Carrascal. Normal animals or plants with Legacies can also be very dangerous.
Further Reading: The Savage Coast online document.

Description: by Rikard Prospero

Almarrón is a small nation that is part of Savage Baronies. Collectively called the Guardianos, because they guard the rest of the Savage Coast from Hule, the people of the baronies are well respected by the other nations, even though there is hardly any contact between them.

The Land

The western half of Almarrón's territory is a rocky, inhospitable hill country. If it wasn't for the presence of the large silver mines at Sierra del Plata, the land would be almost useless.

A large fertile plain, fed by the Sierra Borgosa, occupies the heart of the nation. This is where the majority of the population lives, in three main villages (Costella, Paso Dorado, and Ciudad Tejillas) and several scattered homesteads.

Forested slopes and cliffs guard Almarrón's shores, protecting the nation from pirates and sea raiders.

Located at the mouth of the Sierra Borgosa, Ciudad Tejilla - the capital - is a centre for commerce and education for the nation. This town is rather lively thanks to the numerous celebrations thrown by the Barón. It is filled with good taverns and inns and even has a theatre and a museum. While the hardworking attitude of the commoners gives quiet and peaceful days, the boisterous lifestyles of the local swashbucklers makes for an exciting nightlife. Despite this, the town is fairly safe - adventurers who live in Ciudad Tejillas are protective of its people and its reputation.

The People

The humans of Almarrón, like the rest of the Baronies, tend to be moderately dark-skinned. The Red Curse also gives them red overtones. Most humans have straight, black or deep red hair. A few elves and dwarves live in Almarrón, but they are very rare.

Afflicted within Almarrón are well treated by friends and families, and they suffer little prejudice from others. Most Almarrónans view the Red Curse as something that will affect others and simply ignore it in their everyday lives.

The people of Almarrón have gone through so many forms of government that they no longer care about politics and would rather be left alone and leave running the nation to the Barón. So far, the current Barón seems to have won their respect and has slowly begun to enlighten his nation into a cultural centre.

More so than elsewhere, Almarrónans enjoy their freedom, having lost it several times. Swashbucklers and local heroes who fought against the tyrant Esteban are very common amongst them. The continuous wars and revolts have left most families relatively poor. Luckily, Barón Maximilio provides priests and cinnabryl for those who cannot afford it, keeping the number of Afflicted very low.

Finally, the use of Torreón mercenaries by Don Esteban during the war has left a bad feelings toward Torreóners among most of the populace.

Recent History

Founded in AC 936, Almarrón was another barony lead by it's noble family. Corruption among the nobles lead to a period of expansionism and conquest. Soon enough, Almarrón started loosing its battles, and most conquered lands declared independence. With the separation of Cimarron in AC 980, the people of Almarrón have had enough and overthrew their Barón. They installed a democratic system inspired by ancient Traldar forms of government. In AC 994, a dictator name Don Esteban "El Salvador" took control of the nation and began collecting the nation's wealth for himself.

In AC 1006, Almarrón sided against Narvaez during the Inquisition Wars. The wars end when the baronies unite to fight off Hule. The next year, the gnolls of El Grande Carrascal take advantage of Almarrón weakened state an invade. They are routed by the end of the year, but only after destroying Castillo de Tordegena.

By next year, AC 1008, rebels finally ousted Don Esteban thanks to many troubles the land had during the past few years. The people decided to return to the traditional nobility rulership rather than allow another tyrant to take power. Hence, Maximilio, the only living descendant of the former noble rulers from long ago, was name Barón Maximilio de Almarrón y Escudor.

In AC 1009, the Red Curse, which was centred in a few locations just outside the Savage Baronies, mysterious spreads during the Week Without Magic and covers most of the Savage Coast, including all the Savage Baronies. The people must soon learn to cope with outbreaks of the Red Curse and the creation of new Afflicted. Most nobles scramble to find priests or cinnabryl to help their people, and Inheritors make themselves public to better spread their stored cinnabryl.

In AC 1010, many believed that miners had discovered the Mannequin of Ixion, the legendary Oltec artifact which would prevent any army in the world from invading the nation. It turned out to be nothing more than a "Black Vessel" for a deadly creature. Still, events during this time caused the death of Maximilio's Honourbound leader, as well as the resignation of Costa, the honourbound who would have replaced him. [Those desiring more information are referred to the novel "The Black Vessel." Ed.]

Since then, rumours of an impending attack from Don Esteban's forces have been running rampant, but no such attack has yet occurred. 

Cimarron County
Location: West of Gulf of Hule, southern edge of the coast, south of Almarrón.
Area: 7,984 sq. mi.
Population: 18,000, including 11,500 in Smokestone City. Roughly 60% human, 25% dwarves, 10% halflings (stouts), and 5% tortles.
Languages: Slag Common.
Coinage: Oro (gp), medio (ep), dies (sp) and centa (cp).
Taxes: 15% income tax, 10% sales tax in taverns, and 10% inheritance tax which includes money made gambling.
Government Type: Independent "barony" part of the Treaty of Tampico and Signatory Council.
Industries: Mining (cinnabryl), production of smokepowder and wheellocks (and flintlocks), ale, saloons, gambling.
Important Figures: Sir John of the Wain, Duke of Cimarron (count, human, male, Pa15).
Flora and Fauna: Standard for its warm temperate/subtropical climate, including kudzu, tomatoes, potatoes, maize, plains grasses, deer, armadillos, prairie dogs, turkeys, and eagles. Dangerous monsters include goblin and gnoll hordes found scattered throughout the Bushwack Prairie and El Grande Carrascal. Normal animals with Legacies can also be very dangerous.
Further Reading: Voyage of the Princess Ark: The Shoot-out at South Gulch, in the Champions of Mystara box set. Also, the Savage Coast online document.

Description: by Rikard Prospero

Cimarron is a small county that is part of Savage Baronies, despite the fact that they call their ruler a duke. Collectively called the Guardianos, because they guard the rest of the Savage Coast from Hule, the people of the baronies are well respected by the other nations, even though there is hardly any contact between them.

The Land

Cimarron is mostly dry grasslands and farmland with the occasional forest and hilly area. The soil is not very fertile, and compared to the other baronies, could almost be considered a desert. The flora that does manage to survive are stunted compared to most other plants.

Smokestone City is known for its saloons and gambling halls, as well as the rowdy crowds such establishments attract. Most halflings of Cimarron live in Smokestone City. Old Fort is a town built atop an old Thyatian colonial fort from long ago.

The People

The humans of Cimarron, like the rest of the Baronies, tend to be moderately dark-skinned. The Red Curse also gives them red overtones. Most humans have straight, black or deep red hair. Cimmarons has several hill dwarves living among them, and this is the only barony in which halflings (of the stout variety) are known to live.

Afflicted in Cimarron are often ignored by the upper class who can afford cinnabryl or priestly protection. Because of this, they tend to form their own little enclaves isolated from the normal people.

Cimarron is well known for its rowdy gauchos and the fact that almost everyone carries a wheellock pistol. The inhabitants are fiercely independent and prefer to let everyone to take care of themselves and not get involved in other people's business.

Cimarrons are proud of their national trade guild, known as the LB Trading Company. Although there is no relation between the LB Trading Company and the government of Cimarron, most people, especially non-Cimarrons think the two are indeed working together. This company is responsible for exporting the nation's smokepowder and wheellocks, while importing much needed food. The LB Trading Company has made several outposts throughout the Savage Coast, including the towns of Dunwick (near Renardy) and Richland (near the Orc Head's Peninsula), and most other nations consider these outpost cities as colonies of Cimarron, which is a logical conclusion since most humans in these towns are Cimarrons.

Recent History

In AC 900, Thyatian colonists create the nation of Narvaez, including the town of Nueva Esperanza. In AC 905, Nueva Esperanza declared independence from Narvaez, along with many other baronies. This lasted until Almarrón conquered the town in AC 939 and absorbed the surrounding territory.

Finally, in AC 980, the rebel General Cimarron lead his people to victory and Nueva Esperanza declared independence from Almarrón. His success was due mainly to the secret production of wheellock pistols and smokepowder, as well as Almarrón preoccupation with trying to invade Gargoña. The new nation called itself Cimarron County, and Nueva Esperanza was renamed to Smokestone City. In AC 990, Cimarron ratifies the treaty of Tampicos and was accepted by the other nations.

Cimarron fought against Narvaez during the Inquisition Wars which started in AC 1006. This war ended when Hule attacked the baronies, forcing them to unite together to throw out the invader. The gnolls of El Grande Carrascal took advantage of their weakened state and invade Cimarron as well as other Baronies in AC 1007. They were eventually routed by the end of the year, but at the cost of General Cimarron's life. His son John "The Duke" Cimarron inherited the County.

In AC 1009, the Red Curse, which was centred in a few locations just outside the Savage Baronies, mysterious spreads during the Week Without Magic and covers most of the Savage Coast, including all the Savage Baronies. The people must soon learn to cope with outbreaks of the Red Curse and the creation of new Afflicted. Most nobles scramble to find priests or cinnabryl to help their people, and Inheritors make themselves public to better spread their stored cinnabryl.

AC 1010 brought the invasion of goblinoids from the Bushwack Prairies, but again "The Duke" chased them away. In AC 1013, Cimarron agreed to sanction Narvaez and forbid its merchants or the LB Trading Company from selling smokepowder to that barony.

Don't Miss

The most popular establishment of Cimarron County is the Red Steel Saloon, located in Smokestone City. This is a rowdy tavern with dancers, gambling, and many brawls. People claim that at least one showdown (duel with wheellocks or the new flintlocks) occurs in front of the saloon every day. The Red Steel Saloon is the place to be if you want to make a quick reputation in Cimarron; or earn a quick death. Either way, people will learn your name. 

Gargoña (Baronía de)
Location: West of Gulf of Hule, north of Almarrón, south of Narvaez, and east of Saragón.
Area: 7,468 sq. mi.
Population: 14,000, including 11,700 in Ciudad Real.
Languages: Slag Common (Espan Dialect).
Coinage: Real (pp), oro (gp), dies (sp) and centa (cp).
Taxes: 20% income tax, 5% sales tax.
Government Type: Independent barony part of the Treaty of Tampico and Signatory Council.
Industries: Arts (music, poems, painting and sculptures), diplomats and political advisers.
Important Figures: Baronesa Esperanza "La Illustre" de Sotto y Rivera (baroness, human, female, T12).
Flora and Fauna: Standard for its warm temperate climate, including kudzu, tomatoes, potatoes, maize, alligators, plains grasses, deer, armadillos, prairie dogs, turkeys, and eagles. Dangerous monsters include various giant lizards and undead found in the swamps of la Delta de Pozaverde. Normal animals with Legacies can also be very dangerous.
Further Reading: The Savage Coast online document.

Description: by Hernando Cagliostro

Gargoña is recognised as the centre of culture in the Savage Baronías, a fact affirmed by the situación [location. Ed.] of la unica universidad [unique university. Ed.] of the coast within its borders. Admissión to this grande universidad is free in return for una promesa [a promise. Ed.] of future tithes to la nación [nation. Ed.] of Gargoña for the rest of your working life. Since Gargoña is generally viewed as politically neutral, its renown scholars and graduates are found throughout most of las nacionas [nations. Ed.] of the Savage Coast as advisers or teachers.

The Land

Although about the same size as any other baronía, Gargoña actually has poco [little. Ed.] land for its people to live on. Almost a third of la baronía is inhospitable swampland located at la Delta de Pozaverde, the mouth of the famous Rio Copos. On the bright side, this swamp makes approaching the towns of Gargoña from the sea very difficult, preventing attacks from the Sea Baronías.

The Rio Copos crosses la baronía from west to east, and most of the towns and casas [homes. Ed.] of the people can be found along its shores. After about 15 kilometres (10 miles) from the shores, dense bosques [forests. Ed.] dominate, and they are sparsely inhabited by any locals. These bosques cover about one half of la baronía, and serve as borders with friendly Almarrón and the religious fanatics of Narvaez.

Ciudad Real is the capital of la baronía, and is located just after la Delta de Pozaverde, where el Rio Guadiana merges with el Rio Copos. Skiffs powered by oar ply the waterways of the delta, ferrying commerce to and from seagoing ships, allowing access to the lucrative sea trade.

The People

Gargoñans are typically poets, artistas, and scholars. Many dream of adventure and excitement, but only a few actually give it a try (and most give it up after their first). Those that do adventure are some of the most swashbuckling souls in las baronías. They are easily offended when people claim that Gargoñans cannot fight and are eager to prove them wrong.

To Gargoñans, the Red Curse is a dreaded disease which must be stopped. Many, especially those with an Afflicted in the family, try to raise money to fund research into the Curse. Luckily, the few clero [priests, or more properly clerics. Ed.] found in Gargoña are devoted to stopping it and they use their spells to keep the number of Afflicted very low within la nación.

Recent History

The history of Gargoña, like so many of the other baronías, is sad and bloody. Originally part of la baronía de Narvaez, the southern half of esta [that. Ed] nación separated and formed a new Baronía de Sotto in AC 913. Ciudads [cities. Ed.] of this Baronía de Sotto soon declared their own independence, causing a civil war. Riviera (which included Ciudad Real) won its bid for independence in AC 926. Gargoña (which only included la Castillo de Pardalupe) finally declared independence itself in AC 934.

Sotto retaliated and invaded Gargoña. By AC 936, Sotto was soundly defeated and Gargoña had conquered it's parent Baronía. Gargoña released its claim on Sotto, and la población [population. Ed.] reorganised themselves into la Estado de Almarrón. In AC 977, Almarrón again went on an spree of conquest. Gargoña merged with la nación de Riviera, keeping the name Gargoña, and was able to repulse the invaders in AC 979.

Baronesa Esperanza was crucial in negotiating a peace treaty with Narvaez during the war of AC 1006 so that las baronías could fight off Hule. The fact that her daughter is married to the son of the racist [this is the opinion of the correspondent. Ed.] Don Hugo of Narvaez helped in los negociaciones.

As with the entire Savage Coast, the Red Curse spread through Gargoña in AC 1009 during the dreaded Week Without Magic.

Gargoña has thankfully agreed to la sanción [sanction. Ed.] of selling smokepowder to Narvaez, yet la baronesa is unfortunately trying to negotiate another solution to la problema. 
Guadalante (Estado de)
Location: West of Saragón, north of El Grande Carrascal, South and East of the Yazak Steppes.
Area: 11,300 sq. mi.
Population: 7,500, including 6,300 in Ciudad Huelca.
Languages: Slag Common (Espan Dialect).
Coinage: Oro (gp), dies (sp) and centa (cp).
Taxes: 25% income tax.
Government Type: Independent barony part of the Treaty of Tampico and Signatory Council.
Industries: Cattle and horses.
Important Figures: Señor Crístobal "El Barbudo" Bigotillos y Copetez (baron, human, male, R10).
Flora and Fauna: Standard for its warm temperate climate, including kudzu, tomatoes, potatoes, maize, plains grasses, deer, armadillos, prairie dogs, turkeys, and eagles. Dangerous monsters include the vast number of goblinoids that raid from the Yazak Steppes. Normal animals with Legacies can also be very dangerous.
Further Reading: The Savage Coast online document.

Description: by Rikard Prospero

Guadalante is a small nation that is part of Savage Baronies. Collectively called the Guardianos, because they guard the rest of the Savage Coast from Hule, the people of the baronies are well respected by the other nations, even though there is hardly any contact between them.

The Land

Guadalante is nothing more than a large expanse of grassland that serves as grazing land for the numerous cattle and horses found in the barony. Only the Rio Copos and Rio Negro break the monotonous terrain. The land along these rivers are fertile farmlands which produce food for the nation.

Scattered throughout this land are the haciendas [household. Ed.] of the various rich cattle-trading families. Only two communities exist in Guadalante, most families preferring to stay in their own fortified hacienda. Ciudad Huelca is the capital, boasting a population of just over 6000, while Dos Cabezas Hacienda is a small village of about 300. To few crafters, merchants, and labourers of the barony come from these two communities.

The People

The humans of Guadalante, like the rest of the Baronies, tend to be moderately dark-skinned. The Red Curse also gives them red overtones. Most humans have straight, black or deep red hair. Other races are rare in Guadalante, and goblinoids, rakasta, and lupins are disliked. If any other race is present enough to be called Guadalantans, it would be the occasional tortle who works in the haciendas of the wealthy merchants.

Guadalantans are crude ruffians who simply cannot appreciate the finer things in life. Most would rather sleep on the ground, outside beneath the stars than in a warm, comfortable bed at a local inn.

Guadalantans are proud of their freedom and will do anything to keep it. They are individualistic, and most take care of themselves. The gaucho are the respected heroes here; they are warriors of the ranges who ride horse and wield wheellock pistols with skill. They are by far the roughest, crudest, and rowdiest bunch in the entire Savage Baronies.

Guadalantans ignore the Red Curse until it affects them directly. Since cinnabryl is rare and expensive, most keep the Red Curse at bay by visiting the local clergy for a Maintain spell. Afflicted are treated as less then human in Guadalante, so they often live in their own houses far away from any human community. Some haciendas are composed entirely of Afflicted.

Recent History

Guadalante has had a very peaceful past when compared with the other baronies. Guadalante was founded in AC 985 when the baronies of Copetez and Bigotillos united together when their respective heirs were married.

In AC 992, Guadalante fought with Saragón over watering rights, but after one quick battle, the two nations came to an agreement with the Treaty of Cortesillas.

Guadalante remained quiet until AC 1006 when it joined forces with the other southern baronies to defend against Narvaez and its allies. It then joined all the baronies to repulse the invading forces of Hule.

In AC 1007, goblinoids invaded the land and caused much damage to numerous haciendas of Guadalante. Finally, in AC 1009, a week without magic release the Red Curse into the area, and people were forced to adapt to the curse by finding cinnabryl or begging priests to cast a Maintain spell on them.

Since then, Guadalante has minded its own business and been left alone by the other baronies, just as it prefers. 

Narvaez (Baronía de)
Location: Northwest of Saragón, north of Gargoña, south of Torreón.
Area: 15,477 sq. mi.
Population: 16,000, including 12,300 in Puerto Morillos.
Languages: Slag Common (Espan Dialect).
Coinage: Oro (gp), dies (sp) and centa (cp).
Taxes: 35% income tax.
Government Type: Independent barony part of the Treaty of Tampico and Signatory Council.
Industries: Agriculture, mercenaries.
Important Figures: Barón Hugo "El Despiadado" de Narvaez y Montoya (baron, human, male, P(cr)15).
Flora and Fauna: Standard for its warm temperate climate, including kudzu, tomatoes, potatoes, maize, plains grasses, deer, armadillos, prairie dogs, turkeys, and eagles. Dangerous monsters include the vast number of goblinoids that raid from the Yazak Steppes and from an unnamed swamp on the coast of the Gulf. Normal animals with Legacies can also be very dangerous.
Further Reading: The Savage Coast online document.

Description: by Hernando Cagliostro 

' 

Narvaez. El nombre [The name. Ed] of this baronía alone is enough to cause fear in most people, and with reason. Narvaezans have always be intent on conquest of all the Savage Baronías, and they intend for everyone to worship the flames of Ixion and his Inquisitor.

The Land

Narvaez is the largest baronía of the Gulf of Hule. It is mostly fertile farmland situated in the valley of el Rio Guadiana. Forested hills marks the borders on either side of the valley. Many aldeas [villages. Ed.] can be found along el rio, but most have been destroyed and are nothing more than ruins thanks to the holy war Narvaez embarked upon almost a decade ago. Only two main towns are still left in esta región: Paz del Sol and Punto-Eseobar.

The southern parte de Narvaez turns eastward and goes all the way to the sea, where Puerto Morillos stands. This is el capital of la nación, where Barón Hugo rules with an iron fist and his Matones thugs enforce his laws. Life is Puerto Morillos is very subdued, as to try and be lively and entertaining marks one out for the dreaded inquisitors, who will most assuredly come and visit.

North of this stretch of land, and east of el Rio Guadiana, lies las Colinas Grutescas and an unnamed swamp. Banditos and religious refugees have made many a hideout in this area, and it is rumoured to be filled with ruins and ancient treasures.

The People

Narvaezans are an oppressed people who have no freedom to do as they please. The dreaded inquisitors and their goddess, aptly named the Inquisitor, make sure that everyone is extremely devoted to Ixion. Those believed to have performed the slightest herejia [heresy. Ed.] are burned to the stake.

La población is heavily taxed so el barón can afford to build his military forces. With these, he insures that there are no revolts in his nación and enforces the worship of Ixion. Many such mercenaries even serve abroad, although most other countries are afraid to hire them because of their religious conviciones [convictions. Ed.]. Those that do serve outside of Narvaez must still pay taxes to el barón or they will be declared heretics.

El barón even exports the food of the commoners to other nacionas for money, often leaving them starving in his own baronía. Then El Despiadado [The Despised. Ed.] wonders why he has so many revolts and has to pay for so many soldiers. Los famous Matones, the elite guards of Narvaez, are nothing more than thugs who take pleasure in bullying those weaker than they are. And any who complain to the officials are soon found burning at the stakes; the inquisitors find their devotion in Ixion to be lacking merely days afterwards.

Narvaezans view Afflicted as those punished by the Immortals, in particular by Ixion. Since cinnabryl is rare in Narvaez, only the clero of Ixion can keep the Red Curse at bay with their Maintain spells. Those who become Afflicted are therefore viewed as those who have not been faithful to the church and therefore suffer the punishment they deserve. What I believe is even worse is that the Afflicted themselves, so caught up in the religión of Ixion, believe that they are to blame for their curse. What kind of religión puts such false and destructive ideas into the heads of its own people?

These days, Afflicted are automatically viewed as heretics and are to be killed on sight. Also, druids and mages are equally viewed as heretics, since they obviously worship other sources of powers for their spells. It is because of my arcane studies that I was forced to flee my own homeland.

Recent History

Narvaez was the first baronía along the Savage Coast, created many years ago by Ispan [A group of Thyatians. Ed.] colonists at the turn of the last century. They claimed the entire coast of the Gulf of Hule where almost all the other baronies now lie.

Soon after it's creation, several towns declared their independence and formed their own baronías. Then, in AC 913, the first barón died and la nación was divided in two by his two heirs. The northern baronía remained Narvaez while the southern baronía became la Baronía de Sotto. Over the next decades, Sotto fell apart to numerous civil wars and eventually became what are known as las baronías of Gargoña, Almarrón, and Cimmaron.

Meanwhile, Narvaez itself was facing many revolts and declaraciones of independence as well. Tired of these secessions, el barón started building his forces and attacked the rebellious towns. By AC 937, Narvaez had reclaimed all its lands, not including those that were given to Sotto. El barón continued to build his forces to prevent any other uprisings. Narvaez became known for its infantry and military throughout las baronías. They held their land and remained peaceful until the next century.

Then in AC 1005, Narvaez fell into civil war over their religion. El barón managed to unite his people in AC 1006 by claiming that it was the other naciones which were heretics, uniting los factiones into a Holy War against the rest of las baronías. Torreón, Texeiras and Vilaverde joined Narvaez against the other baronías. This war ended when Hule invaded, forcing los baróns to work together or lose all their lands.

Near the end of AC 1009, the Red Curse spread throughout the land and many Narvaezans became Afflicted. This has begun causing many troubles within la baronía, and many believe that another religious civil war is inevitable. Last year, Barón Hugo began stockpiling smokepowder, and many feared that la baronía would again start a spree of conquests and expansión. In consequence, they have created sanciones which thankfully forbid the export of smokepowder to Narvaez.

Don't Miss 

Unless you are willing to become a near-slave to the whims of lost Matones and the inquisitors, I recommend avoiding Narvaez as much as possible. If you must go, stay in small villages where you will be harder to find.

The one thing I enjoy in Narvaez is to see the daring swashbucklers in Puerto Morillos. They wear masks and go about taunting the inquisitors, the priests of Ixion, los Matones, and even el barón. Sadly, many of them have been killed and burned to the stake, but just as many always manage to escape and harass the fanatical Narvaezans even more. 

Saragón (Baronía de)
Location: East of Guadalante, north of el Grande Carrascal, and west of Gargoña and Narvaez.
Area: 8,757 sq. mi.
Population: 8,000, including 6,600 in Ciudad Matacán.
Languages: Slag Common (Espan Dialect).
Coinage: Oro (gp), dies (sp) and centa (cp).
Taxes: 20% income tax.
Government Type: Independent barony part of the Treaty of Tampico and Signatory Council.
Industries: Sages and knowledge.
Important Figures: Barón Balthazar de Montejo y Aranjuez (baron, human, male, W12).
Flora and Fauna: Standard for its warm temperate climate, including kudzu, tomatoes, potatoes, maize, plains grasses, deer, armadillos, prairie dogs, turkeys, and eagles. Dangerous monsters include goblinoids that raid from the Yazak Steppes. Normal animals with Legacies can also be very dangerous.
Further Reading: The Savage Coast online document.

Description: by Hernando Cagliostro 

' 

Saragón is one of the three enlightened states of las baronías. Along with Gargoña and Almarrón, its rulers promote philosophy, arts, and educations among its publación. Saragón is also famous in its role of defending las baronías from invasions from the Yazak Steppes thanks to la careta de la barrera [The Barrier Mask. Ed.], an artifact of the Immortal Ixion which repulses enemy forces that approach it. A second artifact, the Bracers of Forbiddance, enhances the Barrier Mask's already great powers.

The Land

Saragón is mostly composed a prairies that lie along el Rio Maldito and Rio Copos. The western borders run along la Bosque de las Sombras (The Forest of Phantoms), a woods rumoured to be haunted by the legions of soldiers who died fighting the gnolls who once inhabited to forest.

Saragón is has three baronets, minor lords who represent each one region of la baronía. The baronet of Aranjuez represents the north, while the baronet of Montejo the southern parts of la baronía. The baronet of Saragón comes from the central area of la nación.

The People

Saragóners are an enlightened people, much like Gargoñans, du mainly to the good education they receive from the nobles. Mages and scientists are very common here, and are in fact renown throughout las nacionas as the most wise sabios [sages. Ed.] of the Savage Coast. Many here study the Red Curse and are trying to understand it better, and possibly defeat it if possible.

Also common in Saragón are the Inheritors. This is due to the fact that the original Inheritors all came from this nación. In fact, baronet Don Luis de Manzanas is one of those original Inheritors. Because of this longer use of Legacies in the area, Saragón has more red steel and cinnabryl then most other nacionas.

Despite this high concentration of cinnabryl, most people use the priestly Maintain spell to keep the Red Curse at bay. This is parcialamente [partially. Ed.] because of cinnabryl's high price, and parcialamente because they have been well thought about the consequences of running out of cinnabryl. Afflicted are therefore rare as even the children of the land understand the properties of the dreaded Red Curse. Those that are Afflicted are treated no differently than someone with any other disease or wound; say someone missing a leg or an arm.

Recent History

Saragón has had a relatively peaceful history, and this is perhaps one of the reasons it is an enlightened state. La nación was formed in AC 966 when los baronías of Montejo and Aranjuez united after several años [years. Ed.] of working together to defeat encroaching goblinoids and gnolls. Saragón remained peaceful except for a small dispute over watering rights with Guadalante throughout most of its history.

In AC 993, adventurers found the Barrier Mask which has helped keep la nación safe since then. AC 1006 brought the holy wars in which Saragón united with other baronías to fight against Narvaez. As is well known, this battle ended when all las baronías united to fight off Hule. Then, in AC 1007, goblinoids from the Steppes invaded, but were subsequently repulsed as well.

At the end of AC 1009, magic failed for a week, and there was much commotion in la nación. Goblinoids took advantage of the failure of the Barrier Mask to attack Manzana's tower and destroyed it. Also, this is when the dreaded Red Curse spread throughout the land.

In AC 1010, Luis de Manzanas had a new castillos constructed, but was then challenged by the Inheritor Balazar. The troubles caused by this challenge eventually led to the discovery of the Bracers of Forbiddance, which helped repulse another goblinoid invasion led by Balazar. This new artifact, along with the Barrier Mask, are in la posesión of baroner Don Luis de Mazanas, where he keeps the borders safe from goblinoids and Narvaezans.

Since then, Saragón has remained out of most of the politics of the region, except for its demand to increase los sanciones on Narvaez. 

Escape from New Hope

I just thought Id post one of my adventure ideas up here to see if anybody else out there could get any use from it.

Picture This:

New Hope Penitentiary, in Cimmaron County, is home to some of the most vile villains and criminals on the Savage Coast. Almost all the nations of the Coast send their worst criminals here for safe keeping as it has reputation for being a very secure place. The guards are all crack shots with wheel-locks and there are plenty of them to keep the prison population in line.

But, even the strongest of walls wont hold up to a few barrels of smokepowder!

A Wurmling (see the Savage Coast Monstrous Compendium) Crime Lord in Eusdria has decided to aid in a prison breakout in Cimmaron County. If pulled off, it means that many of the Coasts most violent criminals will be loose again and on the rampage. The Crime Lord stands to gain allies in this break-out; Allies that he can put to good use in his own criminal network.

Among the escaped villains are:

The Bernadas Gang:

Originally from Guadalante; Imprisoned for cattle wrangling, robbery, and murder / Soon they will add kidnapping to the list as the gang plans on stealing away Marion, the Nephew of Sir John and heading for a pre- arranged hide-out to await ransom. The Gang Consists of:

Jerney 8th Lvl Human Thief/Bandit (NE)
Jayme 6th Lvl Half-Elf Ranger/Gaucho (LE)
Juancho 4th Lvl Human Fighter/Outlaw (NE)
Ramon 7th Lvl Human Fighter/Outlaw (NE)
Alejo 3rd Lvl Halfling Thief/Inheritor (LE)
Juilio 4th Lvl Dwarf Fighter/Gaucho (CN)

Usamah Cruz

9th Lvl Human Fighter/Inheritor (CE) Originally from Saragón; he and his henchmen are responsible for the massacre of a group of 22 people while they stood in a line waiting to receive a Cinnabryl handout from Don Luis de Manzanas He was apprehended and placed in custody. He became afflicted soon after capture and was so enraged, that he then killed 7 guards in an escape attempt. Was then move to Cimmaron for imprisonment.

Duarte DeSoto:

8th Lvl Human Thief/Swashbuckler (N) Arrested in Slagovich for stealing the Crown Jewels of the Margrave. Boasted that no jail could hold him. Escaped 5 times until finally sent to New Hope for his prison sentence.

Hasani Orlando:

7th Lvl Half-Orc Fighter/Outlaw (NE) Arrested in South Gulch after robbing a trading caravan and killing the 6 Tortle workers who were in charge of its delivery. Suspected of being in league with the Bernadas gang now.

Mandel the Black:

10th Lvl Elf (Aranea) Mage (LE) Arrested in Eusdria for luring women to his home, raping them and butchering them. To this day, no bodies have been recovered. It is speculated that Mandel has animated the bodies of the missing woman into lifeless zombies. He was sent to Cimmaron at the request of King Sigismund himself in exchange for an undisclosed

Captain Oscar "RedBeard" Marcos:

9th Lvl Human Thief/Buccaneer (NE) Captured along with a large portion of his crew, by Texeiran naval officials for Piracy and Murder. Brought to New Hope for permanent imprisonment. Vilaverde protests his imprisonment and maintains that Captain Marcos is one of their Merchant captains. His ship, the Calypso Ghost, is impounded in Texeiras.

Maximillion "Padre Death" Orleans:

10th Lvl Cleric/Inquisitor (LN) Apprehended in a daring raid by Torreóner SellSwords in the service of Sir John, Padre Death is imprisoned for crimes against humanity and is responsible for the deaths of literally hundreds of people during the Inquisition of 1009.

Basically, this scenario turns the PC's into bounty hunters. The villains will take the PC's on a manhunt that spans the entire coastal region! Along the way, there are bound to be side treks and what not to keep the party busy. DM's should feel free to set the conditions and amount of the bounty on each villain as they see fit. OR

Have the PCs be the "villains" (if you run this kinda game)and be on the run from the authorities after they break out of New Hope. The goal: avoid being caught and disappear, hopefully to live the good life under a false name.

I'm trying the first scenario with my current group. Let me know what you think if you try either idea. 

Torre Cristobalt

OK Mystara Board Folks, here's another adventure idea. I actually ran this one and it worked out pretty good. If you have the Red Steel boxed set, it would be helpful to pull out the 'Gulf of Hule Region' map. Find Torreón, and follow the Rio Torrentes until you find Torre Cristobal. That's the Tower I'll be referring to in this adventure.

Picture This.....

A group of PCs are approached by a man, who identifies himself as a member of the Cristobal family. He tells the story of a tower that members of his family inhabited generations ago. It lies on the frontier outside Torreón and the area today is thought to be full of Gosluk and an occasional Hulean raiding party.

He wished to reclaim his families property and hires the PC's to "clean house". How the PC's get to the tower is totally up to them, but the local barge owners in Las Guajacas refuse to go down the Rio Torrentes as other boats have disappeared in those waters. The reward for clearing the tower can be gold or Cinnabryl.

To make a long story short, once the PC's arrive they have to contend with a group of Gosluk, about 80 in number. How to get them to leave?

Once this feat is accomplished (notice I'm not telling you how ... it will vary from group to group), the PC's should begin a search of the Tower itself. This is where the REAL adventure begins.

The PCs discover a series of tunnels that lead down into the earth, eventually coning out into a sprawling underground cavern with rushing waters. They walk right into the middle of a fight between some vile smelling Troglodytes and some Omm-wa (see SC Monstrous Compendium). The PC's SHOULD help the Omm-wa for the adventure to continue.

The PCs learn from the Omm-wa Wise Woman that the Trogs invaded their cavern home and have just about succeeded in killing the whole family group. She implores the PC's to help them as this is an extremely sensitive time; the females in the family are ready to give birth to young.

The reward for successfully helping the Omm-wa is a shell necklace. It may appear plain, but it is a magical item. (A DM can decide what nature of magic the necklace should be) 

While walking through the store the other night and passing the electronics department, I got inspired. They were playing the "Romancing the Stone" video to demo one of the VCR's in stock...well.........

El Corozon

Some Dwarven miners in Cimmaron County were out digging up the components that went into making their precious Smokepowder. One of these miners, Ortego, found something a bit more; a gleaming ruby stone about the size of his fist and shaped like a heart. Ortego slipped the stone into his coveralls and took it home with him once his shift ended. Poor Ortego and his family have had a bad run of luck lately. Their small garden had dried up due to an uncommonly rough drought, their meagre hacienda was on the verge of collapse, and just a few weeks ago, Ortego's wife, Rosita, became afflicted when the last of her Cinnabryl ran out. Ortego ran home as quickly as he could. He just knew that this stone was going to be the answer to all their problems. Upon arriving, Ortego found his wife sitting in a rocker on their porch, covered from head to toe to avoid being stared at. He recounted the story of how he had found the stone to his wife and described it to her. At first, she thought him quite mad, "Too many hours in that hole, Ortego! Its rotted what brain you had away!" Then Ortego produced the stone and handed it to his wife. When she took hold of the stone, it began to glow brilliantly, almost blinding the couple before it returned to its normal state. "Rosita!!! Look! You are cured!! Its a miracle!", Ortego screamed, and indeed, his wife was now free from affliction and the chunk of red steel that was hanging from her neck was now slightly pink again ... it had returned to its former state; Cinnabryl.

Word spread, and eventually all the Orders of the Inheritors had heard of this "El Corozon" stone and what it had done. Ortego was made many offers for the stone, but was stubborn. Then the attackers came.....almost every evening like clock-work, his hacienda would be attacked. Ortego called on his extend family, and soon the small hacienda was turned into a tiny fortress, complete with wheel-lock wielding dwarven sentries. Eventually, after seeing all the trouble the stone was causing, he relented to turn the stone over to the Order of the Ruby as soon as he could gather up a few things and travel to their Conclave.

(Here's the adventure hook) So, he's carefully began asking around to "hire" a group of body-guards to keep him safe and the stone in his pocket until he reaches the Ruby Inheritors.

OR

Somebody has "hired the PCs to return a "brilliant red jewel" that was stolen. All they tell the PC's is that a Dwarf in Cimmaron has the stone and they will be handsomely rewarded if the stone is returned.

OR

(This one could actually spawn a campaign if done right) A small group of Mages in Herath have gotten wind of El Corozon. They want the stone as well ... to study to determine the type of magic and to possibly become masters of the Curse. One night, the group attack Ortego's home in their spider form and actually manage to capture the stone. Then Ortego and the Order of the Ruby "hire" the PC's to follow the creatures and retrieve the stone. So the PCs end up chasing this group of elusive wizards to all the corners of the Coast.

OR

any other scenarios you all can come up with.. 

OK, here goes. Some of this may be a bit sketchy, as I don't have the material in front of me. I sent it off to the Netherlands so a friend of mine could try his hand at running a Savage Coast adventure with it too.

We'll start with Thieves Challenge II:

 Beacon Point.

I had the PCs as passengers on a ship going from Gargoña (although just about any of the Baronies with a port would work) to Texeiras. Well, on the way there, the ship was attacked by pirates and the PC's, eventually, were overtaken and tossed overboard. The next morning, they awoke on the beach of one of my made up barrier islands off Texeiras looking up at a large lighthouse. As it turns out the lighthouse is manned by a reclusive wizard who, many years before, was sent by the Baron of Texeiras to be the caretaker. Then the blood-thirsty buccaneers moved in. The wizard tried to send word to the mainland, but each attempt was intercepted by the pirates, who now more or less run the little town of Beacon Point. It is also told that the pirates have a secret cove on the island from which they launch their raids into the Texeiran shipping lanes. So the PC's mission seems pretty clear, right? Rid the town and island of the pirates, right? Well, unfortunately, as the PC's discover, the townsfolk actually like the pirates being there as they have brought in much needed "loot" to their local economy. With the exception of maybe 3 townsfolk, all the folks love the pirates. So the trick of the whole adventure is "Who can you trust"? Well, somehow, the PC's must find a way to "liberate" the island from the pirates and shut down the Pirate Cove. However, the pirate captain and most of his men should be allowed to escape...in order to tie in with the next portion of the adventure........

Part two begins with the PCs arriving in Texeirans and being met by a grateful local government. Among these is an Admiral of the Texeiran Navy, who has a little proposition for the PC's: As it turns out, the Texeiran navy has been receiving intelligence on pirate movements and strongholds from an undercover operative code named Manta Ray. Agent Manta Ray has located the hub of all pirate activity in the Gulf of Hule and has been spying on the pirates for many months, disguised as one of them....however, as the pirate raids become less and less fruitful, they begin to suspect someone on the inside is selling them out. Agent Manta Ray knows this and has requested to be extracted from the pirate stronghold. Well, this little adventure has so many twists and turns I highly suggest you track down that issue of Dungeon and see for yourself. Needless to say, getting Manta Ray out is a dangerous feat and if successful, the PC's are awarded their own ship and commissions in the Texeiran Navy among other more material goodies. 

The Tortle Tribelands
Companions of the Shell
Companions of the Shell –

 Introduction
The Tortles. This race is among the most peaceful of the Savage Coast. Their values of peace and their belief in coexistence with those around them is both a tribute to their gentle nature, and a curse that has doomed them to a life of servitude. With no true dominion to call their own, they have simply adapted into what ever culture they happened to be living. This adaptation has kept most Tortles in the same seemingly hopeless situation for generation after generation.

Life for a Tortle on the Savage Coast is difficult at best and they are often seen as "second-class" citizens. As it is not in their nature to be hostile or confrontational, this perception stays mainly intact. Indeed, because of their peaceful nature, many of the cultures they have melded into take advantage of them for menial tasks and cheap labour. They are often perceived as lazy, slow, and clumsy. None of these stereotypes is true, but one can see how the Tortles have their work cut out for them when it comes to gaining acceptance by their neighbours.

Other Tortles enjoy a life of relative tranquillity. Those who dwell in the Tortle Tribelands are for the most part independent and in much better spirit than their cousins. The villages of Tlech', R'nak, and Prash are examples of how some groups of Tortles have come together and share ideas and a culture all their own. They are known as the "Free Tortles of Zul". Many of these Free Tortles share a hope that one day all the Tortles of the Savage Coast will again come to know their own culture and history. What follows is an explanation of how two of these Tortles went about turning a dream into a reality. 

Companions of the Shell –

 History Lesson
The Company of the Shell was founded on the first day of Yarthmont,1009 AC. Two individuals , Takoda and Diego Delfino, are given credit for the creation of this brotherhood.

Takoda, was the head of a family group in the settlement of R'nak, south of Renardy. He was also a skilled warrior, and an Honourbound; something extremely uncommon as Tortles go. Takoda, learned the Precepts and Protocols from a lone Honourbound Rakasta. He learned them so well, that eventually the Rakasta sponsored Takoda's efforts to join one of the Companies in Bellayne. Takoda won acceptance and advanced through the ranks over his years of service. As the years went by he began to think of his own people and how they could possibly benefit from having a company of their own. He held a belief that the Tortles needed to be more of a close knit community. The community idea did not necessarily mean coming together in large settlements, but there needed to be a "closeness" among them. With his idea in his head he returned home to R'nak and began laying the groundwork for the first Tortle Honourbound Company. In his mind, he knew the idea would not be a popular one. Tortles tended to believe that violence begets violence and that warriors are the bringers of such things. If Takoda could make the other Tortles understand that this plan was not merely for a military organisation, but one that would actually benefit the community as a whole, it would be welcomed with open arms.

As Tortle settlements are small and usually some distance apart, Takoda saw the need for a "For Tortles, By Tortles" group to protect these settlements from goblinoids, bandits, or unscrupulous adventurers, as well as to solve problems developing between family groups. He also envisioned a "humanitarian" side of this group; If a fellow Tortle were sick and could not plant his fields, the Company would be more than happy to help. If your huts were blown down in a violent storm, the Company would arrive on the scene to assist the family group rebuild. If crops were insufficient to feed a family, the Company would seek donations to avoid their starvation. There was no limit in Takoda's mind of the good his Company could do. With the outbreak of the Red Curse, Takoda's brotherhood took on a new task; protection from affliction. He needed an Inheritor to keep his Tortle kin safe from affliction. After failing to find a Tortle Inheritor in Renardy or Bellayne, Takoda began a journey to the Baronies to seek one out, but as luck would have it, he did not have to travel that far.

Diego Delfino, also known as Diego of the Dolphins, was a Tortle Cleric of Mother Ocean who had a small congregation in the Free City of Dunwick. Originally from the Baronies, Diego came to Dunwick in the hope of finding a larger group of Tortles to preach to. He also happened to be an Inheritor of the Order of Crimson. When Takoda arrived in Dunwick to secure passage to the Baronies, he met Diego at one of his religious services, down by the beaches. It then became obvious how Diego got his name. In the shallow surf was a small altar made of coral. When Diego would give his "sermon", dolphins would swim into the area and "listen" until it was over. They would then play gleefully before swimming off. The dolphins returned for each and every service, so the Cleric was dubbed Diego Delfino "of the Dolphins".

Diego shared Takoda's vision of a community of Tortles sharing ideas and values, however a group of warriors to act as a "bridge between the communities" did not sit well with him. Tortles, after all, are a peaceful race. Honour to a Tortle is finding a peaceful solution to a given situation; a definition that seemed to conflict with what a typical Honourbound warrior referred to as honour. Takoda argued that at times the best way to assure a lasting peace is to be prepared to fight.

It was during one of these heated debates that an old Tortle, who never gave his name, waddled up and told a story:

"Many ages ago....when our people were fresh from the Land, The Tortles had a champion...and her name was Chelona. Our ancient enemies, who lived among the clouds tormented us endlessly, but Chelona came to our aid. She fought them on the Land and claimed many victories. One fateful day Chelona rose to the heavens on a flying chariot, a gift from the Immortals, in a hope to end the bloodshed once and for all. Riding her wondrous artifact, Chelona flew up into the skies to face the King of the cloud people. A great battle ensued between the two heroes that lasted three days and three nights. In this struggle, Chelona was wounded six times. Each time, a scute fell from her shell to the Land below the clouds. On the third night, Chelona struck the king a fatal blow. The king fell to his knees, exhausted and covered in blood. At the sight of the tears in the eyes of the king's children and his people, Chelona was overwhelmed with compassion. She declared the fighting over for all time, and that it was in her power to give him life again, but at the cost of her own. In exchange for this, the King swore never again to bring harm to the Tortle folk. His fateful words were sealed in a magical oath and Chelona passed from our world to the next. Out of guilt and sheer respect for Chelona, the King kept his word, gave her a fitting burial, and left with his people to a distant place. It is said that the Immortals were so saddened by her death, yet proud of her sacrifice, that a prophecy appeared on her grave. It is said that the spirit of Chelona would return to the Land if the six lost scutes from her shell were brought to her resting place which lies on a magical cloud that drifts in the breeze."
After completing his tale, the old one gave the two a hexagonal piece of what appeared to be part of a shell. Then the old one waddled down the beach and disappeared. The Scute of Honour was the gift, and it was suddenly clear to Takoda and Diego what had to be done. After hearing the Legend of Chelona, the two agreed that Chelona's character was indeed the embodiment of all that Tortles held dear. They wrote a Code of Conduct for the Company of the Shell, inspired by the Legend of Chelona; traits that every Tortle who wished to be a part of the Company must possess:

1. Honesty- Goodwill and Virtue; Never Lie or Mislead.
2. Compassion- Forgiveness and unselfishness; Help those in need
3. Wisdom- Wit and Intuition; Think before you act and learn from your mistakes
4. Tenacity- Hard work and faith in one's self; Never Give Up
5. Bravery- Gallantry and fortitude; Set your fear aside and do what must be done.
6. Honour- Duty and Respect; Live up to Tortle values and maintain a sense of ethical conduct

With their ideas in place and a bright outlook on the future Takoda and Diego shook hands and put their Code, renamed the Code of the Shell, into writing and travelled the Coast enlisting the aid of Tortles of every skill and walk of life. The Company of the Shell was born. 
Companions of the Shell –

 Company Structure & Joining Up
The Company itself has many different positions within its organisation. The commander of the organisation is called the Lord of the Shell. Under the Lord of the Shell is a Lord Companion; an advisor and second in command. There will be only one Lord of the Shell and Lord Companion at any given time. After the Lord Companion, come a varied number of Companions at Arms, also known as Shell Sergeants who, in turn, are in charge of a varied number of Associate Companions, or Shell Sentinels and Postulant Companions. While the organisation is fundamentally, "For-Tortles, By-Tortles", it is not unheard of that a member of another race could become what is called a Companion Ally.

Companion Allies are just that; allies of the company. Members of the company travel far and wide on their missions. Naturally, they are bound to meet and befriend other people of other races and cultures. From time to time, these new- found friends wish to help the Tortles in their endeavours. Upon the discretion of the most senior ranking Tortle present, these people may be welcomed into the adventuring group as Companion Allies. Normally, once a given mission is completed, the Allies return to their normal lives, but on rare occasions, the Allies are allowed to stay on as they possess a rare gift or talent that the Tortles find helpful.

Postulant Companions are those Tortles who have undergone the Test of the Shell and have proven they have the potential to someday become valued members of the company. A Postulant Companion's mission is one of self enlightenment. Adventuring is one way to gain this self enlightenment as well as experience and is highly recommended by the Company for Postulants. Once a Postulant has proven his worth, they are sponsored for promotion and a vote among the Associate Companions is held. An Associate Companion will look for Postulants to display an understanding of the traits handed down from the Company as well as demonstrating personal initiative in their own development and Esprit de Corps for the Company as a whole before sponsoring them for promotion. Once the vote is taken, and a Postulant is recommended to the Shell Sergeant and, if accepted, is then fully promoted to Associate Companion.

Associate Companions, or Shell Sentinels are the backbone of the Company. They must set an example for the Postulants to follow and set standards to which the Postulants must strive to meet. They act as instructors of any organised training and are also tasked with the well-being of the many Postulants in their charge. It is also the Shell Sentinels to whom the Chariot Training falls to. It is their responsibility to ensure that the Postulants learn this art before time comes for their promotion. Many times an Associate Companion will accompany a group of Postulants on adventures to offer leadership and guidance. Unlike Postulants, Associates can not be promoted in the field. When an Associate is ready for promotion to the next rank, the Companions at Arms hold a selection board at the Fort at R'nak. Usually this board is held once a year, but it can be called to order as need arises. Each Shell Sentinel appears before this board to answer a battery of questions and to tell of their deeds and accomplishments. Based on the results of the board, the Companions at Arms make a recommendation to the Lord of the Shell, who ultimately makes the decision. Once an Associate becomes a Shell Sergeant, they learn that the Scute of Honour is in the possession of the Company. In a promotion ceremony, the new Companions are required to touch the Scute and pledge that they will follow the Code of the Shell to the best of their ability.

Companions at Arms, or Shell Sergeants, are the over-all supervisors of the Company and possess the most freedom of action. As more often than not, a group of Companions will be out adventuring, The Shell Sergeants have major responsibilities for the welfare and training of their subordinates. These adventures can include anything from digging a new irrigation ditch, to seeking the lost Scutes of Chelona. They are often the only "commander" some Companions see, thus they must ensure the ethical conduct of all the Tortles beneath them. They ensure that the guidance that the Associate Companions are giving the Postulants is correct and in keeping with the companies values and traditions. They also act as mentors for the Associate Companions; preparing them for their next promotion. Companion at Arms are also responsible for devising and executing plans for the training of Postulant Companions and they are also the Administrators of the Test of the Shell. In addition they also have the authority to promote Postulants to Shell Sentinels in the field. They must know where their Associates and Postulants are at all times. If a group should go missing for long periods of time or the entire company had to rally, knowledge of this nature could be the difference between success and failure.

From here, one of two things may happen to a Shell Sergeant. They can be selected by a sitting Lord of the Shell to become the Lord Companion, if the slot is vacant, or, if the Lord of the Shell position is vacant, be voted on to be the next Lord of the Shell.

Lord Companion, or the Shell Captain, is an advisor and go between to all the levels of the Companies chain of command. He is also seen as the voice of the Lord of the Shell in the actual Lord's absence and overall second in command of the Company. His most important tasks are the administrative duties. The company is largely funded by donations and a percentage of any treasure found by adventuring Companions. The Shell Captain must keep track of the funds both incoming and outgoing. All in all, a very tough job. Diego Delfino is the current Shell Captain.

The Lord of the Shell is the overall commander of the Company. Currently, Takoda holds this position. Among his many tasks include choosing which groups of Companions are assigned to certain quests and ensuring those quests are within the "ethos" of the Company. He is the judge of all disputes and the administer of justice. He is also responsible for relations and meetings between company officials and Tortle dignitaries or foreign powers. Finally, the Lord of the Shell is responsible for organising major events and ceremonies that involve the entire company. The most important of these events is known as the Renewal; an annual trek to the Monoliths of Zul to renew their vows. As this occasion is one of the few occasions, outside emergencies, that the entire Company is gathered, it is an extremely important time. Most promotions are held during this time as well as updates on the ongoing quest for the Scutes of Chelona.

The Lord of the Shell is usually voted on from among the numbers of Companions at Arms and the Lord Companion. Every Tortle in the company who is willing, available, and sane of mind, regardless of rank, is eligible to cast a vote. In the event of a tie vote, the Lord Companion will take command until the tie can be resolved. If a tie can not be resolved, the Lord Companion will run the company until the next full moon, where another vote will be taken. This process continues until a Lord of the Shell is finally selected.

Joining the Company

It is considered a high honour among Tortles to be selected to become a member of the Company and serve their community. The selection process takes place when ever a group of wandering Companions find interested Tortles wishing to join their cause. Unlike most Honourbound Companies, Warriors are not the only ones eligible. Any Tortle from any walk of life may petition for induction, but usually the head of a family group will choose one, or in rare instances two. The Trial of the Shell as it is called, is never the same from year to year and is mostly a test of a Tortles character. The process lasts for several days as the Company's leaders "make up" situations which will test a Tortles stamina, wisdom, resourcefulness, compassion, and lastly combat skill. To do this they enlist the help of the members of the community to "role-play" situations a Tortle Honourbound might encounter during the course of his duty.

Those passing the Test of the Shell must then make the Journey of the Circle. The Journey of the Circle is a ceremonial journey as well as a final test of stamina. From the location of the test, the hopeful Tortles make a "pilgrimage" to the Monoliths of Zul. After this long, gruelling trek through the desert, and upon arriving at the Monoliths, the Tortles meditate for three days and three nights, in honour of the battle Chelona sacrificed herself in. After this period of reflection, the Tortles are given their symbols of the Honourbound and the red circles are painted on the front of their shells. They are then officially Postulant Companions of the Company of the Shell.; a temporary title, much like an apprentice, that allows them to prove their worth further to the Company hierarchy. For the Postulant the true test begins; that of real life and field experience. Many years and many adventures may pass before a Tortle becomes a full Associate Companion. 

Companions of the Shell – 

The Company Today
Today, the Company maintains a headquarters in a mud-brick fort in R'nak, called Fort Terrapin by the Tortles, but it is marked as Castillo Tortuga on maps of the other races of the Savage Coast. It was built on a small hilltop, and on top of a natural spring. The tall mud-brick walls were placed in a series of differing sized circular formations; largest on the outside, becoming smaller towards the centre. Each wall has several openings, some of them blocked by large boulders. This serves to confuse and adversary trying to enter the fort, and to give the Tortles more than one means of exit should evacuation become necessary. Although the Company mainly operates in and around Dunwick, Bellayne and Renardy, it is not unheard of that the Company will travel great distances, even so far as the Baronies, if it is heard that their Tortle kin are in need of aid. As gatherings of the entire company are limited to special events and emergencies, most encounters with the Company will be in smaller groups of Postulants, Associates, and perhaps even a Shell Sergeant. The duties of the company include:

1. Service to Tortle Communities
2. Recovery of the Six Scutes of Chelona
3. Preservation of Peace among Tortle-kind
4. Direction of ceremonial gatherings
5. Keeping Tortles safe from Affliction
6. Ambassadors of the Tortle people
7. Ambassadors of Good Will to all other peoples asking their aid

One of the constant challenges of the Company, in addition to Goblinoids and Affliction from the Red Curse, ironically, are the very Tortles they serve and protect. Some Tortles see the Company simply as a band of warriors and hold with the old adage "violence begets violence". They see the Company as nothing but trouble waiting to happen. To dispel this, the main mission of the company is community service.

Secondly, many of the more devious landowners and nobles from surrounding nations are rather disturbed at the Tortles attempt at "discovering themselves". To them, their source of cheap labour would be threatened if the Tortles were to unite as a community. To that end, many have taken to hiring mercenaries and adventurers to look for the Scutes of Chelona as well; to keep them out of Tortle hands, perhaps even to use their legendary powers for themselves.

Another problem are the Snappers; the primitive, bad-tempered cousins of the Tortles. Some family groups who dwell closer to the coast have been having problems with these monsters and have asked for the aid of the Company. Small patrols Postulants and Shell Sentinels are a common site on the beaches, in answer to this request.

The company has no real weapon of choice as combat is seen as a secondary and less important part of the companies mission. If an ends can be reached without having do draw weapons, so much the better. Unlike most Honourbound, there is no restriction on the use of ranged weapons. The belief is simply that if one has to use weapons at all, use whatever you have to protect the community and yourself. Magic is seen as a tool and its use is encouraged. In fact, some Tortle mages are often made Postulant Companions. The Tortles in the company do learn the art of charioteering and must master it to reach the higher ranks within the company.

Since its foundation, the Company of the Shell has remained rather small, but still effective enough to accomplish its mission and always on the lookout for more allies. One of the Honourbound Companies in Bellayne has even gone so far as to pledge their support to the Tortles for their, "outstanding sense of community" and "honouring peace above all else."; Which is where the Company of the Shell got its motto "Peace Above All". All in all, the Company of the Shell is seen a positive addition to the lands of the Savage Coast. So, should you ever find yourself in peril, look no further than the shell! 
Companions of the Shell – 

Adventure Hooks (The Scutes of Chelona)
(Many thanks to Bruce Heard for letting me use this little idea)

The Scutes of Chelona

This adventure hook is quite reminiscent of the Knights of the Round Table in search for the Holy Grail. Many Tortle adventurers have left their villages and joined the Company in search of the lost Scutes of Chelona. The scutes, since Chelona's death, have become magical artifacts embodying the true character of Tortles. Each scute is a manifestation of one of the six ideal tortle traits: wisdom, honesty, compassion, tenacity, bravery, and honour. Each has different powers related to these manifestations. The scutes appear as brownish and slightly concave leathery hexes from the back of a tortle's shell, varying from six to twelve inches in size. Each has a different yellow mark comparable to a rune and a distinct set of powers and secondary effects.

General Properties: only Good-aligned beings can touch these artifacts without suffering damage. Those with Neutral alignments suffer 2d4+2 points of damage per round while handling a scute. No saving throw is allowed. If handling the scute with gloves or any sort of protection, magical or otherwise, halve the damage. Evil beings suffer 2d8+4 points per round and cannot use the scutes' magical powers.

Scute of Wisdom - Stands for wits and intuition: currently in the possession of a Robrenn druid, it is mounted inside a plain, sturdy oaken chest. The druid knows it bears some supernatural significance without understanding its origins. He assumes it has links with the forces of nature, which is why his order has safeguarded it for generations. Once a day, the scute bestows upon one who touches the artifact the ability to cast any single detection or divination spell cast at 20th level. Its secondary effect melts the user's eyes should these abilities be used directly or indirectly to acquire any wealth or material goods, or enable associates to acquire them. A level spellcaster can restore sight with a dispel magic or a regenerate spell.

Scute of Honesty - Stands for goodwill and virtue: it is buried along with the bones of a holy man under the floor of the Grande Catedral in Ciudad Quimeras, in Narvaez. This nearly flat scute is part of the front cover of a large, leather-bound prayer book. Once a day, the scute enables its user to identify all creatures of goodwill and virtue within sight (essentially Neutral Good or Lawful Good creatures) and provide all of them with the effects of any one single protection spell such as bless, protection from evil, protection from fire, etc, cast at 20th level. On the other hand the user would permanently lose a point of Charisma, should he either lie, cheat, or steal within the Time of Prayer. This period of time lasts from the moment the scute is used to a number of hours equal to the protected people, time six.

Scute of Compassion - Stands for forgiveness and unselfishness: a dirt poor but benevolent lizardman shaman near The Bayou recovered the artifact. He had it mounted in a large, bone-framed altar, decorated with paints, feathers, and claws. Lizardmen sometime visit this ancient, frail hermit to pay homage or to revive a loved one who passed away. This scute has the power to resurrect one creature per day. The creature must either have met an untimely and unfair end (not a result of the creature's acts), or be a foe of the user's. When doing so, the user and associates each lose one random magical item (including other artifacts) which are teleported to Chelona's home plane, or 1d4 hit points permanently if no magic is available other than this scute. Teleported items need not be on the owners' persons to qualify. Should the user or associates have negotiated some sort of payment for the use of the scute's power, all of the user's possessions and associates' within 100 miles are subject to a disintegration spell.

Scute of Tenacity - Stands for hard work and faith in oneself: a Renardois farmer dug up this scute from the earth while ploughing his field. He kept it as an ornament in his hovel until he discovered its magic. Since then, he had it mounted on an granite base. Upon identifying a task in six spoken words or less, the scute enables its user to work on a task tirelessly, without requiring food, water, sleep, or rest of any kind until the task is completed. During that period of time the user cannot age magically or otherwise, and is immune to sleep spells and mind- controlling magic. The artifact also temporarily neutralises diseases, poisons, and any other mind- or body-altering substances until the user completes the task. Meanwhile, the user's wounds cannot heal magically or otherwise, and magical potions cannot deliver their power.

Scute of Bravery - Stands for gallantry and fortitude: an ancient and most vicious dragon called Pyre captured this item from a fallen knight. She keeps it on an out-of-reach ledge, above her treasure trove. The scute is mounted on a metal shield decorated with a silver leaf pattern, long since tarnished and covered with cobwebs and dust. When held as a shield or touched, the scute temporarily adds three experience levels to the user's current level. It provides immunity to all poisons and a +2 bonus to all saving throws. For tortles, the scute improves natural armour class half-way down to AC -10 (ignore fractions), else it only provides a magical +2 bonus to armour class. The scute's powers should only be used in defence, when the user or associates did not provoke an attack. Else the user contracts a rotting disease comparable to the one undead mummies can inflict.

Scute of Honour - Stands for duty & respect: this wondrous item presently lies in the hands of the Company of the Shell - a benign group of well intentioned Tortles, honourbound to the defence and well-being of their kin. The scute is the centre-piece of an icon that is imbedded inside a tortle-made piece of pottery. The bearer of this artifact must honour his Immortal (be it Chelona or another) and his ancestors with daily prayers, and promote the ancient ways of the tortles. Once a day, it bestows upon its user the ability to cast any single communication spell (such as commune, contact other plane, prayer, speak with dead, etc) at 20th level of experience. It also provides tortle lore and etiquette, as well as the ability to speak and write the language of any sort of tortle, as free and permanent proficiencies.

Its second effect requires the user accept and pursue any single Lawful Good quest benefiting the Tortle race, which may come up in the future. The user cannot later decline the quest by getting rid of the artifact, and is under the effect of a XXXth level geas. The user must also help out any innocent folk in distress, provided the act would not detract from an on-going quest. Failure to help the weak or complete daily prayers causes a XXX dice lightning bolt to hit the user at the first occurrence. The second time, the user's alignment changes one step away from the Lawful Good pole. On the third, the scute teleports away to a random, remote location. 

Companions of the Shell –

 Adventure Hooks (The Chariot & the Prophecy)
Quest for the Sky Chariot

Along with searching for the Lost Scutes of Chelona, the Companions of the Shell are also searching for the fabled Sky Chariot that Chelona rode into battle thousands of years ago. It is said that once a Tortle of Good mind and spirit finds the Chariot, it will take him or her to the spot where Chelona's body rests. This site, will no doubt become a holy site for the Tortles, so finding it is a high priority, especially since the final resting place is mentioned in an ancient Prophecy! The location of the Sky Chariot is (DM discretion) The Sky Chariot of Chelona is very plain, much like one tortle would build, with two solid-wood wheels and wooden frame. It's dimensions are approximately 5' by 7' and moves on the ground as normal, but flies at a speed of 30 after the command word is uttered. It is capable of holding 3, Tortle sized, individuals. It looks ordinary enough, but when a good aligned Tortle steps inside the chariot, two gorgon-like bulls magically appear at the yoke, awaiting the rider's commands. If the rider is in possession of all the Lost Scutes of Chelona, the Chariot automatically takes the rider to the final resting place of the hero, Chelona.

The Prophecy

In the centuries that went by since Chelona's death, it is unclear who her Immortal patron was. The truth is that Chelona's death was merely a step in her quest to attain Immortality. She succeeded her goal and inscribed the prophecy herself on the grave of her mortal remains. Her goal is to bring forth another hero to stand for the tortles in times of despair.

Should the scutes all be brought to Chelona's grave, her spirit would indeed return to Mystara, but not in the way most people would think. It is the ideals that she represented which would rise and overwhelm the mind and body of the tortle who accomplished the deed. Naturally, non-tortles would never be able to approach the grave, as only a Lawful (Good) tortle could control the Sky Chariot's magic. A tortle who acquired either the chariot or any of the scutes by committing either evil or cruel deeds is bound to continuously lose one of the scutes before the mission is ever accomplished.

Should the prophecy occur, the scutes become part of the hero's shell, permanently imbuing the tortle with their powers. This tortle falls under the control of the DM who then can use it as a defender of the tortles, a leader of armies, and a religious figure. 

Companions of the Shell –

 Adventure Hooks (Shrine of Mother Ocean)
The Shrine of Mother Ocean

The Shamans of Mother Ocean have gained the ability to contact the souls of those lost at sea, for the purpose of a last contact between grieving family members and the deceased. In order to accomplish this feat, the shamans make use of a holy shrine. Tortle shamans found the entrance to the shrine in a cave, under an old Tortle burial site. The holy shrine is located in a sprawling city once created by Tortles thousands of years ago. The city now lies deep under the sands beneath the Free City of Dunwick, partially opening under the sea's surface. Snappers, however, have claimed this dark and flooded undercity for themselves, and fiercely guard it against all trespassers. Should the Snappers discover the way up to Dunwick, the free city would then be at risk of invasion!

The trip to the shrine is a dangerous one because of the Shappers. Unbeknownst to the Shamans however, another threat has come to the Shrine; Adventurers managed to slip through and discovered a vast wealth of pearls, corals, and ivory once used in the decoration of the ancient Tortle city. Worse yet, they found countless items of pottery made from bits of steelseed glued together. The shamans consider this, and all that lies in the city as priceless artifacts. A few rulers of the Savage Coast got wind of the discovery and quietly sent emissaries, spies, hired swords, grave robbers, and just about anybody they could think of to get a share of the booty, one way or another.

As a result of these events, the Shamans have requested that the Company of the Shell do something to protect the Shrine and rid it of the Snappers. In addition, the Company has been asked to guard it against foreign powers who are bent on taking its treasures for themselves by discovering which nations are hiring the "grave- robbers" and putting an end to it. 

Companions of the Shell: 

The Main Characters
Character Name: Takoda
Race: Tortle
Class: Fighter / Honourbound
Level: 9
Alignment: Neutral Good
Legacy: Float
Afflicted: No

Strength: 13
Dexterity: 10
Constitution: 14
Intelligence: 13
Wisdom: 15
Charisma: 10

Hit Points: 84
Armour Class: 3 (1) No Armour
THAC0: 12

Weapon Proficiencies: (7) Quarter-Staff (Spec.), Bolas, Machete, Lasso, Sa, Nonaka

Non-Weapon Proficiencies: (6) Duelling(Bonus), Etiquette(Bonus), Heraldry(Bonus), Animal Handling, Animal Training, Endurance, Agriculture, Veterinary Healing



Character Name: Diego Delfino
Race: Tortle
Class: Inheritor Cleric
Level: 10
Alignment: Neutral Good
Legacy(ies): Aid, Breathe Water, Spell Shield, and Swim,
Afflicted: No

Strength: 9
Dexterity: 12
Constitution: 12
Intelligence:14
Wisdom: 17
Charisma: 13

Hit Points: 80
Armour Class: 3 (1) No Armour
THAC0: 14

Weapon Proficiencies: (4) Sa, Mace, Club, Quarter-Staff

Non-Weapon Proficiencies: (7) Curse Lore (Bonus), Read-Write (Bonus), Ceremony, Story Telling, Glassblowing, Metalworking, Herbalism, Religion 

The Truth About The Ancient Tortles' Frightening Secret
>>The SC timeline suggests the tortles had their own civilisation at one point, before they were scattered and assimilated/exploited by other, more aggressive races.<<

The idea I was playing with was that the tortles had been created by the Immortals to help them *work the land*. Basically, these *construction workers* had been originally created so that they could call upon Mystara's elemental powers to control and modify the land, saving Immortals from having to use their own power. The more tortles, the more elemental power they had. The idea was that the Immortals used them as a pool of manual labour to move mountains around, change rivers, pull in soil or water from the elemental planes, in order to shape the lands way back before the other races came into existence. After some centuries of playing around with their planetary sandbox, the Immortal moved on to other more important affairs, leaving behind a bunch of unemployed tortles. Without a sense of purpose and not being *designed* to compete against other races, the kind and peaceful tortles almost disappeared from Mystara. (The monoliths were used to focus the elemental powers when masses of tortles would gather around them.) Since then, a revival of the tortle is unveiling this amazing past, revealing how tortles could once again control earth and seas. Naturally, this is a frightening thought for the rulers of other races and nations who shiver at the idea of a few thousand tortles lifting mountains up in the air, and dropping them on top of their capital -- quickly forgetting tortles *are* peaceful and well-intentioned. So the other races became more aggressive against the tortles, with the intent of preventing *any* sort of tortle gathering. As a result, the tortles are closing ranks to defend themselves, thereby precisely creating the situation where tortles can indeed pool their powers and become a real threat.

>>Might there be a tortle enclave in the Hollow World, where this lost tortle society continues to exist, unchanged?<<

Quite certainly a society of water and earth elementalists. Perhaps it's because the OW tortles found their HW brethren that their ancient secret has returned to the surface...

>>If so, I can picture the SC tortles finding out about its existence from various HW-explorers' stories, and sending the Company of the Shell to make contact with their long-lost cousins (especially if they're so serious about rediscovering their roots).<<

Something like that! :o) 
